NO SPINNING - it is a spin if the rod rotates more than 360° before striking
the ball OR after striking the ball.

KICK-OFF - Teams toss for first kick-off (or table side) at the start of the
game. Subsequent kick-offs are to the team conceding the most recent
goal. Play starts with the ball stationary on the midfield (5-bar). Ensure your
opponent is ready to play, and the ball must touch two 5-bar players before
it can be played forward in a pass or shot.
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DEAD BALL - A ball on the table is declared ‘dead’if it cannot be reached
by any player figure. If the ball is dead between opposing 5-rods, play is
re-started with a new midfield kick-off to the team which conceded the
last goal. If the ball goes dead behind the midfield rods, it is re-started in
the nearest defensive area. Ensure your opponent is ready to re-start play.
The ball must touch two players before being passed or shot. If a team
deliberately makes the ball dead, possession is forfeited to the opposing
team for a 5-bar kick-off.

BALL OFF TABLE - The ball is‘out’if it leaves the playing area, defined as
the area inside the cabinet or directly above it, including the edges of the
table. If the ball hits scoring markers, ashtrays etc and rebounds into play

it is dead. Play is re-started in defence by the team which did not initiate

the most recent shot (i.e. if the ball is shot by the attacking team and is
deflected out of the table by the defending team, it goes to the defence of
the defending team). Ensure your opponent is ready to re-start play. The ball
must touch two players before being passed or shot.

BOUNCE-OUTS - a ball which enters the goal and bounces out counts
as a goal. Play is re-started with a new midfield kick-off to the team which
conceded that goal.

PASSING - a stopped or pinned ball (‘pinned’ means trapped against the
playing surface or side-wall) cannot be passed directly from the midfield to
the forward rod, nor from defence to midfield, the ball must touch another
player figure and be in motion when a pass is attempted. The ball may only
touch the side-wall twice when in midfield.

TIME LIMITS - The ball must leave the rod of possession within 10 seconds
on the midfield, or within 15 seconds on the forward rod or defence (goal
and defence rods count as one rod). Time limits start when the ball comes in
range of any player figure on the rod.

FOULS - no distracting an opponent, spinning (see above), jarring (moving
the table such that the roll of the ball is affected), reaching into the playing
area without opponents permission (e.g. for dead ball) , unsportsmanlike
conduct etc. Penalty is possession to the other team on the nearest rod,
who have option to continue play (e.g. if foul results in an own-goal from
the offending team).

HAVE FUN!! - Please note that these simplified rules are designed to
improve your enjoyment of the game, official ITSF tournament rules are
more complex, and can be found at www.table-soccer.org
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