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ASSEMBLY'NSTRUCT'ONS

FIG1

o
/'

0~----

STEP 1
(areful~strtall fourcomersof theshippingcartonandfold
thesidesdownsotheylayflatontheground.Thebonom
tableunitwillbeassembledfacedownonthebonomofthe

shippingcartonandthenturnedoverontoitslegs..Remove
allparts,packaging,ba1(esfromshippingcartonalongwith
thetwopre-assembledtabletopunitsandsetaside.

STEP 2

Machbottomunitendpanel(J)tobonomunitsidepanel
(2) withtwo#8 x I" slotheadscrews(4). Makesurethe

groovesareontheinsideof thetableunit.Donottightenat
thistime.Repeatthisprocedureforotherendpanel.Wrth
threesidesof thebonomtableunitassembled,didethe

.~
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tablebonombed.(I ) intothegroovesandattachtheother
sidepanel.See Fig. 1.

Alignsupportbar(5) withholesin thesidepanelsonthe
bonomsideof tableunit.Anachtothesidepanelsusingtwo
#8 x I" slotheadscrews(4).Securelytightenallscrews.

STEP 3 .
Alignleg(6) tothebonomtableunitholesandsecureto
tableusingfour3/S.flatblackwashers(7)andfour3/S"x
1.1/4"bolts(8).

Insertbolt(8) withwasher(7) throughthehalein the
tableframeandtightenintothestationarynutin table
frame.Repeatforeachhole.'lightenboltsusingmedium.
pressure.Repeatthisstepforadditional3 legs.See Fig. 2.
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InsertTabledamp (18) with washer(7) throughthehole

in theendpanelandsecureto washer(7) andhexnut
(1.9) on insideof table.Repeatfor otherendpanel.See

Fig.2.
Screwleglevelers(9) intothebottomof eachleg.
Withtwoadults,Jurntablerightsideupbeingcarefulnot

to rest.weighton the legsduring.theprocess:
TIGHTENAli LEGBOLTSATTHISTIME.

STEP 4: ROD ASSEMBLY

HELPFULHINT:Thereare two teams,Redand Blue,totalling

22 players.Whenyouassembletheplayers,pleasekeep
. eacnteamfacingthesomedirection.Workfromonesideof

the tableandassembleoneteam.Onteyou havecompleted

the rodassemblyon oneside,proceedto the otherside.

Workingfromthe insideof theSoccertobletop, insertthe

1 player,ad (20 -goalie) iiltothe left handholeon the

sideof the ta6lecloseStto the endpanel..Pushthe rodas

for left .ospossibleto lowerthe rodenough10insertthrough

the right hand'hole.onthe oppositesidepanel.

Pushonrubberhandlegrip(25) ontothelefthandside
of therod,andrubberendcop(24) ontherighthandside.

(2, 3, 5 man rods). Insertthe2 playerrod(21) intothe2ndholefromthe
leftanthesideofthetabletop. .. Insertthe5playerrod(23) intothe4thholefromthe
leftonthesideof thetabletop.. Insertthe3 playerrod(22) intothe6thholefromthe
leftonthesideofthetabletop. .

SeeFig.3.

.STEP5
AttachtheSoccerscorerassembly(16] usingtwo#8 x 1n

slotheadscrews(4) abovetheendpanelgoals.

SeeFig.3. .

FIG.3
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STEP6:
I FIG.4

UneuptheHockeyGoalAssembly(14rholetotheholein
theoutsideframesurfaceof theendpanelsof theHockey
tabletop.Anachthehockeygoarasseinblyusing1/2"
phillipsheadscrew(17).
OntheendpanelwiththeAirHockeymotor,anaclrthe

hockeygoalassem1ywiththeVelcro@Loop(15) and

securetotableusing1/2. philliPsheadsaew(17).

SeeFig.4. I /EJ -----
I

s.

