TENNIS
HISTORICAL  BACKGROUND:    The first version of the modern game of Tennis was played by royalty in France about 1300A.D. in the form of a game known as "Le Paume".  It was played by batting a leather ball (stuffed with hair) with the palm of the hand.  The ball was first hit over a mound of dirt, soon, a rope replaced the dirt mound.


Tennis has come a long way.  It was introduced to the U.S. in 1875 when Miss Mary Outerbridge brought the game from Bermuda.  The sport caught on quickly and developed into a fast-moving game of fun and skill.


Tennis is a challenging and fascinating sport for old and young.  It is a "net and racket game" played by two (2) players (singles) opposing each other, or by four (4) players (doubles) playing two against two.

RULES of the GAME

CHOICE OF SIDE OR SERVE:   To determine who serves first and on which side of the court the players will start, players usually spin the racket.  One player spins his/her racket and lets it fall to the ground.  As it spins, the other player calls his/her choice.  The player who "wins" may choose side OR serve OR may ask his opponent to choose.

SERVING:
1.
The game is started by one of the players serving the ball from behind the 


baseline on his own right hand side of the court.  The ball must go into the 


receiver's right hand service court.  The server then alternates service from


right to left side of the court.  Two serves are allowed from each side.


a.
Server stands with both feet behind the baseline and between the



center mark and the sideline.


b.
The ball must be struck before it touches the ground.


c.
The serve is hit diagonally across the net into the proper service court.


d. 
Liners are good.  (Balls landing on lines are good)

2.
Foot faults on the service


a.  
One or both feet must be on the ground during the serve.


b.
Both feet must be behind the baseline.

3.
Service faults


a.
All foot faults are service faults.


b.
Failing to serve the ball into the proper court.

4.
If the server tosses the ball, swings and misses it completely, a fault is called.


However, it is NOT a fault if the server tosses the ball and then does not swing 


at it.  (Lets it hit the ground without swinging at it)

5.
Service after a fault is called


a.  
If the fault occurs on the first serve, another serve is taken from the



same court.

b.
If the fault was that you served from the wrong court, you would serve


your second ball from the correct service court.

6.
A served ball hitting the net and then hitting in the correct court is called a 


"let" and must be replayed.

7.
"Let" serves are repeated, but play continues when the ball touches the net and falls into the proper court during play.
RECEIVING:
1.
The receiver:


a.
The server must wait until the receiver is ready.


b.
The point is replayed if the receiver made no attempt to return the 



ball because he was not ready to receive the serve.


c.
The receiver may not delay the game.

2.
The receiver of the serve can stand anywhere he wishes when the ball


is served, but he must let the ball bounce before returning it.

GENERAL  PLAYING  SITUATIONS:

1.
One player serves for an entire game;  the next game is served by his/her 


opponent.

2.
The ball is in play from the moment it is served until the moment a let, fault,


or point is called.

3.
A player loses the point if his body, his racket or his clothing touches the net


while the ball is in play.

4.
A player may not reach over the net to strike a ball.

5.
If a ball lands on a line it is considered good.

6.
If a player catches a ball before it strikes the ground outside the lines, he loses the point.

7.
A player loses the point if the ball hits him before it bounces.

8.
Players change sides of the net after the first game and then every odd numbered game after that (3,5,7,9 etc.)

DOUBLES  PLAY:   (Preceding rules apply to doubles as well as singles)

1.
The service court is the same as in singles.  Serving Order:   If a player serves the first game, his partner serves the third game and so on.  If a player serves the second game, his partner serves the fourth game and so on.

2.
The receivers of a game may not change sides or halves of the court during the game.

3.
If a partner serves out of turn, the person who should have served will serve as soon as the mistake is discovered.  All points and faults served before the mistake was discovered shall stand.

4.
The receiver must return the ball if it is hit to him, his partner may not hit it or assist him in returning it.

TENNIS  ETIQUETTE:

1.
If your ball goes into another court, ask the players to return it when they have completed playing a point.

2.
Return the ball gently and directly to the person that asked for it.

3.
Play a point over in case of interference.

4.
Wait until your opponent is ready before serving.

5.
Begin a point as server only if you have TWO tennis balls in your hand.
6.
Control your feelings and temper.

7.
Do not run into a court while a game is in progress.

8.
Do not walk behind a court while a serve is in progress.

9.
Always ask, don't tell someone to return your ball, and say PLEASE/THANK YOU.

10.
Always try to win every game you play, but win or lose, be courteous and thank  your opponent.   Don't complain or make excuses---just do better the next time.

11.
Return balls TO the server, not AT him/her.   Do not return a fault service if you can help it, and if you do, call the fault IMMEDIATELY.

12.
If the first serve does not go in, DO NOT CHASE IT—allow the server to serve the second ball.

HELPFUL  HINTS  FOR  BETTER  PLAY:

1.
Be on your TOES at all times.  Be in "READY POSITION" while waiting for the serve.

2.
Move so that the ball will come to either side of the body, never straight at it.

3.
Keep far enough away from the ball to allow a full arm swing with the ELBOW STRAIGHT.

4.
Step FORWARD to meet the ball, never move backward when stroking.

5.
Keep your eye on the ball at all times—until you make contact with it.

6.
Keep the racket head UP or ABOVE THE WRIST for all shots.

7.
Keep the index finger curved around the handle of the racket.

8.
Contact the ball at the TOP OF THE BOUNCE or a little later if possible.  

9.
Keep the racket face VERTICAL when the ball is waist high, OPEN when the ball is low, and CLOSED when the ball is high.

