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FLOW Masters Pool One-Pocket Welcome and Sportsman’s Conduct Expectations 

Welcome to the world of Flow Masters Pool (FMP) One-Pocket (FMP-1P).  FMP-1P is a game and format 
that you will come to love almost immediately!  It combines good competitive play for the more 
experienced pool players with a play format that is very considerate of the working person, i.e., 
understanding that many players have an early rise for work the next morning.  Our One-Pocket format 
is designed to be fast yet challenging! 

Because this is a gentlemen’s/gentlewomen’s game, there is a high expectation that play of all games 
and matches shall use the highest level of respect for your competitor, those around you, and to those 
that are orchestrating the league.  Disrespect to others, in any form or fashion, will not be tolerated.  
We always expect all players to act with civility and decency, paying the utmost respect to the 
establishment and all its sports equipment. 

To be clear, un-sportsman-like conduct is not welcomed, which includes abusive language, obscene 
gestures, abuse/damage of equipment/facilities, debilitating intoxication that leading to any kind of 
disruption including, but not limited to, flagrant displays of rooting against the other team.   

Disruptions such as making loud noises or movements while someone is addressing a shot is “sharking” 
and is strictly prohibited.   

Physical contact or threats of physical contact or harm will not be tolerated and is strictly forbidden.   

Verbal abuse or comments designed to make a player or a team uncomfortable or unwelcome will not 
be tolerated and is strictly forbidden, as well.   

Any actions of the aforementioned type directed toward any player may result in negative action taken 
toward the player committing the infraction.  Any player that is made to feel uncomfortable or is 
threatened before, during, or after a match should immediately contact a FMP representative and 
report such an incident. Please provide the name and as much detail as possible.  See <Contact Us> for a 
listing of FLOW Masters representatives to contact. 

At the sole discretion of the FLOW Masters Board of Directors any team member or entire team can be 
suspended for any period, up to, and including, a lifetime suspension. 

Becoming a Member of FLOW Masters 

In order to play, you must first become a member of the FMP League. Doing so is quite easy.  First, 
commit to playing fair, which helps to ensure that you and others have an enjoyable experience.  
Secondly, you must register with the league, meaning that you fill out our registration form, providing 
contact information and information about your playing ability, knowledge, and skill.  Lastly, you must  
be an active member.  You do so by paying an annual dues fee, presently set at $35, which is good for an 
entire year.  Once, paid, you are free to participate in any of the activities offered by FMP. 
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FLOW Masters Pool One-Pocket General Rules of Play 

1.0 The Flow Masters One Pocket Games.   

1.1 One Pocket is a unique game for two players or two teams, in that each player or team can 
only score into one of the two corner pockets at the foot end of the table, while the other can 
only score into the other corner pocket at the foot end of the table. The other four pockets are 
neutral pockets, and any balls pocketed in a neutral pocket are spotted rather than scored. 
There is no requirement to ‘call your shot’ in One Pocket, and no special order or significance to 
any numbered object balls. The first player to legally score eight balls into their own pocket wins 
the game. 

In FMP-1P, the game is handicapped by adjusting the required winning score for both players for 
all games.   

1.2 In FMP-1P, the match will consist of up to three games of One-Pocket.    

1.3 You are allotted approximately 1 ½ hours to play your match.   

1.4 You will receive one game point for each game won (up to 3 points) and one match point to 
the player that wins 2 or more games.   

1.5 To ensure that games are completed on time, you will receive a warning at 1 hour and 15 
minutes that your time is limited.  You will be able to complete the game of One-Pocket you are 
currently player.   

1.6 After the completion of that game, any games to be played will convert to One-Ball One-
Pocket.  (See below for rules.) 

1.7 The FMP-1P Scoresheet will be used to capture each player’s name and ID number and their 
wins and losses throughout match play. At the end of the match, the total accumulations shall 
be recorded in/on the appropriate places on the sheet.  (See Attachment 1 for a copy of the 
Flow Masters Scoresheet.) 