STEP 7:"
UfttheBilhard/BowlingTableTop(10) upandsetontopof
thebottomtableunit.Thecomerpocketswill fit intoplace I 1m/'. ", I ....

withthecornersof thebottomunittokeeptabletopfrom
shiftingduringplay.ThenplacetheSoccer/HockeyTableTop
(II) ontopthetheBilliard/BowlingTableTop.
" Oncethebothtabletopshavebeenpositioned,securetable
topsinplacewiththetableclamp(18).Attachto thetop
lableframethenpushthelowerarmdownto lockinplace.
Thisclampholdsbothtablesedionstogethertomaintain
stabilityduringgameplay.SeeFig.5.

STEP 8:

Peelcircleof feltfrombackingsheetandplaceonunderside
" ofpushers(26).Thispreventsscratchingof tablesurface.
SeeFig.6.

NOTE:WhenplayingAir Hockey,plugthetable into a 120

volt ACoutlet,turn the Powerswitchto ONpositionand

you're readyfor action.

I
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STEP 9:

The9 iri J GameTablehasonemainbottomunitthotis

usedosthebaseforthe.twoseporotetabletopsthatsUon.
. topofeachother.Thisbottomunitcanbeusedaso.
. storage comportiment for the Game Table accessoriesas

well as the Table Tennis table top. NOTE:The Table Tennis

Top(12) convenient~foldsto layflot in thebottomofthe
tableunit SeeFig.7.

FIG.8

STEP10:
Whenplayingtabletennis,ottochthetobletennisnetposts
(27) to theplayingsurfacecenteringonepostoneachside
of thetabletop.Extendtheminitobletimnisnet(28)
acrosstheplayingsurfaceandslideontotheposts.
SeeFig.8.
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BACKGAMMON

2players.
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OBJECTOF.TIIEGAME
Theplayersmoveinoppositedirectionstryingtostopeach
otherbyknockingoffandblockingeachother'scounters.
Thefirstplayertobringallhis/hercountersintohis/her
innertableandbearthemoff winsthegame.

SE'ITlNG UP TIlE GAME .
Unfoldthe board.Eachplayertokes1W0diceof the some
colourand I 5 countersof onecolourwhichareplacedon
the boardasshownin the illustration.

Theboardhas4 quadrantsor "tables":eachplayerhos
an innerandon outertable.Eachtablehassix chevrons

called.points".Thecountersmoveonthesepoints.

. pUY"..NGTIlE GAME

Theplayerstoketurnsandmovein oppositedirectionsos
shownin the diaQ'alm. .

STARTER

Todeterminewhostorts,eath playerthrowsoneof his/her
dice.If boththrowthesamenumber,they continue
throwinguntil onethrowsa highernumber.Thisplayer
starts.In two moves(one for eachof the dice)the player

movesforwardthe numberof pointsshownon.his/her and
his/her opponent'sdice.After this,eachplayerthrowsboth
of his/her dicein turn. If eitherof thedicedoesnot fall

flat; the throwisrepeated.

MOVES .

Theplayermovesforwardthenumberof placesthrownon
the dice,movingeitheroneor 1W0counters.If he/sheonly

movesonecounter,he/shehasto stop9nthe point
reachedbythe nlimbersshownononeof the dicebefore
continuingfor thenumbershownonthe seconddice.

6

Theplayerhastouseboththenumbersthrownunless
thisisnotpossible(e.g.becauseof "blocking");in thatcase
theplayermustmovethehigherof thenumbersthrown.If
theplayercannotmove,it becomestheopponent'sturnto
ploy.

DOUBLE

Ifbothdicehavethe samenumber,it is calleda double.
Whena doubleisthrown,thenumberon oneof the diceis
usedfour times.Thesefour movescanbecarriedoutwith

1, 2..3 or 4 counters.

BLOCKING
Acountermaynotlandona pointonwhichtheopponent
hasablock(2ormorecounters),evenasanintermediate
stop.Aplayermaygopastablockif thenumberthrownis
highenough.

6 5 432 1
BEARING Off IWOWHIlE(DUm

WIllI A THROWOF 3 AHD 5.

