TABLE TENNIS/PING PONG

SERVING

1. Decide which team serves first by rock/paper/scissors. Winner decides serve or end of table. If the winner chooses the serve the other team gets their choice of the end. 
2. Play to 11, person serving says their score first. If tied 10-10 rotate server every time and must win by 2 points. Rotate servers every 2 points.  

3. Serve from the right, diagonally across and the person on the right side will return serve, MUST alternate returning the ball.

4. Must make contact with the ball above and behind the table. Cannot hide the ball from the opponent when serving. 

5. If an attempt is made to hit the ball and the server misses it is a point for the nonserving team. 

6. On the serve the ball must bounce on both sides of the table. Once on each side and must be served diagonally across the table. 

7. LET serve, if the ball hits the net and lands in the proper square it is a reserve and no point is awarded. (There is not a limit to the number of let serves a player is allowed.)
POINTS

1. If the opponent fails to make a good service.

2. If the opponent fails to make a good return.

3. If, after a person has made a good service or a good return, the ball touches anything other than the net before being struck by the opponent.

4. If the ball passes beyond the end of the table without touching the table, after being struck by the opponent.

5. If the opponent hits the ball twice in a row.
6. If both people on the same team each hit the ball

7. If the opponent hits the ball with a side of the racquet.

8. If the opponent's free hand touches the playing surface.

9. If, in doubles, the opponent hits the ball out of order.

10. If the shot hits a wall, the ceiling, curtain, bleachers or misses the opponent’s side of the table you lose the point. 
11. If a person makes the table move. 

12. Distracting the opponent is a point for the opposing team. 

13. If the ball does not go directly over the net the opposing team scores a point. 

14. The ball must hit the table before it can be returned. 

15. Delay of game. Refusing to get the ball and get it back in play quickly.

  A POINT IF SCORED EVERY TIME THE BALL IS SERVED
Height of the net is the width (not thickness) of the face of the paddle. This is measured in the middle of the net. If your net needs adjusted please have Mrs. Jett make the adjustment. 
OUT OF ORDER SERVING RETURNING OR CHANGING ENDS
After every 2 points the server rotates, so that each team rotates every time. For example, if 1 & 3 are on a team and 2 & 4 are on a team, then 1 serves first to 2, then 2 serves 2 points to 1 and then 1& 3 rotate sides of the table and 2 & 4 rotate sides of the table. 3 serves to 4 and then 4 serves to 3 and then rotation starts over. Once the ball has been played from the serve IT DOES NOT MATTER where it lands on the table. 

1. If, by mistake, the players have not changed ends play shall be interrupted as soon as the error is discovered and the players change ends.

2. If, by mistake, a player serves or receives out of turn, play stops and the mistake is corrected and play continues with the correct order.

3. In any circumstances, all points scored before the discovery of an error shall be kept.

STARTING A SECOND GAME

1. In doubles, at the start of a new game the previous receiver shall become the server and the partner of the previous server shall become the receiver. 

2. Switch ends of the table to start a new game. 

3. The team that did not serve first gets to start the serve in the 2nd game. 

PENALTY POINT

1. Delay of game, deliberately breaking the ball, or hitting it out of the playing area, excessive time between serves, etc. 

2. Damage to the equipment

3. Any behavior that is unacceptable
PENALTIES TO BE IMPOSED:

1. First offense: Warning. A warning given to one player of a doubles pair applies to both players for the remainder of the day. 4 points may be taken off your (the individual who was warned) daily grade for unsportsmanlike conduct. 
2. Second offense: The other team will receive a penalty point, the student will be removed from the game and an additional 4 points will be deducted from the daily grade. 

DEFINITONS:

1. RALLY

period during which the ball is in play
2. LET


on a serve the ball hits the net and lands in the proper square, reserve, no point awarded
3. OBSTRUCTION
if the ball hits a player or article of clothing point for the other team

4. RECEIVER

person who is next in line to hit the ball, receiver MUST rotate

HINTS TO SERVE CORRECTLY:

1. Stand on your side (right side of the table) with 
the ball in your non-racket hand

2. Place the ball in the center of an open and flat palm

3. Be sure your hand is higher than the table surface and behind the end of the table 

4. Keep both the racket and ball above the table’s surface at all times during the serve

5. Make contact on the descent

6. The ball must land on your side of the table, in your square and then the opponent’s

7. If the ball touches the top of the net on the way over it is a LET, and the ball is reserved, no point

8. The ball can be served anywhere, any angle long or short, as long it is served from right side to right side 

Etiquette 
1. If a ball comes from another table hand the ball back to the person who is going after the ball.

2. If you are retrieving your ball from another table do not interrupt play. 

3. After each rotation scores will be recorded. Remember your number and be ready to give your number to Mrs. Jett and whether you won or lost. If it is a tie at the end of time to rotate another point will be played. 

4. The paddle goes with you; the ping pong ball stays at the table.

5. At the end of class the paddles and balls go back in the box.
6. 6th hour will help put equipment away. No one is allowed to leave until your table is put away and paddles and balls are in the box and scores have been recorded.
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Serving Direction

Serve MUST start from the RIGHT and go to the RIGHT rectangle. On the serve it MUST bounce in each rectangle.

Once the ball is served from right rectangle to right rectangle it can then hit ANYWHERE on the table. 

It does NOT have to continue from rectangle to rectangle. 

Then order receivers MUST remain the same.
TOP OF THE HEAP RULES

1. Pick a partner (one other person). If there are an odd number of students then Mrs. Jett will decide who will play with 3 in the group. (If there are 3 in a group the server will rotate out after 2 serves, the next person rotates over and the sub rotates in to the left side. Rotate every 2 serves, counting the other team’s serves in the rotation.)
2. Write both names down beside a number ( so Mrs. Jett can read them) REMEMBER YOUR NUMBER
3. You do NOT have to be partners with someone who is on your floor hockey team
4. Start your ping pong game by rock/paper/scissors and play according to the rules

5. You will play for a certain amount of time and may not complete a game. You may also complete a game, if so, start another one. 
6. When time is called winners at each table will move on EXCEPT at TABLE #1. This is the TOP OF THE HEAP table. The losers from this table rotate down to the bottom table. 
7. If you completed a game and the team who had already won the game is behind they still get to move ahead because they won the game. 

8. Leave the ball but take your racket.

9. As soon as you rotate start a new game. 

10. Mrs. Jett will walk around and record scores while you have started a new game. Give her your number and whether you won or lost. If you won at the TOP OF THE HEAP table make sure she records that win.

11. WINS and LOSES will be posted by team names, as well as individual wins. 

12. If you are partners with a person who is not on your team and you win you will both receive credit for a win. If you and your partner lose you will both have a loss recorded. 
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