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Introduction: Basic Characteristics of the Sport Tenniquoits

The basic goal of Tenniquoits is to throw a ringolid rubber with one hand over a net into the
opposing half of the court in such a wise, thatrthg hits the ground or the opponent is unable to
catch, control or return the ring.

While the continuous alternation of throw and caitthe ring during a match, the players of
Tenniquoits combine a variety of different techmguo shoot and types of defensive and
offensive shots with a skilful manner to catch @ereing ring with one hand.

A typical offensive shot for example, is a long sWwith spin, thrown as a kind of lop into the
back part of the opposing half of the court or arsbhot with spin, thrown narrow across the net
into a corner of the front part of the opponeng#f lof the court. A typical defensive shot for
example, is a high throw without spin, thrown ittte back part of the opponent’s half of the
court in order to keep the opponent away from #te n

To present an attractive, fast and sportsmanlikiemall actions of the players have to be
executed in fluidly motions without unacceptablége during the process from the receiving to
the delivery of the ring.

In order to dominate the match, it is essentigldim an advantageous position close to the
net, from where the player is capable to attack it effective shot. The move to the net is
realised by catching a high and long played rintp\aistretched arm above the head or
behind the body while the player jumps forward. Atol between offensive players is
characterised by a fight of position and ring vitie permanent alternating attempt to press
the opponent and open space at the corners opftsimg court half, where to make the
point.

For tactical reasons it could be also successfu fgayer to restrict the main efforts to catch
the ring and return it with a defensive throw itfte back part of the opponent's court half.
With this, a defensive player is able to forcedpponent to make mistakes or to make points
by counterattacks.

Tenniquoits, which is also known as Ringtennis tams all elements of a challenging sport:
Technical and tactical aspects as well as demantle tmanual condition, agility and
creativity of its players.

The International Tenniquoits Rules are obligingdth international events under the
leadership of the World Tenniquoits Federation. &ébwer this rule-set could be a helpful
guideline for other countries, which are curremib organised concerning this sport, to
introduce Tenniquoits into their landscape of spartd to become a competitive member of
the World Tenniquoits Federation.



Rule-Section I: Court and Playing Equipment

Rule No. 1: Court Measurements (Diagram 1: Page 16)

1.1 Singles-Court:The singles-court is a rectangle of 12.20 m igierand 4.60 m in width. The
two lines measuring 12.20 m are called side-limekthe two lines measuring 4.60 m are called
base-lines. The line dividing the court into twaialhalves of 6.10 m in length is called center-
line. The singles-court for men and the singlesAcimu women have exactly the same size.

1.2 Doubles-Court:

1.2.1The men-doubles-court has exactly the same sitteeasngles-court.

1.2.2The women-doubles-court has exactly the sameasizke singles-court.

1.2.3The mixed-doubles-court is a rectangle of 12.2Ghemgth and 5.50 m in width. The two
lines measuring 12.20 m are called side-lines hadwo lines measuring 5.50 m are called base-
lines. The line dividing the court into two equalves of 6.10 m in length is called center-line.
The doubles-court (men and women) has exactlyaheessize as the singles-court.

1.3 Neutral Zone:The two parallel lines with a distance of 0.90ronf the middle of the center-
line are called dead-lines. The zone from the neiddithe center-line to the dead-line measures
0.90 m in length and 5.50 m (mixed-doubles-cour.60 m (singles-court and doubles-court,
men and women) in width and is called neutral zdiogether for both court halves the neutral
zone has a dimension of 1.80 m in length and 5.%tixed-doubles-court) or 4.60 m (singles-
court and doubles-court, men and women) in widthcbunts as unlimited in its width
concerning the meaning of Rule No. 19.2. The desbslare not part of the neutral zone.

1.4 Playing Zone:The zone between the side-lines, the base-lingrendead-line at each half of
the court measures 5.20 m in length and 5.50 mg@rdoubles-court) or 4.60 m (singles-court
and doubles-court, men and women) in width andlied playing zone. The side-lines, the base-
line and the dead-line are part of the playing zone

1.5 Safety ZoneA zone with a distance of minimum 2.00 m from Boeindary (measured from
the outer edge of the side-lines and the base}liseslled safety zone and has to be marked with
a line, a strained band or a comparable delineation

1.6 Lines:

1.6.1All mentioned lines with the exception of the egrine and the side-lines of the neutral
zone have to be marked clearly in the same colodit@contrast with the surface of the court.
The width of all lines has to be between 3 and 5 cm

1.6.2The center-line and the side-lines of the neutrakzare allowed to be left out. In this case
the center-line remains its denotation as an inaagitine.