KNOCKINGOFF
If anopponenthasonlyonecounterona point,it iscalled
a 'blot'.It isknockedoff if theopponentlandsonthesame
point,evenasanintermediatestop.Countersofdifferent
coloursmaynevenemainonthesamepoinl.Acounterthat
hasbeenknockedoff isremovedfromtheboardandmust

bebroughtintothegameagainofthenextturn,onan
availablepointintheinnertable.oftheopponent.If neither
of thenumbersthrowncanbeusedtobringthecounter
backagain,it istheopponent'sturntoplay.Whenevenone
counterisoutofplay,noothercounterof thesomecolour

:maybemoved. .

BEARINGOFF

Bearingoff meansmovingthecountersoff theboardfrail!
yourowninner!able.Assoonosa playerhasallhis/her
countersinhis/herinnertable,he/shecanstarttobear
off.Anycounterona pointwhosenumberisthesameas
thenumberononeof thedicecanberemovedfromthe
board. .

Withintheinnertable,anyof thecounterscanbemoved
. forwarddependingonthenumbersthrown.If possible,the

numbersonbothof thedicemustbeused.If, for instance,
pointnumber6is empty,acounterona lowernumbered

.

.
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point(anbetakenfromtheboardif a6isthrown,ete.The.
sameruleappliesif a doubleisthrown.

If a(ounterofone(olourisknockedoff intheinner

table,thatplaye;(anonly(ontinuetobearoffwhenthe
knocked-off(ounterhasbeenbroughtbackintoplayas
tlemibedabove,andhilsbeenmovedroundtheboardto
theinnertableagain.

ENDOFGAME
The gall1e ends as soon as one player has removed 1111

his/her(ountersfromtheboard.Dependingontheposition
of theopponent's(ounters,thegame(anbeevaluatedin
threedifferentways:
1. Asinglegame: . . ..

If theplayerhasborneoffall his(ountersandthe
opponenlhasbeenable10bearoff alleaslone(ounler.
2. AdoublegameorGAMMON:.

If Iheopponenlhasnotbeenabletobearoffany
(ounters..

3. AtriplegomeorBACKGAMMON: .
If theopponenthasnotborneoff any(ounlersandone

ormore(ounlersarein Ihewinner'sinnerlableoroffIhe
board. . .

.NOTE:Siorethe playingpiecesin Ihe drawersat the endof
Ihegame.

VARIATiON:USINGTIm DOUBLINGCUBE:

If youareplayingforslakes,these(anbedoubledand
doubledagainseverallimes.Theindicatorforanydoubling
isthedoubling(ube.Theslakesaredoubledautomalically
01Ibeslarlof Ihegameif adOlJbleisIhrownduringIhrows
todelerminetheslarler.Thedoubling(ubeisthenturned
102,i.e.withIhenumber2 upwards.Asinglegamenow
(ounlsdouble,aGammonfourlimesanda Ba(kgammon
sixlimes..

If allhisslageanolherdoubleisthrown,th~doubling
wbeislurned104 anda singlegame'now(ounlsfour
timeselt DuringtheplD¥!.aplayer(anhimselfdoubleIhe
slakesimmedialelybefo" hisIhrow.Thisdoublingmustbe
a((epledbyIheopponent,olherwiseIheopponenlhaslost<
thegameandhisstake( a singleslake).If therequestfor
doublingisa((epled,Ihedoublestakesapply.Requestsfor
doubling(anonlybemadealternatelybythefwoplayers..

ThismeansIhatoneplayercannotalonedoubletheslake
severallimes.If afurtherofferofdoublingisrejected,the
playerrejectingthedoubleloseshalfthe(urrentlyoffered
stakes,thedoublingcubeisreturnedto itsprevious
positionandIheplay(ontinues.

r

CHECKERS
2players.

OBJECT OF TIm GAME

<lath playertriesto gel asmanyof his/her (he(kersas
possibl.ethrough to Ihe for side of the board, taking as

many of Ihe opponenl's pieces as possible in the process

andremovingIhemfromtheboard.

Sf ART OF PLAY

Drawlolsor throwa diceto decidewhichplayergelsIhe
while (he(kersandwhich

playergelsIhe brown
(he(kers.