2.0 Match Start. 

2.1 Players may either flip a coin or lag to determine who breaks first.  Following that, players 
will alternate breaks. 

2.2 The match start time will be recorded on the scoresheet, along with the warning time (1 
hour, 15 minutes later). 

 2.3 If, at the start of the match, your opponent is not present, a random player will be assigned 
to play against you.  All attempts will be made to pair you with someone you have not yet 
played.  In these situations, you will continue to accumulate points for game and match wins 
and losses.  However, the random player assigned to play against you will not suffer any harm or 
gain points for the win. If a player is not available, as a stop gap measure, one of the FMP 
operators will play the match against you. 
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2.4 Players with four or more absences within the session will not be eligible to participate in 
the end of session playoffs.  They will, however, remain eligible to receive end of session leader 
board money, i.e., MVP. 

3.0 Lagging for the Break. 

3.1 The two opposing players must lag to determine who will shoot/break first.  The player who 
wins the lag breaks first.  Winner racks. 

 3.2 The players will lag at about the same time to make each ball contact the foot cushion, 
with the goal of returning the ball closer to the head cushion than the opponent. 

4.0 The Rack.   

4.1 Every player will rack and break their own balls. For all racks, the head ball must be placed 
on the spot. 

4.2 All fifteen balls are tightly racked in no particular order with the apex ball placed as nearly as 
possible on the foot spot, in a standard triangle rack in alignment with the table.  

4.3 The opponent may inspect the rack and call for adjustment if warranted. Players lag for the 
first break.  

5.0 The Break. 

5.1 The opening break begins with ball in hand behind the head string line. The cue ball may be 
stroked directly into any ball in the rack, or indirectly cushion(s) first. After contacting the rack, 
the cue ball or at least one object ball must be driven to a rail, or a ball pocketed, otherwise it is 
a one ball foul penalty.  

5.2 If a pocket scratch occurs, any balls pocketed are spotted, the breaker is penalized one ball 
for the scratch, and the incoming player receives ball in hand.  

5.3 As long as a legal stroke is employed from behind the head string, the incoming player must 
play the balls where they lie. If the cue ball is illegally stroked, interfered with in motion, or the 
breaker fails to contact the rack at all, in addition to the standard foul penalty, the incoming 
player has the option of requiring the breaker to re-break. 

5.3 For games that follow, the break alternates back and forth between the players, regardless 
of who wins each game.  

5.4 Prior to breaking, the breaking player selects one of the corner pockets at the foot of the 
table as their own, thus the opponent is assigned the other foot pocket by default. In 
subsequent games, whoever breaks is free to change their pocket selection on their own break.  
In practice, the breaker does not ‘call his pocket’; their pocket selection is considered obvious by 
virtue of the orientation of their break.  

5.5 Players employing an unusual break must declare their pocket selection prior to breaking. 
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5.6 In the event the breaker scores a ball in their own pocket on the break, the breaker is to re-
rack and break again, rather than scoring the ball and continuing their inning. 

6.0 Ball-In-Hand 

6.1 Ball in hand is always behind the line, not anywhere on the table. All references to “ball in 
hand” is understood to mean “ball in hand behind the line”.  

6.2 When placing the cue ball, the whole cue ball must be placed above the head string line. 

6.3 To play directly into an object ball, the whole object ball must be below the head string line. 
The edge of either ball cannot be in contact with the head string line. If either is not in a playable 
position, then the referee or opponent warns the shooter and they must adjust and/or agree on 
the playable position prior to the shot being taken.  If no warning is given, then the shot stands. 
But, if the shooter ignores the warning and shoots then it is a serious foul, with opponent 
receiving ball in hand. 

7.0 Continuing Play 

7.1 A player’s inning continues only as long they pocket a ball or balls in their own pocket on a 
legal stroke, with no foul occurring.  

7.2 It is not a foul to pocket a ball in a neutral pocket or in the opponent’s pocket, but doing so 
does not entitle the shooter to continue their inning, unless on the same stroke they legally 
pocket a ball into their own pocket.  