TENNIS  TERMS:

1.
Alley—This is an area on the sides of the court used in doubles play.  Any balls


that land in this area are considered good and must be played.  EXCEPTION: This area is considered OUT on a serve and singles play.

2.
Deuce—Each team has scored three (3) points.  Score is 40—40.

3.
Drives—Forehand drive (balls that come to the right, dominant, side of the player) and backhand drive (balls come to the left, non-dominant, side of the player).

4.
Double Fault—For each point, a server is allowed two attempts to get the ball into the proper court.  If both serves are "no good", a double fault is called.

5.
Face of Racket—The part (on the "head" of the racket) that contains the strings.

6.
Foot Fault—Server steps on the baseline when serving.

7.
Let Serve—A serve that hits the top of the net and goes into the proper court.  It is re-taken without penalty.

8.
Ready Position—This is the position of the player waiting to hit the ball.

9.
Service Courts—(See area on diagram)  The server begins play from the right service court and serves from behind his baseline to his opponent's right service court.  The next point is served from the left service court to the opponent's left and so on, alternately, throughout the game.
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SCORING  IN  TENNIS

Server



Receiver



Score

Has Won:



Has Won:



is:

1 point



0 points



15—Love

2 points



0 points



30—Love

3 points



0 points



40—Love

3 points



1 point



40—15

3 points



2 points



40—30

3 points



3 points



DEUCE (40—40)
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3 points



ADvantage IN

3 points



4 points



ADvantage OUT

5 points



3 points



Game, Server

3 points



5 points



Game, Receiver

1 point



1 point



15 All

2 points



2 points



30 All

3 points



3 points



DEUCE

1.     The Scoring of the Game:
        a.  The server's score is always called FIRST

        b.  Points are scored as follows:

             1.   No points---Love

             2.  1st point---15

             3.  2nd point---30

             4.  3rd point---40

             5.  4th point---Game

             6.  "Deuce"---each side has 3 points (One side must now win 2 consecutive 




points to win the game)

             7.  "Advantage"---The first point after deuce.


a.  If the server wins the first point after deuce, the score is 


    called "ADvantage IN".


b.  If the receiver wins the first point after deuce, the score is



    called "ADvantage OUT".

2.     The Scoring of a Set:
        a.  The side first winning six games (6) wins the SET, provided it is ahead by at 

             least 2 games.  (If the score is 6—7 or 5—6, play continues until someone 

             gets 2 games ahead.  For example:  6--8 or 5--7, etc.)

        b.  An average set takes about 30 minutes to complete.

3.     The Scoring of a Match:

        a.  A MATCH consists of the first person or side to win two of three SETS.

        b.  In top men's tournaments, a match may consist of three of five sets.

COURT POSITIONS

I.     SINGLES:

        A.  Server and receiver:
             1.  The server stands close to the baseline and within four feet of the center


mark.

             2.  The receiver stands near the baseline (inside the baseline for a soft serve


or when preparing to attack:  slightly beyond the baseline for a 


hard serve) and in a line that bisects the angle where the serve 


might be hit.

        B.   Rally position:
              1.  Both players stand one or two feet behind the baseline, approximately in


the center of the court.

                   a.  Be careful not to get caught in "NO MAN'S LAND" (mid-court) unless



you are purposefully going to the net.  Balls will bounce behind you


or at your feet when you are in mid-court and they are difficult 


shots to return.

                   b.  If you have to run up for a short ball, return quickly to your "home 


base" behind the baseline, unless you are going to the net.

             2.  Always return to a position behind the baseline that bisects the angle your


opponent may hit to.

II.    DOUBLES:
        A.  Serving and receiving positions:
              1.  The server stands against the baseline between the alley and the center



mark.

              2.  The server's partner stands at least two feet inside the alley and about


six to eight feet from the net.

              3.  The receiver stands just inside the baseline at a point bisecting the angle



where the ball may be hit.

              4.  The receiver's partner stands on the service line at the center of his


half of the court.

        B.  Rally Position:
              1.  Each player is primarily responsible for balls returned to his side of the


court.

              2.  The majority of points in doubles are won by the team that first gets to


the NET.  Try to quickly assume an offensive position at the net.
                     a.  The server tries to keep his serve DEEP and FORCEFUL enough so 


that he can come to the net on serve.

                     b.  The server's partner is already at the net.

                     c.  The receiver tries to keep the return of the serve LOW, to make


the server volley UP and to allow the receiver to move in and hit


DOWN.

                     d.  As soon as the receiver moves in, the receiver's partner moves up.

             3.  Players should try to play SIDE-BY-SIDE after the initial shots.  If one 


player must run back to retrieve a lob, his partner goes back too.


If one player moves in when he hits, his partner follows.

III.  DEPTH:

        A.   By hitting the ball so that it lands near your opponent's baseline, you are

               tempting your opponent to take a step backward.

              1.  DEEP shots, which are well placed, will ultimately force your opponent to 

               
hit the ball with his weight on his back foot.

              2.  This increases the possibility that your opponent will hit a SHORT return

       
bouncing in the vicinity of the service line.

              3.  When he hits SHORT, you move in quickly, take the ball early on the 


bounce, and hit forcefully down the line.

              4.  Now you are at the NET, where you have the advantage of being able to 


hit DOWN and with great ANGLE.

        B.  DEPTH is also essential in defensive play.

              1.  The more vulnerable you are in regards to court position, the more im-


portant it becomes to keep the ball deep so that your opponent


cannot take advantage of your weak position.  A LOW volley is


a good example.

        C.  To hit with depth, you must make the ball clear the top of the net by two or


three feet.