The fwo players sel out
their menonthebrown

squaresof Ihe first Ihree
rowsof squaresonthe
board,facingeachother.
Brownalwaysbegins.The.
playerstake lurnsto
moveone(he(kerat a
time.

PLAYING TIm GAME

Theplayerwhoseturn it
is movesoneof his/her
me(kersforward1

. squarein a diagonal
direction.Themenonly
moveon Ihebrown

,",squareandnevergoonto
a whitesquare.A (he(ker
may not be moved to a THEBROWNCHECKERCANTAKE1WO

squarealreadyo(wpied WHITECHECKERS

by one of Ihe player's

oWn men or by one of the

opponent's men.

TAKING TfIB

OPPONENT'S

CHECKERS
If anopposing(he(keris
lo(atedonasquare
directlyadja(enlina
diagonallineandIhereis
anemptysquarebehind
ii, Ihe(he(ker(anbe
lakenbyjumpingoveriI.
Themanisremovedfrom
theboard.If thereisanotheropposing(he(kerbehindil
andthesquarebehindiI isalsoempty,it too(anbetaken.
Azig-zagmovementisalsoallowed,bUIonlyinaforward
direction.It isIhuspossibletotakeseveralme(kersin
succession,butjumpingoverone'sownmenisnotallowed.

CHECKERSPOsmONEOREAOYTO PlAY

THEWHITEKINGCANTAKETHREE

.BROWNCHECKERS

..
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CHECKERSMUSTBETAKENWHENPOSSIBLE

If a playermovesa checkerforword anddoesJ'l'trealize
that he/shecouldhavetakenoneor moreopposingmen,

theopponentcanremovetheotherplayer'scheckerfrom
the boardbecausemenmustbe takenwhenthe

opportunityarises.If thereare severaldifferentcheckers

whichcanbetaken,a playeris free to choosewhichone(s)
to take.Thisis called"huffing". Alternatively,the opponent
cancancenheplayer'smovelindreturn the checkerto its
originalpositionor do nothingat all andcontinuewith their.

, turn.

KINGS

Onreachingthe for sideofthe board,a playercanmake'

his/her checkerinto a king by placingoneof themen
he/shehaspreviouslylaston top ohhe checkerwhichhas
reachedthefor sideof the board.Theking canonly move
onthe player'snext turn. A king is thustwo checkerson

. topofeach'other. .
If onlythe oPRonent'smenhavebeentakenso.for, one

of theopposingcheckersis placedunderneaththeman .
which~iis reach'edthefor sideof the board.Thecolourof

the top checkerindicateswhichplayerthe king belongsto.
A king canmoveor capturediagonallybothforwards

andbackwards.Theremay beseveralkingsontheboard
atonetime.

Akingcanbatakenin thesamewayasanormal
, checker.

ENDOF TIlE GAME .

Thefirslplayertotakealltheopponent'scheckers,orto
traptheoppollentsothathe/shecannotmove,isthe
winner.

POllSH CHECKERS

Unlikein a normalgameof checkers,ohhoughthe
checkerscanonly be'movedforward,they congo
backwardor forwardwhentaking othermen.Opposing

checkersmustbetakenwhenthe opportunityarises.This
includestaking seve!! menin succession,alwaysfollowing
the.diagonallines,andalsomovingin lig-zag fashion.

8

CHESS

2to4players.

OBJECT OF TIlE GAME

Theaimof the playersis to checkmatethe opponent'sking.
The king is never captured. When it could betaken at the .
next move;the king is in check.If it cannotbe movedout
of check,checkmateis declared.

PLAYING TIlE GAME

Theplayersdrawlotstoderidewhoisgoingto start.Theplayer
whobeginsployswiththewhitechessmen.Playerstaketurns
to makeonemoveeach.Theboordissetupasfollows,with
thewhitesquareonthebottomright-handside.Thepiecesare
setoutmillustratedwiththewhiteQueenonawhitesquare
andtheblackQueenona blacksquare.

TIlE PIECES CAN MOVE IN
TIlE FOUOWING WAYS:

TheKingmovesonly onesquareat a lime, in any

direction.Theking isthe mostimportantpieceof the
game.

