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1. TO START A MATCH

A coin flip shall precede the start of the match. The team that wins the flip has

the choice of table side or first serve. The team that loses the flip has the remaining

option and must also pay for the first game, with that expense alternating

thereafter.

1.1 Once the home team has chosen either the table side or the first serve, they

may not change their decision.

1.2 In the event of the loser’s bracket winner beating the winner’s bracket team

in the first match, the second match will be started in the same manner as a

regular match with the coin flip, etc.

1.3 The match officially starts once the ball has been put into play.

(BUT violations such as cursing, etc. may be called by the official assigned to

judge the match as soon as he and both teams are present at the table.)

2. THE SERVE

A serve through the serving hole is used to put the ball into play at the start of

the match, after a point is scored, or after a ball leaves the table. The server may

attempt to influence the roll of the ball, but may not allow any part of either

hand to be in the play area once the ball hits the playfield.

2.1 The play area shall be defined as the area above the playing surface to the

height of the side boards of the cabinet.

2.2 Prior to serving the ball, the server may place either hand in the play area in

order to position the ball.

2.3 The ball may not be struck by either team following a serve until it has

touched the playfield, at which time the ball is considered to be “in play”

and the time limits start.

2.4 Spinning the ball shall be allowed in order to influence the serve, however,

no point shall be scored by the serving team, directly or as a result of the

serve, unless the ball is struck by one of the serving team’s figures.

2.5 The server must not serve the ball until he has the assurance that the opposing

team is ready for play to begin. The server can signify that play is about

to begin by tapping the ball on the side of the table.

2.5a If the server has tapped the ball, and the opposing team is holding their

handles, the opposing team shall be deemed to be ready for play (unless

they have specifically stated before the ball hits the playing surface that they

are not ready yet).

2.6 On the first violation of any part of this rule, the ball shall be re-served by

the original server. Subsequent violations, however, shall result in the ball

being put into play by a server of the opposing team.

2.6a If the ball is incorrectly served, but the server has not violated any part of

these rules, the ball is considered in play. In particular, the player may not

reach into the play area to re-serve the ball (see 16).

3. SUBSEQUENT SERVES

Following the first serve of a match, subsequent serves shall be made by the team

last scored upon. First serves in subsequent games of a multi-game match shall

be made by the team which lost the preceding game.

3.1 If the ball is served by the wrong team, and the violation is discovered

before the ball is scored, play shall be stopped, and the ball shall be reserved

by the proper team. Once the ball is scored, no protests shall be

allowed, and play shall continue as if no infraction had been committed.

3.2 If a team receives the serve because the opposing team is being penalized for

a rules infraction, and if, after the ball is served, it goes dead or leaves the

table, and must be re-served, it shall be re-served by the team who originally

served it prior to the infraction.

4. BALL IN PLAY

Once a ball is put into play by the server (see 2), it shall remain in play until the

ball is hit off the table, a dead ball is declared, time out is called or a point is

scored.

5. BALL OFF THE TABLE

If the ball should leave the playing area and strike the scoring markers, ash trays,

top of the side rails, cabinet ends, or any object that is not part of the table, the

ball shall be declared off the table.

5.1 A ball which leaves the table as a result of a shot, pass, or any other form of

clearing the ball from the two-rod, the ball will be played as follows:

If the team which caused the ball to leave the table is the original server,

then the ball will go back to that teams two rod.

If the team which caused the ball to leave the table is not the original server,

then the other team shall serve the ball.

5.1a In any other case of the ball leaving the table, it will be put back into play

with a serve by the team which originally served the ball.

5.2 A ball entering the serving cup and then returning to the playfield is still

considered “in play”.

6. DEAD BALL

A ball shall be declared a dead ball when it has completely stopped its motion

and is not within reach of any player figure.

6.1 If the ball is declared dead anywhere between the two-man rods, it shall be

put back into play with a serve by the team that originally served the ball.

6.2 If the ball is declared dead between the goalie and two-man rods, it shall be
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put back into play by placing the ball at the play figure nearest the spot of

the dead ball.

6.2a The goalie must have the assurance that the opposing team is ready for play

to continue before putting the ball back into play in this manner (see 2.5).

Furthermore, the goalie must then move the ball from one player figure to

another one and then stop the ball for a full second before the motion of a

shot or pass may begin.

6.3 The time limits begin one second after the ball touches the second man.

6.4 A ball that is spinning in place is not considered to be a dead ball.

6.5 A ball that is intentionally made dead in order to advance the ball or reset

the time limits shall be given to the opposing team for a re-serve (example:

pushing the ball from the bottom until out of reach).

6.6 The penalty for illegally putting the ball back into play (as in 6.2a) is the

opponent’s choice of either continuing play from the current position or reserving

the ball. This includes the cases where a player either loses the ball

or scores on him/herself before the ball has been put back into play.

7. TIME OUT

Each team is allowed two time outs per game during which the players may leave

the table. Such time outs shall not exceed 30 seconds. If the ball is in play, time

out may be called only by the team in possession of the ball, and then only if the

ball is completely stopped. If the ball is not in play, either team may call time out.

7.1 Either team may take the full 30 seconds, even if the team that called the

time out does not wish to take the full allotment.

7.2 Either team may switch positions during a time out (see 12).

7.3 A time out called between games shall apply to the following game to be

played in counting time outs per game.

7.4 A player who removes both hands from the handles and turns completely

away from the table while the ball is in play shall be considered to have

requested a time out.

