THE BEGINNERS RULES OF TENNIS

BEFORE A GAME

Even as a beginner, you need to know some of the basic rules
and manners of tennis.

Talk quietly when standing near tennis courts that are in use.

Don't walk across the back of another court until the players
have finished playing a point. This can be distracting to them.

If people are already on your court, don't disturb them until
their time is up.

When you're ready to play, put racket covers, ball cans,
jackets, etc., out of everyone's way.

Wear sneakers for tennis. Other shoes may wear out quickly,
hurt your feet or damage the court.

STARTING A GAME
It's a good idea to learn the names of the lines.

**k*k*k*DRAWING FROM ILLUSTRATED INTRODUCTION TO THE RULES OF
TENNIS** %%

To see who serves first, spin your racket or toss a coin. If
you win the toss, the choice is yours. You may serve first or you
may choose to receive first or to pick which end of the court you
want to start playing on. As a third choice you may make your
opponent choose first.

To put the ball in play for each point, one player serves the
ball from behind the baseline. That player is called the server;
the other player is called the receiver.

SCORING

When you're ready to begin playing games, you'll need to know
how to score. The first point won by a player is 15; the other
player with no points has Love.

If the next point is won by the same player, the score is 30-
Love.

If that player then wins the 3rd and 4th points, the score is
40-Love and finally Game.

If any of the points are won by the other player, the scoring
changes. It may go 15-Love, 15-aAll, 15-30, 30-All, 30-40, Game.

If each player wins 3 points so that the game is tied at 40-
40, the score is called Deuce. The player who wins the next point
has the Advantage, often called "Ad In" for the server or "Ad Out"
for the receiver. If the same player wins the next point, he/she



wins the game; if not, the score goes back to Deuce. Then, the
first player to score two points in a row after a deuce score wins
the game.

Call the score of the set (such as 4-3) before you serve for
the first point of the game. Call the game score just before
serving for each point. The server's score is always said first.

The first player to win at least six games and to be ahead by
at least two games wins a set. The first one to win two sets wins
a match. If the score reaches six games-All, you may play a tie-
break game ('"tie breaker'"). Whoever wins this game wins the set.

SERVING

Before serving, be sure that the receiver is ready to play.

When serving the first point, stand behind the baseline
between the center mark and right sideline. When serving, you're
not allowed to step on or over the baseline before hitting the
ball.

The first serve must go over the net into the receiver's right
service court. If your first serve doesn't go into the correct
court, it's called a fault. Don't worry. You get a second chance.

If you serve a ball which hits the top ©of the net before
bouncing into the correct service court, it's called a let. You
may take that serve again. If it hits the net and then goes
outside the service court, it's a fault. A served ball hitting the
post is also a fault.

When serving the next point, stand behind the baseline between
the center mark and the left sideline. The ball must go across the
net into the receiver's left service court.

After you have served one game in a set, you switch ends of
the court and now receive your opponent's serve for one game. You
switch ends again after the third, fifth and every following odd-
numbered game.

PLAYING A POINT

Except when serving, you may stand anywhere - in or out of the
court - on your side of the net.

Except when receiving serve, you have the choice of hitting
the ball on your side before it bounces or after one bounce. The
receiver must let the serve bounce once before hitting it.

You win the point if you hit the ball over the net into the
court on the other side and your opponent doesn't return it.

A ball is still in play if it happens to touch the net or
post.

Continue to play a ball that lands on or touches a boundary
line of the court.

You lose the point if you hit the ball into the net or out of
the court (unless your opponent volleys the outgoing ball).

You also lose the point if the ball touches you or your
clothing, if you or your racket touch the net or post, if you hit
a ball before it passes the net, or if you deliberately hit the
ball more than once. You're on your honor to make these calls
against yourself.



CALLING LINES

If the ball touches any part of the line, it is good. Call
the ball out only if you can clearly see a space between where the
ball hits and the line.

It is your job to make any out calls immediately.

If you can't see that a ball is definitely out, you should
continue playing the point.

If later on you see by a mark on the court that a ball you
played was out, you can't change your mind and call it out. The
points stands as played.

If a ball goes past you and you can't see where it lands, you
must give the point to your opponent.

You lose the point if you catch the ball on the fly, no matter
where you think it might land and even if you are standing outside
of the court.

DOUBLES

In doubles, you and a partner play against a team of two
players on the other side of the net, using the full court from
doubles sideline to doubles sideline.