TheQueenisthe mostpowerfulpieceof thegame.
Shemovesany numberof squaresin anydirection.



Thebishopsmovediagonil~lyany numberof squares,
forwardor backwards.Eachbishopc~ntrolsonly.onesquare.
colour,blackorwhite.. .

Thecastleor rook movesany numberof squares,forwards,
backwardsorsideways... .

Theknightistheonlypieceabletojumpoveranotherpiece.
It movesIwosqliareshorizontallyandonevertically!!!one
squarehorizontallyandIwovertically,.describedasanNL"
shapedpattern.Startingfromablacksquare,it landsona
whitesquareandviceversa. .

..

ThePawncanbemovedeitheroneor Iwosquaresforwards
on itsfirst move(A).

Thereafter,it movesonlyonesquareforwards.Unlikethe
otherpieces,it cannotcapturein.thedirectionit moves,but
diagonallyforwardsineitherdirection(8).

PAWNENPASSANf (IN PASSING)

If anopposingpawnmoves.forwardIwosquareson its first
move,the squareit crossesovercanbeattackedasif the
opposingpawnhadonly beenmovedonesquareforwards.

. Thecapturingpawncanmovediagonallyforwardsintothis
squareandtheopposingpawnisthenremovedfromthe
board.Thiscapturecanonlyhappenimmediatelyafterthe
opposingpawnhasmovedtheIwosquaresforward.

Whenit reachestheoppositeendof thechessboard,the
pawnispromotedtoeithera queen,castle,bishoporknight
. usuallyaqueen.ThisallowsaplayertahaveIwoormore
queensontheboardif he/shewantsto.
CASTIJNG

Castlingisaspecialmovewhichinvolvesthekinganda
castle,to improvetheking'spositionortomovethecastleto
thecentreof theboard.

(Before)

.~.
(After)

TheIwo piecesareswitchedoverandrepositionedas
illustrateddependingonwhichcastleis to bemoved.This
movecountsasa singlemove.

(8cforc)

(Aller)

9



Casthngis allowedIf:
1.,Neitherthekingnorthecostlehosmoved

before.

2. Theking is not'in checkeitherbeforeor ofter'
themove.

3. Thereis nopiecebetweenthe king ondthe
castle. '

-This moveis allowedonly onceby eachplayerduringa
game. "

11IE CAPTURE

A piececapturesan opponent'spieceby taking its placeon
the squarewhereit lands.Capturedpiecesare removed
from the chessboard.All piecesexceptthe pawncapturein
the sameway asthey move.

CHECK AND CHECKMATE

A king "in check"is onethai couldbecaptured"at thenext
move.Theplayerwho makesthe attackusuallywarns

"check".Topreventthe check,the playercaneithercopture
the opposingpiece,movethe king out of check,or place,a
piecebetweenthe king andthe attackingpiece.If noneof
these'counterattacksis possible,the king is in
"checkmate"andthe opponentwinsthe game.

TIlE GAME CAN END IN A DRAW IF:

I. Thepiecesleft on the boardare tooweak to bringabout
checkmate. ' ,

2. A playercancheckhis/her opponent'sking without
cessation.Thisiscalled"perpetualcheck". '

3. A positionof "stalemate"is reached-,this is whena

playerwhoseturn it is to movecanmakeno legalmove,
yet his/her king is NOTin check.
4:The samepositionof all piecesrecUrsthree timesin a

.gamewith thesameplayerto moveeachtime. Onthethird
time, this playerconclaima draw.
5. Eitherplayerhasnot moveda pawnor madea capture
duringfifty mo1's.
6. Playersagreea draw.

'Furthermore;a playerca'nresignthegameifhe/she
considershis/her positionhopeless.In this case,the

. opponentwinsthegame.'

10

SHUFFLEBOARD

2/0 4players.

OBJECTOFTIlEGAME
Toslidethediscsintothescoringdiagramaltheopposite
endoftheboord.Players(orteammembers)playat
oppositeendsof theboord/andgamesareplayeduntilone
player(orteam)scores15points.