1.6.3The dead-lines are allowed to be extended up tormar 2.00 m beyond the measurements
of the court and count as unlimited concerningmiganing of Rule No. 19.2, if marked or not.

Rule No. 2: Preparation of the Court
2.1 ConsistenceThe consistence of the Court is allowed to beobtihe materials plastics,
concrete or other cemented materials, clay oraed.dt must be warranted, that the surface is

qualified for fast and energetic movements and évevoid injuries.

2.2 Location: It is acceptable to play international Tenniquoiisnpetitions on courts, which are
placed outdoor or indoor.



2.3 Floodlight: In case international Tenniquoits competitions@meducted outdoor at times
with no or not enough daylight, it is acceptabld arcessary to illuminate the court with
floodlight.

Rule No. 3: The Net

3.1 Height and Position:The net is positioned in a height of 1.65 m abitneecenter-line and
divides the court into two equal halves. The alspecified height has to exist at any point of the
upper edge of the net, measured from the floor.

3.2 Quality and Measures:The net is a close meshed canvas of cotton ohstratfibre with a
length between 5.50 and 6.10 m (meshed area) dadth between 0.40 and 0.70 m. In case the
meshed area of the net is longer than 5.50 m xiemsion beyond the side-lines has to be equal
in both directions. The upper edge of the net shbale a different colour than the rest of the net.

3.3 Fixation: The net has to be fixed with a cord or hangewatvertical posts of firm steel,
respectively one placed on each side of the cquam the marked or imaginary center-line with a
distance of approximately 30 cm from the side-lifidse posts shouldn’t outrange a height of
1.70 m (measured from the floor) and must be gedlifo warrant a strained net according to
Rule No. 3.1.

Rule No. 4: The Ring

4.1 Material and Quality: The ring is produced of white or yellow solid rebhvithout air inside
and has a plain and firm surface, which qualifideri fast rotations without losing stability dugn
the flight through the air.

4.2 Weight and DimensionsThe ring, authorised by the World Tenniquoits Fatlen, must
have a weight between 190 and 220 grams, an inamreter between 11 and 12 cm, an outer
diameter between 17 and 18 cm and a thicknesgwof @liameter). The thickness is allowed to
vary plus or minus 0.5 cm.

Rule-Section |l: Disciplines of Tenniquoits

Rule No. 5: Singles

5.1 Men-Singles:The discipline men-singles is played by two md#g/grs, opposing each other
on a single-court.

5.2 Women-SinglesThe discipline women-singles is played by two fesr@dayers, opposing
each other on a single-court.
Rule No. 6: Doubles

6.1 Men-Doubles:The discipline men-doubles is played by two part@posing each other on a
doubles-court. Each party consists of two malegigy

6.2 Women-DoublesThe discipline women-doubles is played by two ipartopposing each
other on a doubles-court. Each party consists offemnale players.



6.3 Mixed-Doubles:The discipline mixed-doubles is played by two as;topposing each other
on a doubles-court. Each party consists of one aradeone female player.

Rule No. 7: Competitions

7.1 Individual Championships: International individual championships are condddbr men-
singles, women-singles, men-doubles, women-dowridanixed-doubles. The arrangement of
individual championships has to take place on bafdise International Playing Modes and
Competition Regulations (Part I, Part 1) of the NdoT enniquoits Federation.

7.2 Team Championshipsinternational team championships are conductetefims of ten
players (five men and five women players) and daritee disciplines men-singles, women-
singles, men-doubles, women-doubles and mixed-dgufihe arrangement of team
championships has to take place on basis of tleenational Playing Modes and Competition
Regulations (Part Ill) of the World Tenniquoits Eeation.

7.3 International Matches: International matches without championship characbuld be test
matches between two national selections or indalithurnaments for men-singles, women-
singles, men-doubles, women-doubles and mixed-édsulllhe arrangement of such events has to
take place on basis of the International Playingl&oand Competition Regulations (Part 1V) of
the World Tenniquoits Federation.

7.4 Age Groups:Competitions as specified in Rule No. 7.1 andare2only established for one
class, which is not age-restricted. Competitionspeified in Rule No. 7.3 are allowed to be
conducted for juniors and seniors. The fixing & #ye-restriction for the junior class is done by
mutual agreement in the forefront of a relevannévehe senior class is not age-restricted.

Rule-Section Ill: Duration of a Tenniguoits Match

Rule No. 8: Play time and Extensions

8.1 Play time: The regular play time of a match lasts 20 minatadis divided into two half
times, each with the duration of 10 minutes. Tlay pime is equal for all above stated disciplines
and classes (age groups).