Either of you on the team serving first may begin the match.
Either person on the opposing team may receive the first ball in
the right (or deuce) court. When it is your team's turn to
receive, you choose which player will play which court. You must
then keep the same order of serving and the same sides for
receiving for the whole set.

If the server's partner is hit with the serve, a fault is
called. If the receiver's partner is hit with the serve, the
server wins the point.

In returning shots (except the serve), either member of a
doubles team may hit the ball. The partners don't have to
alternate hits.

COURT CONDUCT

Introduce yourself to your opponent.

Limit the warm-up before a match to approximately 5 minutes.
Hit back and forth with your opponent and take a few practice
serves.

You should help your partner with line calls when possible.
If you think a ball that your partner has called out actually hit
the line, you must call it good.

Keep a positive outlook on the game. Remember, you're playing
for the fun of it.

Keep the game moving. Don't stall and waste time between the
peoints.

Accept all calls made by your opponent - without arguing or
sulking.

Don't distract your opponent on purpose by unnecessary
movements or talking.

If a serve is out, don't return it if you can avoid doing so.
Just tap it gently into the net or let it go behind you.

If your ball goes into the next court, wait until the players



finish the point before you ask for the ball. If a ball comes onto
your court, return it as soon as play has stopped on both courts.

If there is any disagreement on the score, go back to the last
score that you both can agree on, or spin a racket.

After the last point, come to the net guickly and shake hands.
Let your opponent know that you appreciated the match, no matter
what the outcome.

If you and your opponent cooperate in following the rules of
tennis and treat each other with respect, you'll both get the most
enjoyment from the game, whether you win or lose.

THE TIE-BREAK SYSTEM

12 POINT TIE-BREAK GAME

If announced in advance of the match, a tie-break game may be
used when the score reaches six games all in any set. The player
(or doubles pair) who first wins seven points wins the game and the

set provided he or she leads by a margin of two points, If the
score reaches 6 points all, the game is extended until this margin
has been achieved. Numerical scoring (1,2,3, etc.) 1is used

throughout the tie-break game.

In singles, the player whose turn it is to serve is the server
for the first point; the opponent is the server for the second and
third points; and, thereafter, each player serves alternately for
two consecutive points until the winner of the game and set has
been decided.

Starting with the first point, each service is delivered
alternately from the right and left courts, beginning from the
right court. The first server serves the first point from the right
court; the second server serves the second and third points from
the left and right courts, respectively; the next server serves the
fourth and fifth points from the 1left and right courts,
respectively; and so on.

Players change ends after every 6 points and at the conclusion
of the tie-break game. The player (or doubles pair) who served
first in the tie-break game should receive serve in the first game
of the following set.

S-POINT TIE-BREAK GAME

The 9-point tie-break game is sometimes used in sets played
under No-Ad scoring. The player who first wins 5 points wins the
game and set. Numerical scoring (1,2,3, etc) is used throughout
the tie-break game.

In singles, the player whose turn it is to serve is the server
for the first and second points, into the right service court and
then the left service court; the opponent is the server for the
third and fourth points, right and left. Players change ends. The
first server serves the fifth and sixth points, right and left, the
opponent serves the seventh and eighth points, right and left. 1If






court.

Love - Zero: no score

Net game - Play in the forecourt close to the net.

No-Ad - A system of scoring a game in which the first player to win
4 points wins the game. (If the score reaches 3-all, the next point
decides the game.)

Overhead - The stroke made with the racket above the head.

Poach - To hit a ball in doubles, usually at the net, that would
normally have been played by one's partner.

Point - The smallest unit of score, awarded to a player when the
opponent does not make a good return.

Rally - A series of good hits made successively by players. Also,
the practice procedure in which players hit back and forth to each
other.

Receiver - The player who receives the service.

Serve - Short for Service. It is the act of putting the ball into
play for each point.

Server - The player who serves.

Service break - A game won by the opponent of the server.

Set - A scoring unit awarded to a player or team that has won (a)
six or more games and has a two game lead, or (b) six games and the

tie-break game when played at 6-all.

Shot - The hitting of the ball across the net and into the court on
the other side.

Singles - A match between two plavers.

Smash - A hard overhead shot.

Spin - Rotation of the ball.

Stroke - The act of striking the ball with the racket.

Tie-break game ("tie-breaker") - A system used to decide a set when
the score is 6-all.

Thirty - A player's score when he/she has won 2 points.

Topspin - Forward rotation of the ball caused by hitting from low



