DEMO GUN CLUB

LEAGUE RULES

Effective:  January 8, 1998

Revised September 19, 2001

1.  
Three shooter teams may consist of three shooters and must have at least two shooters.  A team that has only two shooters will use the league average for the missing team member.  Six shooter teams may consist of six shooters and must have at least five.

2.
The league will start each Wednesday at 6:00PM.  The first team can shoot no later than 6:30PM.  The schedule shows which teams shoot at which time each week.  Each team will shoot two rounds during each league night.

When there are two leagues on the same night, the teams in the second league will take the field when all teams from the early league have completed their rounds.

3.
The schedule indicates which team should shoot first.  However, if the team scheduled to shoot first is not present and the second team is ready to shoot, the second team may shoot their first round.  The teams will then alternate their rounds as usual.  If the team scheduled second completes their first round, and the team scheduled first is still not present, they may continue with their second round.


Each team must shoot with all team members present except for members that are using a bank or pre-shoot.  At least one shooter on three shooter teams and three shooters on six person teams must be present or the team will forfeit all games.  In case of inclement weather, the league might be canceled, and it is up to the team captain to call the range and notify his team members.

3.
This is a handicap league and each shooter’s handicap will be calculated based on his actual scores as follows:


a.
On the first day, the shooter’s actual scores for the two rounds  



will be added together and then subtracted from 48.  The result will 



be multiplied by 70% and divided by 2 to arrive at the handicap to 



be added to the score of each round.  


b.
On subsequent days, the handicap that was calculated through the 



current week will be used to calculate the scores for the week.


c.
Each week, the handicap will be recalculated using a shooter’s 



cumulative scores applied against multiples of 48 as in “a” above.

4.
All league shooting will be done per standard skeet rules.  A maximum of one shot can be taken at a target.  NSSA rules will apply to all league shooting.  Shooting the doubles out of order will constitute a lost target.   Only two gun malfunctions are allowed by a shooter in a round.  Excessive gun malfunctions will be scored as lost.  Failure to take off the safety is not a legal gun malfunction and will be scored as a lost target.  The front face of each skeet house is considered to be the legal boundary.  If a target is broken past these points, it will be scored as lost.  The targets at station 8 must be shot prior to the center stake or they will be scored as lost.

5.
Three games are at stake for each team each league day.  The games are first round, second round and total.  Each team will shoot against each of the other teams one time during the course of the league.  When a league has on a small number of teams and the decision is made to run through the schedule multiple times, then each team will shoot that same multiple of times against every other team.

6.
The league must consist of at least four teams.  The number of teams and the number of weeks of the league are the same if there is an odd number of teams and each team has a bye.  If there are an even number of teams or an odd number of teams where every team shoots against the league average once, the league will last one week less than the number of teams.  

7.  POST SHOOTS WILL NOT BE ALLOWED DURING THIS LEAGUE. EXCEPTION: At the beginning of the league and only then, teams that have not gotten organized may post shoot  prior to the second league night.   The shooter may use pre-shoots or banks for any league night.  The total number of pre-shoots and banks cannot exceed half of the number of weeks of league shooting (rounded up) AND THE TOTAL NUMBER OF PRE-SHOOTS CAN NOT EXCEED  TWO AND THE TOTAL NUMBER OF BANKS CAN NOT EXCEED THREE.  A  pre-shoot is two rounds shot consecutively other than at the normal league time, and is designated to be used for a specific date.  A bank is also two rounds shot consecutively at other than normal league time, but is not designated for a specific date.  Banks and pre-shoots must be pulled and scored by a neutral party; (i.e., team members cannot pull or score for another teammate).  All banks and pre-shoots must be dated when they are shot, and initialed by the shooter.  Pre-shoots must indicate the date for which they apply.   Banks and pre-shoots may be done any time that the range is open. If a shooter is late but still available to shoot before the league night is complete, it shall be allowed only if the captains of both teams involved agree.


  A pre-shoot will be used without exception unless the league is canceled.  If the league is canceled, all pre-shoots for that date become null and void.   In this case, the shooter will then have a pre-shoot available to be shot for another date.   


A bank shoot, if available, will  be used for any league night that the shooter is absent.  All bank shoots done during the league do not have to be used, but will not carry over to the next league.  All banks will be paid for at the time they are shot regardless of prepayment of the league.

If a shooter is absent without a pre-shoot or bank available, the shooter’s score will be his/her personal average minus 2.0 for both of the rounds, plus his handicap.  (Example:   Shooter average = 18.3; Absent score will become 16.3 plus his handicap).


If a bank is to be used, but the shooter is present, the team captain must declare the bank before the first target is thrown.  The shooter who is using a bank and shooting on the same night must pay for the additional rounds before they are shot.  The puller is to be given tickets for the additional rounds.

8.
Team captains (or their representatives) are to initial their score sheet each league night indicating that they agree that the scores recorded for each shooter are correct.   This includes checking to see that the correct score is recorded for the right shooter.  Once all shooters have left the field, the scores will stand as recorded.
9.
No temporary substitutes are allowed to shoot during the regular league or shoot-offs.

10.
Any gauge can be used for the league but no increase in gauge will be allowed.  This means that a shooter that begins the league with some small gauge (ex: 28 gauge) cannot later move up to a 12 or 20 gauge.  Also, if a shooter moves down a gauge during the league, he may not later move up to a larger gauge.

11.
On league nights, all payments are to be made to the clubhouse prior to shooting.  Any shooter who has not made payment arrangements prior to shooting may, at the discretion of Club management, be denied the opportunity to shoot.

12.  
Awards will be given for teams finishing in first, second, third place, etc.  Other awards may also be given for High Overall Average and Most Straights, based on the number of shooters.  In order to be eligible for the High Overall Average, the shooter must shoot the entire league without an absence when no bank or pre-shoot is available.

13.
On the first night of the league, it is customary to pay for the first week and prepay for the last two weeks of shooting, plus the $xx.00 trophy fee.  The cost of the six rounds and the trophy fee is $xx.xx.

14.
Shoot-offs will be held in case of a tie at the end of the league for places 1-3, HOA, or Most Straights.  Bank scores and pre-shoot will not be used for shoot-offs.  Shoot-offs will be held on the last night of the league unless teams have shooters absent and/or agree on a future time for shoot-offs to be held.  The shoot-offs must be held within seven days from the end of the league.  For places 1-3, two regular rounds of skeet (scored as three games) will be shot, unless both teams agree to other arrangements.  For HOA, consecutive rounds will be shot until the tie is broken.  For Most Straights, the miss and out rule will apply.

15.
If a target comes out broken, the shooter should not shoot at the target.  If he shoots, the target will be scored as either a hit or miss.  If he elects not to shoot, the target will be thrown again for scoring.  In case the irregular target is part of a pair, “proof doubles” will be called and the pair will be thrown again.  In this case, the shooter must shoot at both targets in question; however, only the shot at the previously broken target will be scored.  Good targets will be scored as they were hit or missed on the first attempt.

16.
There are no rules concerning ammo malfunctions and the target(s) will be thrown again.  However, out of courtesy to others, please obtain other ammunition if failures persist.

17.  
All ammunition used at this facility must be 7-1/2, 8, or 9 shot only.  No magnum shells will be allowed.  The shooter may pick up his own empty shells; however any hulls left on the field become the property of the Gun Club.

18.  Any questions and/or disputes will be determined by these rules.  If a situation exists that is not stated in these rules, the determination will be made by Club Management.

NOTE:   Revisions to original published rules are shown in italics.