8.2 Extra time: In case a competition is played on knock-out-bastsa match ends with a draw,
the regular play time has to be extended. The éxt@of a match lasts 10 minutes and is divided
into two half times, each with the duration of Shoties. The extra time is equal for all above
stated disciplines and classes (age groups).

8.3 Final extension:In case the extra time ends with a draw, the miaéshto be extended for a
second and last time. This final extension is matria to time limits, but ends after one player or
party scores two points more than the opponeneplayparty.

8.4 Break: The time between two half times, between the maqguiy time and the beginning of
the extra time and between the extra time andinia éxtension is called break. The duration of a
break should not outlast 3 minutes.

8.5 Acoustical SignalsThe duration of acoustical signals, given througinds or tones in order
to start or stop a half time, are not part of ttey pime or extra time. What means, that it is not
possible to score during the duration of an acoaksignal.



Rule No. 9: Handling of Interruptions

9.1 Interruptions with Time-out: Circumstances, caused by a higher force (e.gyheasather

or breakdown of the lighting), which make it impibés to continue the match in a regular way,
lead to an interruption with stoppage of the tith@é-out). The interruption has to be signalised
and terminated by the organising staff or the esfer

9.2 Interruptions without Time-out: Situations, which irritate or hinder a match, botild be
cleared immediately within a short time (e.g. asekring falls into the court area), lead to an
interruption without stoppage of the time. The iniption has to be signalised and terminated by
the referee while the time is running.

9.3 Injuries (Medical Time-Out): Injuries may lead to interruptions with time-olfitone of the
players is bleeding or injured, the match is alldwebe interrupted by the referee for maximum
3 minutes to clean player and ring from blood opttavide medical care to stop a bleeding wound
or to provide medical care for other injuries. Aftiee interruption the player has to continue
immediately or to abandon the match. Only one raofgion with time-out because of injury is
allowed in a match per each player.

9.4 Resumption:The resumption of the match after an interruptath time-out, must take place
in consideration of the already expired time. Tiheetmeasurement of the remaining time has to
be done by the organising staff or the refereeiims of Rule No. 9.1 and by the referee only in

terms of Rule No. 9.3.

Rule-Section IV: Scoring of Points and Match Resu#t

Rule No. 10: Scoring of Points

10.1 Basic UnderstandingScoring a point is possible in an active or passry. Scoring active
means, the main action, which leads to a points go from the player, who wins the point.
Scoring passive means, the action, which leadset@oint, is caused by an unforced fault of the
opposing player or party.

10.2 Active Scoring:

10.2.1A player, who is capable to place the ring ontftbor of the opposing playing zone
without violating the rules of the game, score®mip Each successful action in this sense is
rewarded with one point by the referee.

10.2.2A player, who is capable to force the opponenttmmit a fault, scores a point. Each
successful action in this sense is rewarded withpmint by the referee.

10.3 Passive ScoringA player or party, whose opponent commits an we&drfault, scores a
point.

10.4 Direct Scoring:The chance to score a point is not dependenteright to serve. Both
sides, the serving side and the receiving sidecapable to score the point.

10.5 Faults:Each fault, as specified below in this rule-ses to be penalised by the referee
through awarding one point to the opposite side.



Rule No. 11: Score and Results

11.1 ScoreThe referee has to announce the score after eaokdspoint loud and clearly. First
the points of the serving player or party, secdredpoints of the receiving player or party.

11.2 Result:

11.2.1The player or party with the most points at thd eha match is the winner of this match.

In case both sides scored the same amount of @itite end of a match, which is not conducted
on knock-out-basis (cp. Rule No. 8.2), the fingluleis a draw.

11.2.2If one player or party is not present to start acman due time or a match has to be finally
abrupt because of an injury or misbehaviour of @tayr other involved persons, the referee has
to abandon the match with the final result of 28othts for the present or rather remaining player
or party.

Rule No. 12: Valuation of Matches

12.1 Knock-Out-System for Individuals: The knock-out-system is the favoured system fer th
conduction of individual competitions for singlasdeobliging for the World Championships for
singles. The valuation of matches is well-regulatgtin the International Playing Modes and
Competition Regulations (Part I).

12.2 Round-Robin-System for TeamsThe round-robin-system is the favoured systentrfer
conduction of team competitions and especiallygtedied for the World Championships for
teams. The valuation of matches is well-regulatgdimthe International Playing Modes and
Competition Regulations (Part 111).