7.3 Any balls pocketed either accidentally or intentionally into the opponent’s pocket are 
counted for the opponent, unless on the same stroke, the cue ball is pocketed or jumped off the 
table. 

7.3 In the event that a player pockets both their own game-winning ball and their opponent’s 
game-winning ball on the same legal stroke, then the shooting player wins. There are no ‘ties’ 
and it does not matter which ball drops first, as long as they both drop as a result of the same 
stroke. 

8.0 Bio-Breaks.   

8.1 Players may call for a time out either between games, or when it is their own inning, for the 
purposes of taking a bio-break only.  You are allotted up to two 5-minute breaks.  All breaks are included 
in your allotted amount of time for the match.   

8.2 Resuming play before the opponent has returned from an approved time out or leaving the 
playing area during the shooter’s ongoing inning are both considered unsportsmanlike. 

9.0 Safety Play 

9.1 There is no option to ‘call a safety’ in One Pocket; if a player legally scores a ball into their 
own pocket they must shoot again. Players may play safe to the same rail as many times as they wish, as 
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long as either the cue ball or at least one object ball is driven to a cushion after the cue ball contacts an 
object ball. 

10.0 Jumping 

10.1 Players may execute jump shots as long as they are performed with the player’s own 
standard playing cue using legal jumping techniques.  Specialized jump cues are not permitted in FMP-
1P. 

11.0 Fouls 

11.1 Cue Ball Fouls Only: Disturbing a single object ball is not a foul, as long as there is no effect 
on the shot. For clarification, it is always a foul to disturb the cue ball, and it is also a foul if a disturbed 
ball has any effect on the shot; meaning if the disturbed ball has contact with any ball in motion, or if 
any ball passes through where the disturbed ball originated. It is always a foul when two or more balls 
are disturbed. When multiple (3 or more) balls are disturbed it is considered a serious foul. (See 
reference: 11.9 Serious fouls.)  

11.2 Restoring a Position: There is no restoration option when any disturbed ball has influenced 
the shot.  In that case, the balls must be played from where they lie. Once it is acknowledged that a ball 
or more was disturbed with no effect on the shot, then the opponent must be given the option to 
restore the position or leave the balls as they lie before play is resumed. If the opponent chooses 
restoration, it shall be as near as possible to the original positioning according to both players, with the 
opponent responsible for final approval. It is a foul upon the shooter to restore a ball without 
permission from the opponent. However, if the shooter was notified, yet resumes play without the 
opponent’s consent to the final disposition of a disturbed ball, then it is a breach of the restoration 
option, and a serious foul on the shooter.  (See reference: 11.9 Serious fouls.) 

11.3 Scoring for Fouls: Any scratch or foul results in the end of the shooter’s inning, as well as a 
standard one ball penalty. All balls pocketed in the shooter’s pocket as a result of a stroke that includes 
a foul do not count for the shooting player and are to be immediately spotted, along with the standard 
one ball penalty. Also, any balls pocketed in the opponent’s pocket on a stroke that ends in a pocket 
scratch or a jumped cue ball off the table are not to be counted for the opponent and are to be 
immediately spotted. However, on a stroke when any other foul is committed (such as a push shot, 
double-hit or illegal ball contact), any balls scored into the opponent’s pocket are to stay down and be 
counted for the opponent. 

11.4 Cue Ball After a Foul: Following either a pocket scratch or the cue ball jumping the table, 
the incoming player has cue ball in hand. Following any other standard foul, the cue ball is played where 
it lies. 

11.5 Owing Balls: If the offending player has no balls to spot, then they will owe one for each 
such scratch, which must be repaid by spotting at the end of the first inning or innings in which they 
score. All owed balls must be repaid before any pocketed balls count towards a player’s game score.  
Owed scratches are indicated by placement of a small, non-intrusive, object (typically a coin) on the rail 
top adjacent to the offending player’s pocket. An additional object is placed to represent each additional 
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scratch without a scored ball to spot. One coin is removed for each owed ball repaid by spotting at the 
end of the first inning or innings in which they are scored, until all owed scratches have been repaid, and 
standard scoring can commence. It is the responsibility of the offending player to place and remove 
their coin markers. 