7.4a Players can take their hands from the handles to wipe them off before a

shot, as long as it doesn’t take more than two or three seconds. However,

all time limits continue to run while the player wipes his/her hands. The

team on defense should not relax if the opponent takes his/her hand(s) off

the rod (see 18.4).

7.5 Either team member may call time out when either they or their partner has

the ball. The time out starts the moment the time out is called.

7.5a If the team with the ball attempts a shot or pass immediately after requesting

a time out, the play shall not count, and the team shall be charged with

a distraction (see 18) rather than a time out.
7.6 If the team in possession of the ball calls a time out while the ball is in play

and moving, that team shall lose possession, and the ball shall be served by

the opposing forward. If the team not in possession of the ball calls a time out

when the ball is in play, that team shall be charged with a distraction(see 18).

7.7 If a team is not ready to play at the end of the 30 second period, that team

will be charged with delay of game.

7.8 A team calling and/or charged with more than two time outs per game shall

be charged with an automatic technical foul. The technical foul shall be

shot before the 30 second period is granted.

7.8a A team charged with a time out shall always be given the full 30 second

period, even if they have previously taken two time outs, and either team

may switch positions during this time.

7.9 Once a player begins to put the ball back into play following a time out (by

moving the ball), a time out may not be called again until the ball has left

the current rod of possession.

7.9a Penalty for violation of this rule (7.9) is loss of possession, and the ball shall be

served by the opposing forward. The team shall not be charged with a time out.

7.10 During a time out a player may reach into the play area to spray the rods,

wipe the playfield, etc. The ball may be picked up by hand, as long as it is

returned to its original position before play is continued.

7.11 During a time out the player may not move the ball from man to man

without the permission of the official, as this can be considered practice

(see 19). Penalty for violation of this rule (7.11) is loss of possession and the

ball shall be served by the opposing forward. If the official present feels that it

would be impossible to be sure of accurately replacing the ball to the exact

position it occupied at the time of the time out, they may deny a request to pick

up the ball (example: a ball precariously perched on the edge of the goal).

8. RESUMING PLAY AFTER TIME OUT

Following a time out, the ball shall be put back into play at the rod of possession

when the time out was called.

8.1 If the ball was in play when the time out was called, the player must have the

assurance that the opposing team is ready before moving the ball. The player

must then move the ball from one player figure to another one and then stop

the ball for a full second before the motion of a shot or pass may begin.

8.1a The time limits begin one second after the ball touches the second man.

8.2 If the ball was not in play when the time out was called, the ball shall be put

back into play with a serve by the team that originally served that ball.

8.3 The penalty for illegally putting the ball back into play is the opponent’s

choice of either continuing play from the current position or re-serving the

ball. This includes the case of a player losing the ball before touching two men.

9. OFFICIAL TIME OUT

An official time out does not count towards the two time outs allowed per team

per game. After an official time, the ball is put back into play as though a regular

time out was called.

9.1 If an official is not present at the start of the match, and a dispute arises during

play, either team may request an official. Such a request can be made at

any point during the match that the ball is stopped or dead.

9.1a The first request for an official is considered an official time out. The cost for

the official will be split between the two teams.

9.1b If the defensive team makes a request for an official while the ball is in play

and stopped, and the offensive team simultaneously attempts a pass or shot,

the request for a time out will be treated as a distraction by the defensive

team. Likewise, a request for an official while the ball is in motion will also

be considered a distraction.

9.2 Any team subsequently requesting an official will automatically be charged with

a time out. Such a request may only be made during a dead ball. The penalty

for requesting another official while the ball is in play is a technical foul.

9.2a The Head Official will decide whether the request for a new official will be

granted. If the request is granted, the team requesting the official must pay the

full cost of the new official. The two officials will then judge the match. An

official may be replaced only at the discretion of the Head Official.

9.2b If there are already two officials present, any request for a new official will be

denied, and the team will be charged with a technical foul.

9.3 A team may not switch positions during an official time out, unless they are

otherwise entitled to do so (see 12).

9.4 Table Maintenance - Any necessary table maintenance, such as changing

balls, tightening men, etc., must be requested before the start of the match.

The only time that a player may call a table maintenance time out during a

match would be in the case of a sudden alteration to the table, such as a

broken man, broken roll pin, crumbling bumper, bent rod, etc.

9.4a If a player figure is broken while in contact with the ball, an official time

out will be declared while the man is fixed. Play will resume on the rod

where the player figure broke.

9.4b If the table lighting fails, play shall immediately stop at that point (as

though an official time out were called).

9.4c Routine maintenance, such as spraying the rods, etc., should only be done

during time outs and between games.

9.5 Foreign objects on field of play - if an object should fall on the playfield,

play shall immediately stop at that point. There should be nothing on the

ends of the table that could fall onto the playfield.

9.6 Medical Time Out - a player or team may request a medical time out. This

request must be approved by the Tournament Director, the Head Official,

and a member of the officiating staff. They will determine the length of the

medical time out, up to a maximum of 60 minutes. A player who is

physically unable to continue playing after that time must forfeit the match.

9.6a If the request for a medical time out is denied, the player will be charged

with a time out. The player may also be penalized for delay of game

(see 24), at the discretion of the official.

9.6b Medical time outs will typically be granted only for accidental or unexpected

injuries incurred during the course of play.

10. POINT SCORED

A ball entering the goal shall count as a point, as long as it was legally scored. A

ball which enters the goal but returns to the playing surface and/or leaves the

table still counts as a goal. (Rollerball exception see pg. 19)

10.1 If a point is not counted on the scoring markers and both teams agree that it

was previously scored and inadvertently not marked up, the point shall

count. If both teams do not agree that a point was scored and not marked

up, after another ball is scored, that point shall not be counted.