TOPLAY
OrderoEplayandpuckcolouraredeterminedbytheflipof
acoin.Thewinneroftheflipmaychoose'colour'orthe

, 'hammer'(thelostpuckshotina round),butnotboth.The
teamwithoutthehammershootsfirst..Playersalternate

, shootinguntilallpuckshavebeenshot.Pointsarecounted
andploycontinuesfromtheoppositeend.Theteamwhim
scored,pointsonthepreviousroundshootsfirsronthenext
round.If nopointsarescoredontheprecedinground,the
hammerchanges(i.e.the'teomthathodthehammer
duringtheroundwl)erenopointswertscor.ed,mustshoot
firstthenextround). '

Playcontinuesuntiloneteamreaches15points.

HOW TO KEEP SCORE

Onlyonelearnscoresin a round.TheleomwhichhasIheir
puckclosestto the endof the board(awayfrom the

shooler)scores.All of their puckswhicharebetweenthe
endof the boardandtheir opponentS'puckwhichis closest
to theend~f the boardareaddedtogetherfor the score
for that round. .

A puckscoresonepoint if it is locatedbetweenthe short
foul line andthe '2' line.

Puckslocatedcompletelyin the '2' or '3' area(ount 2
pointsor 3 pointsrespectively.

"



TABLETENNIS

1

2to4players.

. DEFINmONS.A 'RAU.V'istheperiodduringwhichthe boll is in play.

. A 'LET'is a rally theresuhof whichis notscored..A 'POINT'isa rol~ the resuhof whichisscored..The'RACKETHAND'isthe handcarryingthe rocket..To'STRIKE'isto touchwith the rocket,carriedin the

rockethand,or therockethandbelowthewrist..To'VOLlEY'is to strikethe boll in playwhenit husnotyet

touchedtheplayingsurfaceononesideofthenetsince
. lostbeingstruckfromtheotherside.

. The'SERVER'isthe playerdueto strikethe boll first in a

roily..'AROUNDTHE NET'means under or around the projection

of thenetanditssupportsoutsidethetable,butnot
betweentheendof theneiandthepost..Theportof the playingsurfacenearestthe serverandto

hisrightofthecentrelineshollbecalledthe'SERVER'S

RIGHT HAND COURT' andto his'efi the 'SERVER'SLEFT

HAND COURT'. The port of the playing surface on the

othersideof thenetfromtheserverandtohislefiof the
centreline shollbecalledthe 'RECEIVER'SRIGHTHAND

COURT',andontheserver'sright the 'RECEIVER'SLEFT
HANDCOURT'. .

TIlE ORDER OF PLAYS

In singles,theservershollfirst makea goodservice,the

receivershollthenmakea goodreturnandthereofier,server
andreceiverohernate~sheilleachmakea goodreturn.

. Indoubles,theservershollfirstmoke.ogoodservice,the
receivershollthenmakeo.goodreturn,theportnerof the
servershollthenmakea goodreturn,theportnerofthe
receivershollthenmake0goodreturnand,thereofier,eom
playerolternate~inthofequenceshollmakeagoodreturn.
A GOOD SERVICE.

Serviceshollbeginwiththebollrestingonthepalmofthe
freehand,whichshollbestationary,openandflat,withthe
fingerstogetherandthethumbfree.

Thefreehand,whdeincontodwith1hebollinservice,
shollatalltimesbeabovethelevelof theplayingsurface.

Theservershollthenprojedthebollupwards,byhand
onlyandwithoutimportingspin,sothatit risesfromthe
palmof thehandwithin45°of thevertical.

Asthebollisthendescendingfromtheheightofits
trajectory,theservershollthenstrikeit sothatit touchesfirst
hisowncourtandthen,passingdir~ overthenetor

. aroundorundertheprojectionof thenetanditssupports
outside the table, touches the receiver's court.

Indoubles,thepointsofcontodofthebollwiththe
playingsurfoc8shollbetheserver's.rightholf.courtorcentre
lineandthenthereceiver'sright~olf-courtor

'1
~.'

centreline.

