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Introduction

It’sthe most popular racket sport intheworld. The
second most popular participation sport. Ask most
people to name this sport, and they’ d immediately
name that other well known racquet sport. But
they’ d be wrong.

You know what sport we are talking about or you
wouldn’t bereading this. Most peoplethink of table
tennisas”ping pong” - agamewhereasmall white
ball ispatted back and forth until someone misses.

At therecreational level, about all anybody doesis
pat the ball back and forth. Thisiswhereitsimage
as an easy sport probably came from, as it does
take practice to learn to keep the ball going at a
fast pace. But oncelearned, it'saskill for life. Itis
hoped that this guide will help you to help others
in developing thisskill. Perhapsit will help you as
well.

USA Table Tennis (USATT) has over 7,000 sanc-
tioned tournament players and 230 clubs nation-
wide. They participate in over 250
USATT-sanctioned tournaments annually.

USATT Headquarters is located at the Olympic
Training Center in Colorado Springs, Colorado. If
you have questions or problems, feel freeto call or
send a letter:

USA Table Tennis

One Olympic Plaza
Colorado Springs, CO 80909
Phone: 719-866-4583

Fax: 719-632-6071

Emall: usatt@usett.org
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TABLE TENNIS

Certification asaningtructor isopento thosewith any
coaching or teaching experiencewith childrenand who
takethe USAT T’ syouth instructor certification test.
If youwish to further your coaching education, the
USATT hasfivelevelsof certification for coaches:

1. Youth Instructor

2. Club Level Coach

3. Sate Level Coach

4. Regional Level Coach
5. National Level Coach

Higher certification involvesfurther requirements.
Contact USATT for additional information.

It is assumed that the reader has had some experi-
ence with table tennis, whether that be from regu-
lar play at aclub and tournaments, from USATT’s
three-hour instructor’s course, or even just an im-
promptu demonstration by alocal player. However,
you do not need to be an expert on table tennis to
teach the game. What is important is a desire to
teach table tennis and an enthusiasm about the
sport. If you have these characteristics, the students
will pick up onit and they too will be enthusiastic.
Then atable tennis class will be a rewarding and
enriching experience, both for you and for those
you coach.

— ¢
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Coaching Philosophy

There isahuge difference between coaching chil-
dren and teaching older athletes. In these pages,
we are primarily interested in coaching children,
and thisisthe type of coaching which will be em-
phasized.

Young athletes often look upon sports differently
than adults. They participate to have fun. Know-
ing this, what type of coach should you be? There
are three basic types: the command style, the sub-
missive style, and the cooperative style.

Command Style

The command style gives out orders, rules, and
rigid discipline. This coach carries a verbal whip
as he/she attempts to whip hig/her charges into
shape. He/she knows what is best and no
ten-year-old should question that!

The command style, asyou can probably guess, is
apretty poor method of coaching - at least for chil-
dren. It takes the fun out of the game and ends up
with kids disliking both the sport and the coach.
The command style should be avoided whenever
kids are being coached.

Submissive Style

The submissive styleletsthe students do what they
want, with very little leadership. Thisis basically
a babysitter style, where the coach tosses out the
ball and lets the kids do what they want. Although
it is preferable to the command style, it is not a
good method of coaching.

Cooperative Style

The cooper ative style is the midpoint between the
command and the submissive styles. This type of
coach realizes that coaching is a two-way street.
The kids do have input, and the coach who real-
izes this fact is well on his’her way to being an
excellent coach.
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Obviously, even the cooperative style has varia-
tions. You may wish to adopt it, yet tend toward
either the command or submissive style. Some-
timesitisbest to use different methods depending
on the situation and the students involved. Your
job as a coach is to decide what is best for your
athletes.



History of Table Tennis

The exact origin of table tennisisunknown. It be-
gan sometime in the 1890’s as a parlor game and
swept the country asacraze which soon died down.

It became popular again in the 1920's, and ping
pong clubs were formed all over the world. The
origina name, Ping Pong, was acopyrighted trade-
mark of Parker Brothers. Therefore, the namewas
changed to table tennis. The International Table
Tennis Federation (ITTF) wasformed in 1926.