10.2 If there is a controversy over whether or not the ball entered the goal, an

official should be called.

10.3 Any team intentionally marking up a point not scored shall not get credit for

the point illegally marked up and shall be charged with a technical foul. Further

violations of this rule will be grounds for forfeiture of the game or match (to be

determined by the Head Official).

11. TABLE SIDES

At the end of each game, teams must switch sides of the table before play of the

next game can begin. A maximum of 60 seconds is allowed between games.

11.1 Either team can request the full 60 seconds. If both teams acknowledge that

they are ready to resume play before the full time is used, play shall continue

and the remainder of that 60 seconds is then forfeited.

11.2 If a team is not ready to play at the end of the 60 second period, that team

shall be charged with delay of game.

12. CHANGE OF POSITIONS

In any doubles event, each player may play only the two rods normally designated

for their positions. Once the ball is put into play, the players must play the same

position until a point is scored, a team requests a time out or a technical is called.

12.1 Either team may switch positions during a time out, between points,

between games and before and/or after a technical foul shot. If both

teams wish to switch positions at the same time, the offensive team must

first decide their positions allowing the defensive team to have the last

option to switch.

12.2 Once a team has switched positions, they may not switch back until after

the ball has been put back into play or until another time out has been called.
12.2a A team is considered to have switched positions once both players are in

their respective places facing the table.

12.3 Illegally switching positions while the ball is in play will be judged a distraction.

12.3a In any doubles event any player placing their hand on any rod normally

designated as one played by their partner while the ball is in play shall be

judged as a distraction violation.

13. SPINNING THE RODS

Spinning the rods is illegal. Spinning is defined as the rotation of any soccer figure

more than 360 degrees before or after striking the ball. In calculating the 360

degrees, you do not add the degrees spun prior to striking the ball to the degrees

spun after striking the ball.

13.1 A ball which is advanced by an illegal spin is replayed as follows:

If the ball goes in the goal, then it will not be counted as a point and will

be put back into play by the goalie as if the ball had been declared a

dead ball between the goal and the nearest two-man rod.

If the ball does not go in the goal, the opposing team will have the option

of continuing play from the current position, or re-serving the ball.

13.2 Spinning of a rod which does not advance and/or strike the ball does not

constitute an illegal spin. If a player’s spinning rod hits the ball backward

into his/her own goal, it will count as a goal for the opposing team.

Spinning of a rod away from the ball (when there is no possession) is not

considered an illegal spin, but may be ruled as a distraction.

13.3 If an ungrasped rod is spun by the force of a ball hitting a player figure on

the rod, the spin will be considered legal (example: a two-man shot in singles

hitting the three-man).

14. JARRING

Any jarring, sliding or lifting of the table shall be illegal. Whether or not the

table jarring is done intentionally is of no consequence. This call must be made

by an official. It is not necessary for a player to lose the ball for jarring to be

called on his opponent.

14.1 The penalty for violation of these rules:

First and second offense - The opposing team has the option of continuing

the current position, play from the point of infraction, or re-serving the

ball. If an illegal jar causes the player to lose possession of the ball from a

rod, play may be continued from that rod.

Subsequent violations - Technical foul. After the technical shot the non

offending team continues to have the options listed under First Offense (14.1)

14.2 Touching or coming into contact with your opponent’s rods in any way

shall be penalized exactly like jarring, sliding or lifting.

14.3 Jarring of the table may be called even if the ball is not in play. In particular,

slamming the rod after the shot may be considered jarring.

15. RESET

If a player exerts sufficient force on the table to impair the opponent’s ability to

execute a shot or pass, but the opponent’s possession of the ball has not been

jeopardized, the official present will call “reset” and the time of possession shall

be reset. The player with the ball has the option of setting the ball up again, or

ignoring the reset call and playing the ball where it is.

15.1 A reset can be called whether the ball is moving, pinned, or stationary.

15.2 A reset is not considered a distraction, and the player with the ball may

shoot immediately. The defensive team should not, therefore, relax or look

at the official upon hearing the word “reset”, but rather should stay on defense.

15.3 A reset call does not count as a jarring infraction. However, repeated offenses

may be grounds for the official present to call a technical foul on the

defensive player causing the reset.

15.4 A reset violation behind the ball shall not be considered a reset violation.

It shall be considered a jarring violation. (Example: if the opposing forward

is judged to have reset his opponent when the opponent has the ball

on the 3 rod).

15.5 An intentional reset by the team in possession of the ball for the purposes

of attempting to get a reset call from the official shall not be allowed. The

team judged to be in violation of this rule shall lose possession of the ball

and the ball is to be re-served by the other team (this is not counted as a reset).

15.6 A team is allowed one reset call per game. After that, a team causing two

resets during the same point will be charged with a technical foul.

15.6a If a technical foul is called for excessive resets, the next reset call shall not

result in a technical foul.

15.6b Resets are charged per-team and not per-player.

15.7 If the defender intentionally jars the table, this will not be considered a

reset, and jarring will be called immediately.

15.8 A reset call made while the ball is on the five-man rod will reset the

amount of times the ball has struck the wall as well as the time limit.

16. REACHING INTO THE PLAYING AREA

It is illegal for a player to reach into the play area while the ball is in play

(regardless if he/she touches the ball) without first having permission from the

official, or if no official is present, by the opposing team.

16.1 A spinning ball is considered “in-play”, even if it is not in reach of a player

figure. It is illegal to reach into playing area to stop a spinning ball, even

if done for an opponent.