If, inoIIemptingtoserve,aplayerfoilstostriketheboll
whileit isinplay,he/sheshollloseapoint.

Atthemomentofimpodoftherocketonthebollin
service,thebollshollbebehindtheendlineof theserver's
courtoranyimaginaryextensionthereof.
A GOOD RH11JRN

Havingbeenservedor returnedin play,the boll shollbe

strucksothat it possesdirectlyover thenetand itssupports
outsidethetableandtouchestheopponent'scourt.

A boll,hovingbeenservedor returnedin play,which

returnsoverthe net (perhapsdueto spin)may bestruckso

that it touchesthe opponentscourtdired~.
A returnedboll whichtouchesthenet or itssupports,sholl

beconsideredto havepasseddiredly.
BALLIS IN PLAY- UNTIL

Theboll is in ployfrom the lOstmomentat whichit is

stationaryon thepalmof the server'sfreehandbeforebeing

projededin serviceuntil; ..it hus,exceptin service,touchedeachcourtolternate~

withouthavingbeenstruckimmediately..it hastouchedonecourtlwiceconsecutive~.it husbeenvolleyed."it hustoucheda player,or anythinghe/shewearsor

carries,otherthanhis!herrocketorhis/herrockethand
belowthewrist.it hostouchedany objedotherthon thenet, itssupports
orthosereferredtoabove.ithos.beenstruckbyaplayermorethanonce
consecutively.it hus,in a doublesservice,touchedthe lefi holf.courtof
theserveror re<eiver

. it has, in doubles, been struck by a player out of

sequence, except where there has been a genuine error in

playingorder.
A bollwhichstrikesthetop edgeof the tableis still in play.A

boll thatstrikesthesideof the tablebelowtheedge,is outof
playandtheplayandihe point iscountedagainstthe lost
striker.
ALET
The rol~ is a LET.if theboll isserved,in passingoveror aroundthe net,

touchesit or itssupports,providedthe serviceis otherwise

goodor isvolleyedby the receiveror his!her portner. if a serviceisdeliveredwhenthe receiveror his!her

portnerisnot reody,exceptthat 0 playermaynot be

consideredunreadyif he/sheor his!her portneroIIempts
to strdcethe boll

o if, owingtoonocoden!outsidehiscontrol,a playerfoils
to makea goodserviceor a goodreturnor otherwise
violatesarule

. if it isinterruptedforcorredionofonerrorinplaying
order.

11



LOSS OF A'POINf

Unlessthe rol~ isa LET,a playerlosesa point.~he/shefai~tomakeagoodservice
. if he/shefailstomakeagoodreturn.ifhe/shevolleystheball.~ he/shestrikestheballwitha sideoftheracketblade

havinganillegalsurface ,.if.be/she,oranythinghe/shewearsorcarries,moves
theplayingsurfacewhiletheballisinplay

. if he/she,oranythinghe/shewearsorcarries,touches
theballinplaybeforeit hospassedovertheendlineor
sidelinenotyethaving'touchedtheplayingsurfaceon
his/hersideof thenetsincebeingstruckbyhis/her
opponent.,~his/herfreehandtouchestheplayingsurfacewhilethe
ballisinplay.~ he/she'oranythinghe/shewearsor carries,touches

the netor its supportswhdethe ball is in play.if, in doubles,he/shestrikesthe ball out of proper

sequence.
~
A gameshallbe,wonby the playeror pair first Storing21

pointsunlessboth'playersor pairshavescored20 points,

whenthewinnershallbe the playeror pair first scoring2

pointsmorethanthe opposingplayeror pair.
A MATCH

A matchshallconsistof onegame, the bestof threegames,

or the bestof five games.
Playshallbecontinuousthroughout,exceptthat any

playershallbeentitledto claiman intervalof not morethan

five minutesbetweenthethird andfourthgamesof a match

,andof notmorethanoneminutebetweenany other

successivegamesofo match. '

TIlE CHOICE OF ENDS AND SERVICE

Thechoiceof endsandthe right to serveor receivefirst in a

matchshollbedl!pdedby a toss.Thewinnerof the toss
may:.chooseto serveor receivefirst, whenthe losershallhave

the choiceof ends.chooseanend,whenthe losershallhavethe right to
choose10serveor receivefirst ..requiretheloserteimakethefirstchoice.