12.3 Knock-Out-System for TeamsA knock-out-system for teams is only allowed in
exceptional cases. In case an organiser of amatienal Tenniquoits event conducts a complete
competition or parts of a competition for teamdasis of the knock-out-system, the valuation of
matches is comparable to the regulations for krmdkbased individual competitions.

12.4 Round-Robin-System for Individuals:In case an organiser of an international Tenniguoi
event conducts a competition for individuals onida$the round-robin-system (e.g. a
competition as mentioned in Art. 27 of the Inteior@él Playing Modes and Competition
Regulations), a won match is awarded with 2 pomtiraw with 1 point for each player (party)
and a lost match with O points. The player withrinest match points is the winner of the group
or respectively of the competition. The round-rebystem is not allowed for the World
Championships for singles, but the favoured systemrmen-doubles, women-doubles and mixed-
doubles.

12.5 International Tests: The valuation of matches concerning internatioests is well-
regulated within the International Playing Modesd &ompetition Regulations (Part IlI).

Rule-Section V: Elements and Course of a Match

Rule No. 13: Preparations before a Match

13.1 Involved PersonsThe called players, one referee and as the cagdenane coach per side
and up to two linesmen are permitted to participdt@ match. No other persons than players,
referee, coaches, linesmen and in exceptional casesbers of the organising staff or medical
care are allowed to enter the court area (incetgaone) directly before or during a match.



13.2 Clothes:All players have to wear sportive clothes anddear in a proper condition. The
jersey of each player has to contain writing oearblem, which identifies the nationality of the
player. Players of the same party or team haveetr vdentical clothes.

13.3 Toss-Up:

13.3.1Before the match starts, the referee has to adesimgtoss-up between the two players or
parties (e.g. by tossing a coin). The winner ofttres-up is allowed to select the half of the court
where to play first. The loser of the toss-up oplsesmatch with the first serve from the opposite
half of the court. The ring is supplied by the rete

13.3.2In case an extra time or a final extension is resgs the referee has to execute a new toss-
up in the same form and with identical meaningtated in Rule No. 13.3.1.

13.4 Notification of the Coach:Each of the two player or parties are entitledgpoint a coach.
The coaches are attending the match and haveriotbd by name at the scoreboard of the referee
before the match starts.

13.5 Positions:All involved persons have to enter their starfpagitions for the match
immediately after the toss-up. The coaches hatak® position at the side of their player or party
with a distance of at least 1 m behind the base-lin

Rule No. 14: Playing Actions - Serving the Ring

14.1 Basic UnderstandingThe service is a one-handed throw of the ring flehind the base-
line over the net into the opposite half of thertevith the aim to start the play time, the extra
time, the final extension or to continue the matftbr a point has been scored. Excepting the first
service of the play time, the extra time and thalfextension, which has to be executed by the
loser of the toss-up, all other services have texseuted by the player or party, who scored the
preceding point.

14.2 Service at DoublesBoth players of a party are allowed to executestheice without a
fixation of a succession or limitation of numbeheFe is no restriction for the serving player to
deliver the service to a specific opposing playeraurt space of the opposing half of the court.
Both players of the opposing party are allowecet®ive the service without a fixation of a
succession or limitation of number. This rule ifdséor all doubles disciplines (men-doubles,
women-doubles and mixed-doubles).

14.3 Service Fault | (Passover)The serving player touches the playing zone Wighfeet or any
other part of the body during the ring leaves taedh

14.4 Service Fault Il (Foot fault): The serving player jumps while the service is exed. At
least one foot must contact the ground behind #iseine during the ring leaves the hand.

14.5 Service Fault Il (Net): The ring touches the net or the posts during ¢neice.

14.6 Service Fault IV (Delayed service)The serving player has to execute the service
immediately after a point has been scored. Unnacgsielays and demonstrative slowness,
caused by the serving player or party, are notgabée.

14.7 Repetition of Servicein case the service has been executed too haiftiexda scored point,
so that the referee was not capable to contrabiectness, the referee is authorised to demand
the repetition of the service.



14.8 Position during ServiceAll players excepting the serving player have dsipon
themselves with both feet inside their half of pheying zone (cp. Rule No. 1.4) during the
service is executed.

Rule No. 15: Playing Actions - Throwing the Ring

15.1 Basic UnderstandingThe complete process of a throw consists of theamdo lead the

ring to the release and the flight of the ring tiglb the air. The process starts directly after the
catch of the ring and ends with the reception efrthg by the opponent or with the touch of the
ring onto the floor, if the opponent is not capableeach the ring. Each throw has to be executed
in a fluently motion with one hand in order to sehe ring over the net into the opposite half of
the playing zone.