 11.6 Ball Off the Table: Driving either the cue ball or an object ball off the table is a foul, 
whenever either comes to rest off the playing surface, or comes in contact with anything other than the 
table itself while airborne. 

 11.7 Intentional Fouls: Standard intentional fouls are an accepted part of FMP-1P tactics as long 
as they are played by use of a legal stroke, such as by lightly touching the cue ball with the cue tip; by 
rolling the cue ball to a new location without regard for legal contact with either an object ball or a 
cushion; by pocket scratching the cue ball; or by using a legal jump technique to force the cue ball off 
the table. Standard intentional fouls performed using a legal stroke and cue tip contact are penalized as 
standard fouls. 

11.8 Use of An Illegal Technique: However, if the shooter employs an illegal technique to their 
advantage, such as pushing, intentionally double-hitting, use of anything other than the cue tip to shoot, 
or an illegal prolonged cue contact to wedge/trap, direct or redirect the cue ball or any object balls, such 
as within the stack or jawed pocket, these acts are considered serious fouls. The offending player may 
be penalized for a serious foul under the general rules of unsportsmanlike conduct.  (See reference: 11.9 
Serious fouls.) 

11.9 Serious Fouls: If the ruling is that a serious foul has occurred, in addition to the standard 
foul, a player may be further penalized.  If there is no official (or neutral on-looker) available, players will 
need to come to agreement themselves as to the level of penalty to assess the shooter. If it is possible 
to restore the balls, then the foul may be penalized (a) as a standard foul, with opponent’s option of 
restoration.  The following penalty levels progress from (a) through (c) depending on the seriousness of 
the offense, and whether the shooter has been issued a prior warning. A prior warning warrants an 
escalation of penalty. In this context a “prior warning” may mean a prior offense, a pre-tournament 
announcement or a player agreement prior to a match: 

 (a) Assess a standard foul penalty, and a warning to the shooter. 

(b) Assess a standard foul penalty, and opponent receives the option of ball in hand. 

(c) Loss of game. 

11.10 Spotting Balls: It shall not be a foul to accidentally touch the cue ball while removing an 
object ball from an adjacent pocket, or when spotting a ball where the cue ball interferes. It shall be a 
foul for the incoming shooter to accidentally touch an object ball while placing the cue ball in a ball in 
hand situation. The outgoing player is responsible for spotting ball(s) at the end of their inning. Both 
players have the right to approve the exact spot prior to resuming play, and if the players themselves 
cannot agree on the spot, then they have to get someone else to spot the ball. Once play has resumed, a 
ball cannot be re-spotted unless both players agree. 
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11.11 Close Proximity Shots (Foul Criteria): Close proximity shots often come up in One Pocket. 
When stroking towards a ball in close proximity to the cue ball, a double hit foul is indicated when the 
cue ball is driven immediately forward through the contact point, or immediately forward through the 
carom tangent line, without first exhibiting the pause and accelerate action of legal follow or draw. This 
foul criteria applies whether stroking with an elevated cue or not. With advanced skill, it is possible to 
play close proximity shots without committing these common double hit fouls. Alternatively, players 
may agree that shooting away at a sufficiently thin angle reasonably avoids a double hit. A ball declared 
frozen to the cue ball may be legally stroked through. 

12.0 Three Fouls In a Row 

12.1 Three consecutive fouls is loss of game, however the opponent or tournament referee 
must notify the player that is on two fouls, prior to their third foul. Should no notice occur until after the 
shot resulting in the third foul is in motion, it is not immediate loss of game, but the player will be 
considered to be on two fouls for their next shot. 