16.2 A ball which becomes airborne over the table is still in play until it hits

something not a part of the playing area. Do not catch a flying ball over

the table.

16.3 A ball which has gone dead is considered out of play. The ball may be freely
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touched once permission has been granted by the official or if no official is

present by the opposing team.

16.4 A player may wipe shot marks off any part of the table while the ball is not

in play. He does not need to ask permission of the opposing team.

16.5 The penalty for violation of this rule is as follows:

If the ball is moving in the player’s goal area or precariously perched on

the edge of the goal - a point is scored for the opposing team, and the ball

is re-served as if it had gone in the goal.

If the player has possession of the ball, and the ball is stopped or if the ball

has gone dead - loss of possession to the opposing team.

Any other case - technical foul.

17. ALTERATIONS TO THE TABLE

Playing area - no changes can be made that would affect the interior playing

characteristics of the table by any player. This includes changes to the

men, playing surface, bumpers, etc.

17.1 A player cannot wipe sweat or spit or any foreign substance on his hand

before wiping ball marks off the table.

17.1a Wiping rosin on the table is illegal.

17.1b Any player using a substance on their hands to improve their grip, for

example, must make sure that this substance does not get on the ball. If

this does occur, and the substance is judged to affect the play of the ball

(example: a ball coated with rosin) that ball and any others in the table

similarly affected shall be cleaned immediately and the team judged to

have caused this to occur shall be penalized for delay of game and warned

that if this occurs again during the match they will be prohibited from

using the substance.

17.2 Handles - in regard to the use of substances to improve grip, if a player uses

a substance that, upon switching table sides, has left a deposit on the handles,

he must immediately clean the handles.

17.2a If the time necessary to remove the substance exceeds 60 seconds, the

player will be penalized for delay of game, and the player will be prohibited

from using the substance again.

17.3 A player may not place a tube or handle on the table exterior that inhibits

the motion of the rods (example: for limiting the motion of the goalie rod).

17.4 A player may not switch the handles on the exterior of the tables.

17.5 A request to change balls before the start of the match must be approved

by the official present or the Tournament Director. The request will be

granted only if the playing characteristics of the existing balls are significantly

different from the standard.

17.5a New ball - a player may not ask for a new ball while the ball is in play.
During a dead ball, however, a player may request a new ball from the rack

inside the table. Such a request shall be granted, unless the official present

judges that such a request is made simply for the purpose of stalling play.

17.5b A player requesting a new ball while the ball is in play shall be charged

with a time out, unless the official present judges the ball to be

unplayable, in which case no time out will be charged.

17.6 Unless otherwise specified, penalty for violation of any part of this rule

may be grounds for a technical foul.

18. DISTRACTION

Any movement or sound made away from the rod where the ball is in play may

be judged as a distraction. No point made as a result of a distraction will count.

If a player believes he is being distracted, it is his responsibility to call for an official.

18.1 Banging the five-man rod or any rod prior to, during or after a shot is considered

a distraction. Moving the five-man rod during or after the shot

has started is not considered a distraction.

18.2 Talking between teammates while the ball is in play may be judged a distraction.

18.3 It is not considered a distraction, when passing, to move the catching rod as

part of a fake. Excessive motion, however, is grounds for a distraction.

18.4 It is considered a distraction, after setting up a shot, to remove a hand from

the handle and then shoot the ball. The ball may only be shot after the

hand/wrist has been on the handle for a full second.

18.4a In singles, rule 18.4 only applies to a set shot on the 3-rod.

18.5 Penalty for distraction. For the first distraction violation, the guilty

team may be charged with a warning, if the official present judges

the distraction to be harmless. If a shot is scored as a result of a distraction

by the offensive team, the point will not count and the opposing team will reserve

the ball. In all other cases, the opposing team has the option of continuing

play from the current position, continuing play from the point of infraction or

re-serving the ball. Subsequent violations may be grounds for a technical foul.

19. PRACTICE

Once a match has begun, no player may practice either his serve or shot on

either the table being played or on any other table. This rule applies during the

time outs and between games.

19.1 Practice is defined as either moving the ball (by contacting it with a player

figure) or practicing the serve.

19.1a Illegal practice is a judgement call by the official present at the table.

Inadvertent movement of the ball does not necessarily constitute practice.

19.2 Penalty for this infraction is a technical foul, except in the case of putting

the ball back into play following a time out (see 7.11).

20. LANGUAGE

Unsportsmanlike comments made directly or indirectly by a player are not

allowed. Violation of this rule may be grounds for a technical foul.

20.1 Calling the attention of the opposing team away from the game is not

allowed (see 18). Any shouts or sounds made during a match, even if of an

enthusiastic nature, may be grounds for a technical foul.

20.2 Cursing by a player shall not be allowed. Continued cursing by a player

may be cause for forfeiture of games and/or expulsion from the tournament

site.

20.3 The use of a spotter in the audience shall not be allowed. Furthermore, a

member of the audience is not allowed to influence a match by distracting

a player or official. Violation of this rule may be grounds for expulsion of

the person from the tournament site.

20.4 Coaching will be allowed, but only during time outs and in between games.

21. PASSING

21.1 A pinned ball on the 5 man cannot be directly advanced to the 3 man rod

of the same team. It must touch at least two player figures as it is put into

the motion of a pass (except an accidental stub or squib pass, see 21.1c). A

pinned ball is one that is pinned to the wall or playfield.