15.2 Throw Fault | (Outside): The thrown ring contacts the floor outside theasgie playing
zone (cp. Rule No. 1.4) without being touched keefoy an opposing player. Crucial for the
decision of the referee, whether a ring is outsideot, is the first point of contact of ring and
floor.

15.3 Throw Fault Il (Faulty Release):

15.3.1The player does not use the hand in order to $endng over the net.

15.3.2The player uses both hands simultaneously in dodsend the ring over the net.
15.3.3The player uses both hands successively or needsattempts in order to send the ring
over the net.

15.3.4The ring touches the floor of the own half of tHaying zone during the player executes
the throw.

15.3.5The player changes the ring from one hand int@ther once or more times after the
catch.

15.3.6In case of doubles, both partners are involvetiowing the ring over the net
simultaneously or successively.

15.4 Throw Fault Ill (Wobble): The ring has no calm flight through the air and/gbbling or
shaking more than its thickness of 3 cm.

15.5 Throw Fault IV (Net): The ring starts to wobble after touching the gt 6pecial handling
for service: Rule No. 14.5).

15.6 Throw Fault V (Posts):The ring touches the posts during the throw.

15.7 Throw Fault VI (Downward shot): The player throws the ring directly downward by
pushing or pulling the ring with the hand from aboCrucial for the decision of the referee,
whether a ring is a downward shot or not, is therenwent of the ring at the very first moment

after it leaves the hand. In case the ring haspueard tendency or does not retain the same height
for the first moment and distance of its flight bas a prompt downward movement, the throw
should be strictly penalised as a downward shot.

15.8 Throw Fault VII (Delayed shot): The player interrupts or delays the fluent motmthrow
the ring directly after the catch or during thetlar run up to the release. In all cases, where the
motion has a stoppage or is delayed with demonatralowness, the throw has to be penalised
by the referee as a delayed shot. There is naelifée, if the interruption or the delay is caused
by technical failings or a deliberate action tonfehe opponent.



15.9 Throw Fault VIII (Two way movement): The player changes the current motion sequence
of an initially intended or indicated throw abrypdnd commences a new direction for this throw
or moves arm or wrist repeating back and forth vléhding the ring to the release. These kinds
of motions sequences, which don’t get along withghnciple of a fluently executed throw, could
irritate or feint the opponent and have to be peedlby the referee as a two way movement.

15.10 Throw Fault IX (Body Touch):

15.10.1The ring touches a part of the player’s body dythre throw excepting the hand, which
executes the throw. The term ‘hand’ describes tba between finger tips and forearm
(exclusively elbow).

15.10.2In case of doubles, the ring touches the bodi@piartner during the throw.

15.11 Throw Fault X (Steps):

15.11.1In case the player touches the floor with both feeing the reception of the ring, it is not
allowed to complete subsequently one step befereitiyg leaves the hand for the throw. A step
represents a floor contact with one foot and ctel@d lunge or a simple touch.

15.11.2In case the player touches the floor with one thotng the reception of the ring, it is not
allowed to complete subsequently more than onelstépe the ring leaves the hand for the
throw. A step represents a floor contact with ara &ind could be a lunge or a simple touch.
15.11.3In case the player has no contact with the flasimg) the reception of the ring, it is not
allowed to complete subsequently more than twosdbejfore the ring leaves the hand for the
throw. A step represents a floor contact with aye &ind could be a lunge or a simple touch.

15.12 Throw Fault XI (Turnaround):

15.12.1A turnaround (full or nearly full twist around tleevn longitudinal axis of the body with
the ring in the hand) is generally allowed but altfaf the player completes more than the
allowed number of steps (cp. Rule 15.11).

15.12.2After the player completes a turnaround withoyeoting Rules No. 15.8 and 15.11, he is
allowed to throw an attacking ring.

15.12.3A turnaround after a difficult catch is alloweddaregulated by Rule No. 16.9.2 and
16.9.3.

15.13 Throw Fault XII (Ceiling): The ring touches the ceiling during the throw.

15.14 Acceleration of the RingThe swinging motion of the player’s arm in orde&atcelerate
the ring is allowed to be executed in front of boely, at the side of the body, above the head or
behind the body and may be performed as a kinchefelv

15.15 Spinning the Ring:The player is allowed to accelerate the ring bgirgpg it with wrist
and hand. Through pressing the ring between indegerf and thumb while releasing it after a
quick back and forth motion of the wrist, the rirggeives a fast rotation or twist.