13.0 Frozen Balls 

13.1 A ball is not considered “frozen” unless it is inspected and designated as frozen prior to a 
player’s shot. To obtain a legal safety to the same rail on a ball declared frozen to a rail then, the cue ball 
must contact the ball and then the rail, or the ball must leave the rail and contact another ball before 
returning to that rail, or another ball must be driven to a rail. If the cue ball becomes wedged between 
an object ball and the cushion and frozen to both, then legal shot requirements must be met by 
pocketing the frozen ball, or by contacting either another ball or another cushion enroute to a legal 
shot. 

14.0 Spotting Balls 

14.1 Balls are to be spotted on the foot spot, or in a direct line below the foot spot in the 
nearest available opening.  Spotted balls shall be tightly frozen to other object balls that fall in or 
interfere with that line, without dislodging interfering balls. However, if the cue ball interferes, the 
spotted ball is to be placed on that line close to, but not quite frozen to the cue ball. If the line below the 
foot spot is full and the bottom rail interferes with a spotted ball, then balls are to be spotted on the 
same line, but above the foot spot. 

14.2 When To Spot Balls: Any penalty balls owed by the shooter, or balls pocketed in a neutral 
pocket, are to be spotted at the end of the shooter’s inning. However, if a player runs off all the balls on 
the table without reaching a winning score, then all such balls are spotted immediately (all at once, not 
one ball at a time), and the shooter continues their inning. At no other time in One Pocket are balls 
spotted during any shooter’s ongoing inning. 

14.3 Spotting balls in handicapped games: In the event of a handicapped game with the 
combined winning ball count needed by the two players totals greater than sixteen at the start of the 
game, then the player going to the longer count must spot the first ball or balls they score, immediately 
at the end of the first inning in which they score, as necessary to bring the combined winning ball count 
back down to sixteen, at which point the game continues in standard fashion. 
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14.4 When to spot forgotten balls: If any owed balls, or balls that have fallen into a neutral 
pocket are forgotten and later remembered, then they are spotted after each player has shot once, 
unless there are no balls left on the table, in which case they are all spotted immediately. In any case, 
any owed balls are not forgiven, but still must be paid. As long as there is full consent, players may agree 
to waive 9.4 and spot forgotten balls at any time they are remembered. 

14.5 Spotting from the kitchen: In the event of a scratch with the offending player having no 
balls to spot when all of the balls are located behind the head string, the ball nearest the head string 
may be spotted at the request of the incoming player. If two or more balls are equally close to the head 
string, the shooter may designate which ball to spot. 

15. Keeping Score 

15.1 It is the responsibility of the shooting player to handle and collect their scored balls, and to 
verify their own ball count as they approach their out ball. If the opponent inappropriately and on their 
own volition mistakenly states a lesser amount of balls needed to win the game, and the shooter scores 
said balls then it stands as a win. If the non-shooting player disturbs the balls, or breaks down their stick, 
or in the judgment of the acting official otherwise significantly disturbs the shooter in the assumption 
that the shooter is already out, such acts are considered a concession, and the shooter is considered to 
have won, regardless of whether a subsequent count reveals that more balls are needed. 

15.2 Shooter’s Mistaken Game Ending: If the shooting player disturbs only one of the remaining 
balls on the table under their own mistaken assumption that the game is over, then the rules governing 
cue ball fouls only apply. However, if the shooting player disturbs two or more of the remaining balls in 
play on their own premature mistaken assumption that the game is over, then it is the shooting player 
that forfeits the game. 

 15.3 Pocket Courtesy: Players should refrain from moving or removing balls from their 
opponent’s pocket or scoring tray for any reason, except to spot a ball following a scratch or to 
sufficiently clear a pocket to permit entry of additional balls for an impending shot, and should only do 
so with respect for their opponent’s scoring preferences. 

16.0 New Players Joining After Session Start.   

16.1 A player may join in on the existing session up to Week 5.  After that period, no other 
players may be added to the session roster.  The only exception is a Survivability Clause, where 
we will allow players to join if it will help keep a session from folding due to the lack of available 
players.  Survivability mode is entered when the session hits three (3) players or less. 