21.1a A ball whose motion has clearly stopped may be legally passed if this pass

is immediate. Any hesitation before the pass and the pass shall be declared

illegal. Once a ball has clearly stopped and is not immediately passed it

must then touch at least two player figures before it can be legally passed.

21.1b Changing the lateral speed or direction of the ball from the front or back of

the man prior to passing the ball is considered to be an adjustment and is

illegal. However, if the ball is played off the front or back of the man on the

initial contact from another rod, it will be legal to pass the ball with the

same man. Changing the speed or direction of the ball from the side of the

man is legal.

21.1c An accidental stub or squib pass is legal. However, if a ball is stubbed or

squibbed by a player figure, released, and then passed by that player figure

before striking another player figure on that same rod, it is illegal.

21.2 A pinned or stopped ball may be shot on goal. To be considered a shot, the

ball must either go into the goal, be blocked by the opposing goalie’s men,

or hit the back wall. If the attempted shot is blocked by the opposing fiveman

rod and then caught by the shooters three-man, it shall be declared

an illegal pass.

21.2a If a pinned or stopped ball from the five-man is shot on goal, and the ball

hits the shooters three-man row, then the shot would be legal, provided

the ball was not caught by the three-man.

21.2b A caught ball is defined as a ball that is in the possession of a rod long

enough for a controlled pass or shot to be attempted (examples: pick-up

and quick shots).

21.3 Before attempting a pass from the five-man rod, the player cannot make the
ball strike the side wall of the table more than twice. It makes no difference

which wall the ball touches - a total of two times is all that is allowed. If the

ball goes to the wall a third time, it must be advanced in the motion of a

pass or shot.

21.3a Defensive trap - if an opponent’s pass or shot is stopped by trapping it

against the side wall, that does not count as one of the two times allowed

to touch the wall by the player who made the trap and is now in possession

of the ball on his five-man rod.

21.3b Once the ball has touched the wall, it will not be counted as hitting the

wall again until the ball has rolled off the side strip (if present on the table).

21.3c Following a time-out, any strike the ball makes against the wall prior to

touching a second man will not be counted against the allowed two strikes.

21.4 Passing from the two-man and goalie rods (see 21.1) also applies to a pass

from the two-man or goalie rod to the same team’s five-man rod. However,

once a ball is forwarded from either the two-man or the goalie rods, if it

should strike an opposing team’s player figures, that ball is no longer considered

a pass but a live ball that may be legally caught by any player.

21.4a Rule 21.2a also applies here for a stopped shot from the two-man touched

by the five-man.

21.5 It is legal to have just one hand on the rods when playing defense (example:

right hand on defensive five-man). It is also legal to use two hands to

move a rod (example: defensive five-man).

21.6 Penalty for an illegal pass - if a team violates the above rules of passing, the

opposing team has the option of continuing play from the current position

or re-serving the ball.

22. TIME OF POSSESSION

Possession of the ball at any one rod shall be limited to 15 seconds, except

the five-man rod which has a ten second limit, by the end of which time

the player must advance the ball.

22.1 Advancement defined: A ball is considered to have advanced once it is out

of reach of the player figures on that rod whether it went forward or backwards.

In the case of the goalie area, a ball is considered advanced once

out of reach of the player figures on the two-rod and beyond the goal area.

22.2 Enforcement of the time of possession rule shall be made only by a

certified tournament official.

22.3 A spinning ball that is within reach of a player figure shall be considered to

be in that rod’s possession and all time limits shall continue. Players must

make an honest effort to gain possession of a spinning ball that is within

reach, however, if the spinning ball is not within reach, the time limits are

not in effect.

22.4 Penalty - penalty for three-man delay is loss of possession to the opposing

goalie. The goalie shall put the ball back into play as if it had been

declared a dead ball. Penalty for delay at any other rod is loss of possession

to the opposing forward for serve.

23. MATCH TIME LIMIT

Best of five matches shall be limited to one hour from the time the match is called. Best of

three matches shall be limited to 35 minutes from the time the match is called.

23.1 If the specified time limit expires before the match has been completed, an

official will announce to the players that a ten minute overtime period

will begin at that time. If the overtime period ends before the match has

been completed, the winner of the match shall be the player or team

which has won the most games, or if the teams have an equal number of

games, it shall be the team that has scored the most points in the game in

progress, after the ball in play at the time that the overtime period expires

has been scored. If the teams have won an equal number of games and

scored an equal number of points after this ball has been scored, one more

ball shall be played to determine the winner of the match.

23.2 Time outs called within the regular time limit of a match shall be counted

against the total amount of time left to play. However, time outs do not

count against the ten minutes in the overtime period (a time out would

then stop the clock).

23.3 Official time outs do count against the total amount of time left to play.

23.4 Enforcement of this rule is the responsibility of the Tournament Director.

24. DELAY OF GAME

Play shall be continuous, except during time outs. Continuous shall be defined as no

more than 5 seconds duration between a ball scored and a new ball served.

A delay of game penalty may only be called by an official.

24.1 After a delay of game infraction, play shall resume in at most 10 seconds.

At the end of 10 seconds another delay of game call should be made.

24.2 Taking too much time to serve the ball or to put the ball back into play may be

grounds for delay of game. Taking too much time to place one’s hand

on the handle or to become silent may be grounds for delay of game.

24.3 The first infraction of this rule is a warning. Subsequent infractions will

result in the player being charged with a time out. Example: Player charged

with delay of game. If still not ready to resume play after 10 seconds - time

out charged. If after the time out still not ready, another 10 seconds - second

time out charged (See 7.8).