15.16 Spectrum of ShotsA player is free to use the whole spectrum ofedédht shots, which
may be categorised as offensive or defensive slootg,or short thrown shots, high or flat thrown
shots, long-line or cross-court shots, shots witlvithout spin, backhand or forehand shots. It is
allowed to play each kind of shot at any time wité restrictions of Rule No. 19.3 and 19.4 only
and without violating the rules concerning throwlta as stated above in this rule-set.

15.17 Relevance for Servicefhe Rules No. 15.2, 15.3.1, 15.3.2, 15.3.3, 151%43.6, 15.4,
15.7, 15.8, 15.9, 15.10, 15.12.1, 15.13, 15.14.5.8nd 15.16 are also relevant for the service.
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Rule No. 16: Playing Actions - Catching the Ring

16.1 Basic UnderstandingThe catch of the ring has to be done one-handgdtihe aim to

avoid that the ring touches the floor inside treeyplg zone of the defending player or party. The
complete process of the catch starts with the fiingsical contact of hand and ring and ends with
the safe control of the ring. The process of caigle at least over, when the player starts to
initialise the motion to throw.

16.2 Catch Fault | (Inside): The receiving player is not capable to catch thg and the ring
contacts the floor inside the receiver’s half & fhlaying zone (cp. Rule No. 1.4) without being
touched before. Crucial for the decision of there¢, whether a ring is inside or not, is the first
point of contact of ring and floor.

16.3 Catch Fault Il (Faulty Reception):

16.3.1The player does not use the hand in order to ¢h&ching.
16.3.2The player uses both hands simultaneously in dodeatch the ring.
16.3.3The player uses both hands successively in oodeaitth the ring.

16.4 Catch Fault Ill (Touched): The receiving player touches the ring but is raptable to catch
or control it and the ring contacts the floor iresit outside the receiver’s half of the playing
zone.

16.5 Catch Fault IV (Body Touch):

16.5.1The ring touches a part of the player’s body duthe catch excepting the hand, which
executes the catch. The term ‘*hand’ describesreee lzetween finger tips and forearm
(exclusively elbow).

16.5.2In case of doubles, the ring touches the bodh@partner during the catch of the
receiving player.

16.6 Catch Fault V (Delayed catch)The player interrupts or delays the motion duthng catch

of the ring, measured from the point of time, wkies player contacts the ring, up to the point of
time, when the player starts to initialise the thrin all cases, where the motion in this span of
time is delayed with unnecessary or demonstratoxereess, the catch has to be penalised by the
referee as a delayed catch.

16.7 Re-Catch of a Ringin case the receiving player touches the ring witl®ing capable
to hold the ring tight or control it, he is allowszlcatch the ring with the same hand once
again only. In case of mixed-doubles, the partagreirmitted to catch the touched ring once
again only or both players are permitted to cabehtbuched ring simultaneously once again
only.

16.8 Simultaneous Catch at Doublesn case of mixed-doubles, the receiving players are
allowed to catch the ring simultaneously, but amie player of the party is allowed to return
the ring. A simultaneous catch is only allowed xceptional situations (e.g. to catch a
surprising offensive shot or as mentioned in Rute N6.7).

16.9 Difficult Catch:
16.9.1In case of a difficult catch, when the playerasstrained to jump to the ring and
subsequently falls onto the ground, he has to seld@ ring during the process of standing

up.
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16.9.2In case of a difficult catch, when the player tlestand is temporarily off balance after
the catch or can't stop a run after the catchefithg immediately, he is allowed to complete
maximum two more steps (than allowed by Rule Nol1pto correct himself to a safe
position, before he returns the ring.

16.9.31t must be obviously, that the difficult catchniscessary to reach the ring and is not to
play for time. After reaching the safe position.(Bule No. 16.9.2) the ring must be executed
immediately without further delays or steps.

16.9.4In case of a difficult catch, the Rules No. 1518 46.6 are not binding. A short delay,
which lies in the nature of the above stated sinat is acceptable.

Rule No. 17: Playing Actions — Rally of the Ring

17.1 Basic UnderstandingThe alternate process of catch (receiving of ithg) rand throw
(returning of the ring) between the opposing playsrcalled “rally” of the ring. A rally of the
ring starts with the service and lasts till antiniption (cp. Rule No. 9) or one of the mentioned
faults occurs. In case of no interruption and ndtfahe rally of the ring is limited by the play
time or extra time, which is signalised by an aticatsignal (cp. Rule No. 8).