In doubles,the.pairwhohavethe right to servefirst in any

gameshalldeddewhichpartnershalldo so.

In the first gameof a match,theapposingpairshallthen
deddewhichI!I'rtnerwill receivefirst.

Insubsequentgamesofa match,theservingpairWl11

choosetheirfirstserverandthefirstreceiverwillthenbe

eStablishedautomatical~tocorrespondtothefirstserver.

12
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TIlE CHANGE OF ENDS

Insingles,after five pointsthe receivershallbecomethe

serverandsoon,untl1theendofthegameorthe
score20-20.
Indoubles:.thefirstfiveservicesshallbedeliveredbytheselected

partnerofthepairwhohavetherighttoserveandshall
bereceivedbytheappropriatepartneroftheopposing
pair ..thesecondfiveservicesshallbedeliveredbythereceiver
of thefirstfiveservicesa.ndshallbereceivedbythe
partnerofthefirstserver

. thethirdfiveservicesshallbedeliveredbythepartnerof
thefirstserverandshallbereceivedbythepartnerof
thefirstreceiver.thefourthfiveservicesshallbedeliveredbythepartner
of thefirstreceiverandshallbereceivedbythefirst
server.thefifth fiveservicesshallbedeliveredandreceivedas .
thefirstfive,andsoonuntiltheendofthegame,or the
score20-20.from theStore20-20thesequenceof servingand

receivingshallbe the same,but eachplayershalldeliver

only oneservicein turn until the endof thegame.
Theplayeror pair whoservedfirst in a gameshallreceive

first in the immediate~subsequentgameandsoon, until
theendofthematch.' '

In the lastpossiblegameof a doublesmatchthe receiving

pair shallchangethe orderor receivingwhenfirst either

pair reachesthescoreof 10.

In eachgameof a doublesmatch,the initial orderof

receivingshallbeoppsite10that in the immediately
precedinggame.
SERVING OR RECEIVING our OF ORDER

If, by mistake,the playersneglectedto changeendsvmen

required,playshallbe interruptedassoonasthe error is

discoveredandthe playersshallchangeends;~ a gamehas

beencompletedsincetheerror,the error shallbe ignored.

If, by mistake,a playerservesor receivesoutof turn,

playshallbe'interrllptedandshollcontinuewith that player

serving or receiving who, according to the sequence

establishedatthebeginningof thematch,shouldbeserver
orreceiverrespective~at thescorethathasbeenreached.

"



BOWLING

2 or morepfayers.

GAMEDURATION .

A gameof tenpin bowlingconsistsof ten frames.Every
playerbowlstwice,unlesshe/she knocksdownall ten pins
with his/hedirSi boll (a~trike).

;,. SCORING
Thewinningplayerorteamhasthehighestscoreattheend,

, of tenframes.Onepointisscoredfqreverypinknocked
, over,andabonusisgivenfOLastrikeoraspare. '

Astrikeisscoredwhena playerknocksdownall tenpins
withhis/herfirstbollofaframe.

, AstrikeconsistsoftenpoinlS,plusthescorefromthe
nexttwoballsbowled.If a playerscoresastrikeinhis/her
finoUrome,he/sheisallowedanextratwoballsto
completehis/herbonus.Ifastrikeisachievedinevery'I
frameandwithbothbonusbolls,themaximum'scoreof
300achieved. ,

. Aspore is scored when 0,player knocks down all ten pins

wit~1hesecorid'ballofa frome,Asporescoresten,points,
plus:'thescorefromthenextbollbowle,d.If a ployerscoresa
sporeinhis/herfilialfrome,he/sheisallowedoneextra
bolitocompletehis/herbonus.

"
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USINGSTOPBLOCKERTO FIX ROD
BEFORE TURN AIR HOCKYINSIDE OUT., I
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