25. FORFEITURE

Once a match has been called, both teams should report immediately to the designated

table. If a team has not reported to the table within three minutes, they should be

recalled. A team, upon being recalled, must report immediately to the table in order to

stop the forfeiture process.

25.1 A recall is made every three minutes. Penalty for second and subsequent

recalls is forfeiture of a game.

25.2 If a team has forfeited any games due to recalls, they get the choice of side

or serve once play begins.
25.3 Enforcement of this rule is the responsibility of the Tournament Director.

26. TECHNICAL FOULS

If in the judgement of an authorized tournament official, either team competing

in a match is at any time in flagrant or intentional violation of these rules of play,

a technical foul may be called on the offending team.

26.1 When a technical foul is called, play shall stop and the ball awarded to the

opponent’s of the offending team at its three-man rod. One shot will be

taken after which play shall stop. If it scores or not, the ball shall be put

back into play at the spot it was when the technical was called. If the ball

was in motion, it will be put back into play as if it had been declared dead

at the spot. (except as provided in 14.1)

26.1a A player is considered to have taken a technical foul shot once the ball has

left the three-man rod. A player is considered to have blocked the shot

once the ball has either stopped in or left the defender’s area.

26.2 On a technical foul shot, the ball must be put into play before shooting (see

8.1). Furthermore, all rules, including time limits and resets, still apply.

26.3 A team may switch positions before and/or after the technical foul shot

without being charged with a time out (see 12).

26.4 Time outs may be called during a technical shot, as long as they would

otherwise be legal (see 7).

26.5 A point scored on an illegal technical shot shall not be allowed, and play

shall resume at the spot the technical was called.

26.6 If a technical foul shot ends the game, the opposing team gets the first serve

of the next game.

26.7 Further violations of a flagrant or intentional nature shall carry additional

technical fouls. A third technical foul in any one game shall result in an

automatic forfeiture of the game. Also, the official may announce at any

time after the first technical foul is called on a team that further violation

by that team shall be cause for forfeiture of the game or match.

27. RULES DECISIONS AND APPEALS

If a controversy involves a question of judgement, and the official is present at the time

the events in question transpired, his decision is final and no appeal may be made. If the

controversy involves an interpretation of the rules, or the official was not present at the

time the events in question transpired, the official shall make the most equitable decision

possible under the circumstances. Decisions of this nature may be appealed, but it must

be done immediately in the manner prescribed below.

27.1 In order to appeal a rule interpretation, a player must file that appeal with

the official before the ball being played at the time of the controversy is

put back into play. An appeal concerning the loss of a match must be

filed before the team that won has begun its next match.

27.2 All rules appeals shall be considered by the Head Official and (if present) at

least two members of the officiating staff. All decisions on appeals are final.

27.3 A team making an unsuccessful rules appeal of an obvious nature, or a team

that questions a judgement call, will be charged with a time out. In addition,

the team may also be penalized for delay of game, at the discretion of the

official.

27.4 Arguing with a Certified official during a match will not be allowed.

Violation of this rule will be grounds for a delay of game penalty and/or a

violation of the code of ethics.

28. CODE OF ETHICS

Any action of unsportsmanlike or unethical nature during tournament play, in the

tournament room, or on the grounds of the host facility, will be considered a violation of

the Code of Ethics.

28.1 Penalty - the penalty for breaking the Code of Ethics may be forfeiture of a

game or match, expulsion from the tournament, and/or a fine. Whether

or not the Code of Ethics has been broken, and what is the appropriate

penalty for the infraction will be determined by the Disciplinary

Committee of the USTSA.

29. TOURNAMENT DIRECTOR

The administration of tournament play shall be the responsibility of the

Tournament Director. This includes making the draws, scheduling the events, timing

matches, etc. The decision of the Tournament Director in such matters is final.

29.1 All matters pertaining to rules of play (appointing officials, handling

appeals, etc.) shall be the responsibility of the Head Official. The

Tournament Director is responsible for appointing the Head Official.

Description of Games

A. GOALIE WAR

Goalie War is a singles specialty event where the three and five-man rods are lifted

up, and the defenders play against each other.

1. The Serve

The ball must touch two men and then be stopped for a full second before

a shot may be attempted. Violation is loss of possession.

1.1 Time limits start one second after the ball has touched the second man.

2. Possession

In order to shoot the ball and score a point, a player must have possession

of the ball. If the ball is in a player’s defensive area, that player has possession

of the ball. However, if the ball is in the center of the table, the player

who last had the ball in his defensive area loses possession of the ball to the

other player.

2.1 A player’s defensive area is defined to extend from the back wall to the end
of where the two-man rod reaches. The center of the table is the remaining

area of play.

2.2 A ball that strikes any rod, player figure, or bumper in the center of the

table is still considered a live ball. These rods play no part in determining

possession of the ball.

2.3 If a ball leaves the playing area and strikes a foreign object, the ball is reserved

by the player who originally served the ball.

2.4 If player A shoots a ball that never reaches player B’s defensive area, player

A must first stop or control the ball, and then give the ball back to player B

to re-serve. In particular, a shot that bounces back and goes in the shooter’s

goal counts, since that player must first stop and control the ball.

3. Time Limits

There is a ten second possession limit in the defensive area. In addition,

once the ball is stopped or pinned for more than three seconds, the ball

must be moved to another man before a shot is attempted.

4. Time Outs

You are allowed two time outs per game.

B. FOUR ON FOUR

Four on Four is a specialty event where there are four players on a side, with each

player holding a single rod.