17.2 Ring in Play:During the rally of the ring, the ring is “in play

Rule No. 18: Playing Actions — Succession of Play Roubles

18.1 Free Succession at Mixed-Double$he players of the mixed-doubles are not boural to
fixation of a succession concerning the playinghefring during a rally.

18.2 Alternate Succession at Men-Doubles and Womésubles: The players of the men-
doubles and women-doubles are bound to an altesnateession concerning the playing of the
ring during a rally. A player is not allowed to plthe ring twice consecutively during a rally.
This means, the players of the two opposing pahni@e® to play the ring alternately among them
during a rally. The breach of the alternate sugoadsas to be treated by the referee as a fault
(Faulty succession).

Rule No. 19: Playing Actions — Other Elements withi a Match

19.1 Change of Court SidesAfter the first half time of the play time or tle&tra time the
players have to change the sides of the courtwiimeer of the toss-up opens the second half time
with the first serve. There is no change of thesidf the court during the final extension.

19.2 PassoverThe players are not allowed to pass over the tirad-with their feet or any other
part of their body (inclusive clothes) during thegris in play (inclusive service). A passover has
to be treated by the referee as a fault (Passover).

19.3 Once High: In case of a re-catch (cp. Rule No. 16.7), a Kaneous catch (cp. Rule No.
16.8) or a difficult catch (cp. Rules No. 16.9.1dr6.9.2) the returning player has to throw the
ring without spin high into the back third of thepmnent’s playing zone, otherwise it is a fault
(Faulty return).
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19.4 Twice High:In case of an interruption (cp. Rules No. 9.1,&nhd 9.3) the ring has to be
thrown without spin high, once from each playeparty respectively, into the back third of the
opponent’s playing zone to proceed the match #itemterruption, otherwise it is a fault (Faulty
resumption). The disadvantaged player or partgepbint of time, when the reason for the
interruption occurs, is called upon by the refeard has to begin with the first high throw.

19.5 Re-Servicein case the reason for the interruption occumsctly after the service before the
ring has been send over the net for the first titme referee has to instruct a repetition of the
service in order to continue the match after thermption.

19.6 Resumption with Servicein case the reason for the interruption occurasben two rallies,
the match proceeds after the interruption by tineice of the player or party with the last scored
point.

19.7 Coaching:

19.7.1The coach is not allowed to give instructionshi® player or party during the rally of the
ring. The coach is allowed to give instructiongtte player or party during the ring is not in play
and the break only (cp. Rules No. 17.1 and 17.2xeldver it is allowed for the coach to inform
the player or party about the remaining time duthgwhole match without leaving his position
(cp. Rule No. 13.5). A misconduct of the coachtodse penalised by the referee as a fault
(Forbidden coaching).

19.7.2The coach may ask for explanations concerningsaets of the referee or the organising
staff during the break or after the match.

Rule No. 20: Misbehaviour of Players and other invieed Persons

20.1 Unsportsmanlike Behaviour:

20.1.1A player or coach, who criticises or argues thesiens of the referee or the linesmen,
behaves in an unsportsmanlike manner.

20.1.2A player or coach, who deliberately delays theamaluring the ring is not in play, behaves
in an unsportsmanlike manner.

20.1.3A member of a delegation, who gives instructiana player or party of his federation
during the match, behaves in an unsportsmanlikeneran

20.2 Offending Behaviour:A player or coach, who addresses the refereageartian, an
opposing player or a spectator by means of inguitiards or gestures, behaves in an offending
manner.

20.3 Aggressive BehaviourA player or coach, who executes a physical at@eknst the
referee, a linesman, an opposing player or a sppeckehaves in an aggressive manner.

20.4 Sanctions:

20.4.1The player or party of the side, in whose nameautigportsmanlike misconduct occurred,
has to be warned by the referee once without b@émglised with a fault. In case of any further
kind of unsportsmanlike behaviour, the player atyhas to be penalised with a fault.

20.4.2The player or party of the side, in whose nameoffending misconduct occurred, has to
be penalised with a fault for each case withoutnivey.

20.4.3In case a player or party has been sanctionedanfdlilt because of an unsportsmanlike or
offending behaviour during one match for three sptee match has to be stopped and the
opponent player or party wins the match.
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20.4.4A player or coach, who conducts in an aggressiaemar, has to be penalised with
expulsion from the match, the match has to be stwppmediately and the opponent player or
party wins the match. In cases of serious aggnesstbe failing person has to be excluded from
all further matches of an international team cortipet tournament or championship.