16.2 Any player joining late, i.e., being added within the 5-week window, will be awarded match, 
game, and team points as follows:   

• Matches Won: Given one (1) point less than the player with the lowest matches point total.  
If the lowest matches point total is zero (0), the new player total will be zero (0). 
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• Matches Lost: Given one (1) point more than the player with the highest (worse) matches 
point total. 

• Games Won: Given one (1) point less than the player with the lowest games point total.  If 
the lowest games point total is zero (0), the new player total will be zero (0). 

• Games Lost: Given one (1) point more than the player with the highest (worse) games point 
total. 

17. Keeping Track of Which Pocket is Whose 

17.1 Shooting to the Wrong Pocket: It is each player’s responsibility to keep track of which 
pocket is theirs. Opponents are under no obligation – other than good sportsmanship — to correct such 
an error prior to an opponent’s shot. A ball legally pocketed in the wrong pocket counts for the player 
who legitimately has that pocket, regardless of who shot the ball. However, a ball shot into the wrong 
pocket does not entitle the shooter to continue their inning, unless on the same stroke they legally score 
into their own pocket as well. 

17.2 Continuing to the Wrong Pocket: In the event that a player shooting into the wrong pocket 
is permitted to continue the same inning at the table (beyond what is entitled by legally pocketing a ball 
in their own pocket) by their opponent’s or the referee’s failure to notify them of their error, such 
failure of notification does not legitimize any additional balls pocketed in that inning, whether pocketed 
in the shooter’s pocket or their opponent’s pocket. Thus, the first shot to the wrong pocket in a given 
inning is the shooter’s responsibility, and the shooter’s opponent is entitled to any balls pocketed on 
that first stroke. Any subsequently pocketed balls in the same inning are to be immediately spotted as 
illegally pocketed balls, because it is the referee’s or opponent’s responsibility to notify the shooter 
before they erroneously continue their inning. However, if the game is continued in error to a 
concession by the opponent, then the game stands as a win. 

18. Close Calls and Conflict Resolution 

18.1 Unless a referee is assigned, players shall be responsible for refereeing their own match. 
Whenever the players themselves can come to an amicable agreement on any scoring or officiating 
issues to their satisfaction, and play continues, their decision shall be deemed final.  

18.2 If at any time in a match either player anticipates a close call, or would like a neutral party 
to spot a ball, or wishes to have an official ruling in any conflict, then an FMP-1P representative 
(Operator or Division Rep) should be called. The non-shooting player bears extra responsibility to call an 
official if they anticipate a close call or potential ruling dispute. In the event of any ‘too close to call’ 
situation, arbitration should favor the shooter unless there is verifiable mitigating evidence in the 
judgment of the official. In the event of a disagreement over a contested ball, with no evidence in the 
judgment of the official to warrant crediting the ball to either player, then the contested ball shall be 
deemed a neutral ball, and spotted according to rule 9.4. 

19.0 Time Limit for Shots.  A player must execute his next shot within 45 seconds after the cue-ball has 
stopped from the previous shot.  If the opposing player calls out, “45 seconds”, the player must take a 
shot within 15-seconds or a ball-in-hand will be awarded. 
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20.0 Match/Play Fees.  Prior to the start of match play, player match fees must be accounted for and 
placed in the packet regardless of the number of players available to play. 

21.0 Table Assignments.  Tables for play will be assigned by the FMP-1P representative(s).  Play will take 
place on tables within the block assigned by the establishment owners (9ft. tables).   
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Definitions 

 
Accidental Pocketing of Balls – When a ball is accidentally pocketed by the players’ stick, body, clothing, 
etc., while the player is at the table (other than the cue ball or eight ball) it will be brought back onto the 
playing surface to its original placement and player will be permitted to continue to shoot. If the cue ball 
is accidentally pocketed, it is a foul and will result in a ball in hand for the opponent. 