1. Change of Positions

1.1 If a team scores a point, they must rotate positions before the next point:

the player on the three-man rod moves to the goalie-rod, while the players

on the goalie, two-man and five-man rods move to the two-man, five-man

and three-man rods respectively.

1.2 A team may also change positions before the start of the match or between

games. However, no other changes of positions will be allowed.

2. Legal Shots

2.1 The game is played rollerball style, i.e., a ball may not be pinned for more

than three seconds or stopped for more than one second, and there is a ten

second time limit per rod.

2.2 Once a ball is stopped or pinned, the player must make sure the ball touches

another man of the same team (on any rod) in order to score a point.

2.3 If a point is scored illegally, the ball shall be re-served by the opposing team.

3. You are allowed two time outs per game. However, you may not

call a time out while the ball is in play.

C. TWO-BALL ROLLERBALL

Two-Ball Rollerball is a specialty event played with two balls served at the beginning

of a point.

1. Time Limits

The game is played rollerball style. A ball may not be pinned or stopped for

more than one second, and there is a ten second time limit per rod. A shot

may be directly scored from a pinned or stopped position if it is done immediately.

2. Serving the Ball

2.1 At the start of a point, each forward should serve their ball on the count of

three. Both balls should hit the playfield within one second of the three

count.

2.2 If a ball goes off the table, and no balls have been scored yet, both balls shall

be re-served. Otherwise, the team scored upon serves the remaining ball.

3. Scoring

3.1 If each team scores a goal, then neither team receives a point. Two balls are

re-served.

3.2 If a team has scored the first ball, they may stop play any time they have

control of the second ball and take one point. If a team elects to take the

point, two balls are re-served.

3.3 A team that scores both goals gets two points. Two balls are re-served.

3.4 A shot that goes “in and out” does not count as a goal scored in Two-Ball

Rollerball (rather, play continues).

4. You are allowed two time outs per game. However, you may not

call a time out while the ball is in play.

D. FORWARD SHOOTOUT

Forward Shootout is a singles specialty event where the players alternately shoot

technical foul shots on each other.

1. The Serve

The ball is placed on the three-man, and then must touch two men and be

stopped for a full second before a shot may be attempted. Violation is loss

of possession.

1.2 The first serve of the match is determined in the usual fashion by a flip of

the coin.

1.3 The serve alternates between players for the remainder of the match.
2. Shooting

The ball is considered to have been shot once it leaves the forward’s threeman.

The ball is considered to have been blocked once the ball had either

stopped in or left the defender’s area.

3. Time Limits

The usual time limit (15 seconds) applies on the three-man. Time limits

start one second after the ball has touched the second man.

4. You are allowed two time outs per game.

E. ROTO DOUBLES

Roto Doubles will be played the same as an Open Doubles match with the following

exceptions:

When a team scores a point, they switch positions and remain in that position

until they score another point. You cannot switch on dead balls or

during a time-out, only when your team scores.

F. THREE ON THREE

Three On Three is played just like Open Doubles, except with 3 players and all

players must play the same position throughout the game. Player #1 plays the

three and five man rods, while Player #2 plays the two man rod and Player #3

plays the goalie position.

THREE ON THREE ROTO

Three On Three Roto is played like Three On Three including the starting positions.

However, the players must rotate one position to the right upon their team scoring.

USTSA Dress Code

The following Dress Code will be strictly adhered to. NO EXCEPTIONS.

• Pro players are required to wear a shirt with a collar. Pro players are encouraged

(but not required) to have their name embroidered or printed above the right pocket.

Semi-Pro players should try to dress in a similar manner, but they may wear collarless

shirts if they so desire.

• Dress jeans or slacks are required for all players. Shorts are acceptable.

• Tasteless or profane clothing will not be allowed.

• Visors and baseball-style hats are allowed.

• Shoes are required for all players.

Failure to meet the Dress Code may result in forfeiture of a game or match. Players in

improper attire will not be allowed at the discretion of the Tournament Director.

22 Maintenance Guide

Tornado Table Soccer Maintenance Guide

Route Tool Box Kit Parts Inventory Per 10 Tables

Several cleaning rags 4 - two man rods

Spray bottle of 1/2 409 and 1/2 ammonia 2 - three man rods

Drip bottle of pure Tornado silicone 1 - goalie rod

Bearing wrench 1 - five man rod

1/8” Square drive screw driver 2 - handles

#2 Phillips screw driver 10 - roll pins

Medium straight blade screw driver 6 - split bearings

Small pliers 2 - split bearing nuts

Small hammer 5 - men of each color

Roll pin punch 50 - balls

3/8”, 7/16”, 9/16” wrenches 1 - bottle Tornado silicone

Coin counting tube 4 - rod bumpers

Receipt book

Success in operating a Tornado Table Soccer table is no different from any other game

in the coin-operated amusement industry. The two most important steps are choosing

the best equipment and maintaining like-new playing characteristics. The best

equipment is determined by return on investment (R.O.I.). R.O.I. is determined by

player appeal, cost of maintenance, life expectancy, and trade-in or re-sale value. The

Tornado soccer table has far exceeded any other soccer table and most other games in

our industry on R.O.I. since it became the first domestic manufactured soccer table in

1970. Now that you have made the right choice of equipment, the remainder of your

success can be accomplished by following these proven steps for maintaining “likenew”

playing characteristics of your Tornado table.

STEPS TO FOLLOW

1. Open table and check under center ramp for overflow of balls.

2. Remove any foreign objects.

3. Remove right end feeder ramp and take coin box out. Vend table until all balls

are in the center of the feeder ramp. Change balls if necessary. Close the table

(do not lock). You can save time by working on two tables at a time if they are

close together.