Rule No. 21: Arrangements after the Match

21.1 Protest:

21.1.1The coach is authorised to protest against debthe referee or the organising staff.
The protest has to be registered at the scoreltyaitte referee immediately after the match with
specification of the reason and signed by the dbgcoach.

21.1.2A jury of appeal should be build ad hoc to allomt@overrule a raised protest by means of
simple majority.

21.1.3The jury of appeal is a body of three persons, simuld have high expert knowledge
concerning Tenniquoits. At least one person h&&long to a national federation, which is not
involved in the protest. If it is not possible t@ngpose an impartial jury of appeal, the protest has
to be delegated to the arbitration court of the M/@enniquoits Federation (cp. Statutes of the
WTF Art. 34) and the final result of the protestedtch remains valid concerning the current
event.

21.2 Shake HandsThe player or players, who lost the match, sheooltgratulate the player or

players, who won the match. All involved playersl @oaches should shake hands with eachother
and the referee as a sign of sportsmanship ané thamreferee for mastering the match.

Rule-Section VI: Authority and Responsibilities ofthe Referee

Rule No. 22: Authority of the Referee

22.1 Main Authority: The referee is officially authorised by the Wofldnniquoits Federation to
direct the match in an impartial wise from the lp@gng to its end, obliged to the International
Tenniquoits Rules and the International Playing Bodnd Competition Regulations only. The
referee’s interpretation of the rules has to bpeeted and should not be reason for discussions
during the match. The decisions of the referedar@ing for all involved persons and the noted
result of the match is final with the exceptiontthaegularly raised objection will be allowed by
the jury of appeal (cp. Rule No. 21.1).

22.2 Special Authority: The referee is authorised to decide on the b&sis @xperience and
expert knowledge in cases of situations or matteng;h are not regulated inside the International
Tenniquoits Rules or International Playing Moded @ompetition Regulations. Moreover the
referee is allowed to overrule decisions, whichraegle by the organising staff, but not
acceptable in his opinion concerning a regular ®woif a match.

Rule No. 23: Responsibilities before the Match
23.1 Linesmen:The referee is allowed (but not obliged) to appaimd to position up to two
linesmen to support decisions concerning insidecatside. The linesmen are authorised to

announce their decisions only, if requested by ¢feree, who reserves to himself the final
decision concerning inside and outside.
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23.2 Court and Equipment: The referee has to control the regular conditioime court, the net
and the ring. The scoreboard, which should be stahof the World Tenniquoits Federation, has
to be checked concerning the named players andhesac

23.3 Toss-Up:The referee is responsible for a timely toss-upreethe match.

23.4 Uniform: The referee has to wear a proper uniform, whiadpgroved by the World
Tenniquoits Federation and has to control the ekttt the involved players (cp. Rule No. 13.2).

23.5 Time MeasurementThe referee has to use a clock simultaneouslyg@tganising staff,
which makes him capable to take over the time nreasent into his hands, if necessary (e.g.
interruptions with time-out).

Rule No. 24: Responsibilities during the Match

24.1 Position:The referee should be positioned next to one@ptsts without entering the court
(as defined in Rules No. 1.1, 1.2 and 1.3) andwwitinindering the players during the match.

24.2 Announcement of Decisionsfhe referee has to announce the decisions withdod clear
voice, using the technical terms as stated inrthesset.

24.3 Announcement of ScoreThe referee has to announce the score with lodatkar voice in
English language (cp. Rule No. 11.1).

24.4 Handling of Interruptions: The referee is responsible to identify reasonsnfi@rruptions
as soon as possible. In cases, where a suffi@asbn for an interruption with time-out is given,
but the interruption is not announced by the orgjagistaff, the referee is responsible to
announce the interruption with time-out (cp. Rulz 8.1).

24.5 Handling of Misbehaviour: The cognition and classification of misbehaviap.(Rule No.
20) is subject to the discretion of the refereepwhould try to becalm the involved persons and
has to decide cool-headed, which kind of misbehavimexistent and which kind of punishment
iS necessary.

24.6 Explanation of DecisionsIn order to avoid a loss of play time, the refaseebliged to give
explanations concerning his decisions or interpiceta of rules during the break or after the
match only (cp. Rule No. 19.7.2).

Rule No. 25: Responsibilities after the Match

25.1 Signatures at the ScoreboardOne player or coach of each side and the refeeeeldiged
to sign the final result of the match at the scoeed.

25.2Handling of Protests: In case a protest has been raised in a regutamly, the referee is

responsible to initiate the formation of a juryapipeal in cooperation with the organising staff.
Moreover the referee has to be available for reiguEsicerning the protest.

15



WTF Court Measurements
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