4. Check for worn or broken parts. Replace if necessary. Attention! There are no

suitable substitutes for genuine Tornado parts. ROI will decline if substitute parts

are used.

5. Using your spray bottle, spray each rod while moving the rod back and forth on

both sides of bearing. The movement and spray will loosen any old silicone and

dirt. Now spray each corner of the playfield and apply a light coat to the playfield.

6. Using the rod rag, wipe down each rod starting on one side then wiping the other

side. Wipe off by pushing the rod all the way in and grasping either the man or

the handle, depending on which rod you are at. With rag in hand, grasp the rod

at the rubber bumper and wipe towards you. Now pull the rod through the bearing,

grasp the rod again at the outside of the cabinet and wipe towards you to the handle

or the end of the rod. Do this to one complete side of two tables. At this point all

rods should be pushed in.
7. Returning to the starting side, place two or three drops of Tornado silicone on

each rod by the bearings. With your silicone rag, wipe off the excess silicone in

the same manner you wiped the rods after spraying. At this point check your

rods for small repairable bends. Single bends can usually be corrected by turning

the rod slowly and looking for the low part of the bend. Once the bend is located,

turn the rod so that the bend is down. Pull the rod all the way out towards you

and apply pressure down on the handle. This is strictly an “ability to feel” operation

and takes practice. Soon you should be able to straighten a rod in seconds.

8. Using a clean rag, finish cleaning playfield then clean the remaining surface of

the table. Vacuum inside of table when necessary.

This entire operation on two tables should take

no more than 10 minutes with a little practice.

Tornado Table Soccer Assembly Guide

Dear Customer,

Welcome to the world of Tornado foosball table operation. While you could have

chosen a cheaper table, you could not have chosen a better one. You can look forward

to many years and tens of thousands of games from this unit. We at Tornado

look forward to your success and stand ready to serve you. Thank you again for

choosing “THE STANDARD”.

COIN-OPERATED PARTS KIT & ASSEMBLY INSTRUCTIONS.

# PART DESCRIPTION WHERE FOUND

4 - LEGS (nuts & washers included) IN TABLE BASE

4 - LEGS LEVELERS (lock nuts on legs) IN TABLE BASE

1 - READY RAMP (beside legs) IN TABLE BASE

2 - DOME NUTS ON HINGES

1 - COIN MECHANISM PARTS PACKAGE

4 - 1” COIN MECH BOLTS (cabinet) PARTS PACKAGE

4 - COIN MECH WASHERS (cabinet) PARTS PACKAGE

2 - 1/2” COIN MECH BOLTS (attach to ball trap) PARTS PACKAGE

2 - NYLON LOCK NUTS (for ball trap bolts) PARTS PACKAGE

1 - PUNCH (for removing pins/men & handles) PARTS PACKAGE

1 - HEXAGONAL BEARING WRENCH PARTS PACKAGE

10 - SCORE DISKS (5/natural, 5/black) PARTS PACKAGE

4 - SCORE POSTS (with 4 screws) PARTS PACKAGE

2 - SCORE POST RODS PARTS PACKAGE

1 - SILICONE (2 oz. bottle) PARTS PACKAGE

15 - FOOSBALLS

Assembly Instructions For Coin Table

1. Remove all parts and accessories from table and check against above list.

2. Stand base on its end and install legs with nuts and washers on inside of table.

Using a 9/16” wrench, tighten each leg nut until snug. DO NOT OVERTIGHTEN!

Place lock nut on leg levelers. Screw leg levelers in completely.

3. After standing the base on all fours, remove dome nuts from hinges. Install the

cabinet top on the base by connecting the hinges with the top in a vertical position

(it’s easier), close table, reinstall dome nuts on hinges, then open table. Now

place the propstick (in base) on the indicated nut. Place ready ramp in base.

4. COIN MECHANISM: Install two 1/2” bolts from bottom into coin mech where it

attaches to ball trap gate. Insert mech thru hole in cabinet base and attach to

ball trap gate. Affix mech with four 1” bolts and washers from inside thru holes

provided in cabinet. Place nylon lock nuts on bolts at ball gate and test while

still loose. If satisfactory, tighten bolts snugly. Close table.

5. Install ashtrays in holes provided. Mount score assemblies in holes provided

(each color on respective end). Place 1 drop of silicone on rod outside of wall to

lubricate each bearing. 15 balls are suggested for normal operation. Then retest

the coin mech and you’re in business. GOOD LUCK!

NOTES

Over 30 years of

performance has proven

that TORNADO sets the

standards of the table

soccer industry.

For high quality and

durability, TORNADO IS

THE STANDARD.

U.S.T.S.A. Headquarters

201 S. Henry Street

Bay City, MI 48706

ph: 989.893.1800

STANDARDIZED SET OF RULES • N

ATIONAL AWARDS PROGRAM • MEMBERSHIP CARD AND SANCTION PIN • INCREDIBLE LAS VEGAS CHAMP

IONSHIPS • WEB SITE: WWW.VIFA.COM • TABLE TALK MAGAZINE

• EQUITABLE HANDICAPPING SYSTEM • USTSA MEMBERSHIP • GREATWAY TO MEET PEOPLE • AN ABSOLUT

E BLAST FOR THE ENTIRE FAMILY •

foosball leagues.

JOIN TODAY Ask Your Server For Details Or Call:

Amusement Owners & Players Take Note...

Call 800.544.1346