Asaparlor game, the sport was often played with
cork ballsand vellum racquets. (A vellum racquet
had atype of rubber stretched on atwisted stick.)
In the 1920’s, wooden racquets covered with rub-
ber “ pips” werefirst used. Thesewerethefirst hard
rubber racquets, and they were the most popular
type of racquet used until the 1950’s.

During that time span, two playing styles domi-
nated - hitters and choppers. Hitters basically hit
everything, while choppers would back up ten or
even twenty feet, returning everything with back-
spin. A player’s attack with hard rubber was se-
verely limited and so more and more choppers
dominated. This became aproblem whenever two
of them met since both would often just push the
ball back and forth for hours, waiting for the other
to attack and make an error. One match at the World
Championships lasted over 12 hours. This was
stopped by the advent of the expedite rule. Seethe
enclosed Laws of Table Tennis for additional in-
formation on expedite.

In 1952, a relatively unknown Japanese player
showed up at the World Championships with a
strange new type of racquet. It wasawooden blade
covered by a thick sheet of sponge. Using this
racquet, he easily won the tournament, and table
tennis has never been the same since.

Over the next ten years, nearly all top players
switched to sponge coverings. Two typeswere de-
veloped, inverted and pips out. The inverted type
enabled players to put far more spin on the ball.
Both types made attacking and counter-attacking

easier. The U. S., which was a table tennis power
up until that time, was slow to make the change.

Intheearly 1960's, playersbegan to perfect sponge
play. First they developed the loop shot and soon
looping becamethe most popular style. Spin serves
were developed, as was the |ob.

Today, players from Sweden, France, China, and
Korea dominate international competition.

Instructor’s Guide to Table Tennis
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Equipment

Even when dealing with older athletes, it is often
the responsibility of the coach to help in choosing
the equipment. When dealing with younger chil-
dren, however, the coach must take over almost
soleresponsibility of choosing what equipment his/
her charges should use. Children may not know
the difference between the different racquet sur-
faces. After reading thischapter, you should be able
to help guide kids into using adequate equipment.

Two common types of racquets are hard rubber
and sandpaper. Sandpaper isillegal since it mars
the ball. Neither gives the player the opportunity
to play the game as it can be played with sponge
racquets.

It is strongly recommended that kids be supplied
with spongeracquetsif at all possible. Sometimes
this equipment is not available. If not, the situa-
tion is not a disaster, merely a handicap. If the
switch can be made to sponge later on, you should
do so. Avoid sandpaper at all costs!

Hard rubber was used by the best players in the
world from the 1930’'s until the 1950’s, when

spongewasinvented. Hard rubber issimply asheet
of rubber with “pimples’ on it. The pimples are
conical-shaped bits of rubber which enable the
racquet to “ grab” the ball more than without them.
They were successful intheir time, but inthe 1950's
the sponge revolution changed the game.

Spongerubber ishard rubber with asheet of bouncy
sponge underneath. This type of surface enables
you to hit the ball harder, put more spin on it, and
keeptheball in play at afaster pace. Thisissome-
thing that is difficult with other surfaces.

If the pimples on the rubber sheet are facing out-
ward, asin hard rubber, the sponge rubber iscalled
pips out sponge. A variation of thisis having the
pipsreversed, sothey point inward, giving asmooth
and often sticky surface. This is called inverted
sponge. It isthe most common type of surface used
by tournament players. It enablesthe player to put
more spin onthe ball and to keep the ball in play at
afast pace.

Althoughinverted spongeisusually recommended
for advanced players, at the beginning level it is
important that some type of spongeis used. Hard

rubber is acceptable for students;
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but asthe playersadvance, itisin
their best interest to switch to

sponge.

Two typesof sponge rubber merit
special attention. They are
antispin and long pips.

Antispin is a type of inverted
sponge where the surface is very
slick, sotheball slidesonit. Spin
does not take on it. It is good for
defensive play but difficult to at-
tack with. Unless the player you
are coaching isadefensiveplayer,
he/she should not use antispin (at
least not at this stage).
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Long pips is pips out sponge where the pips are
extralong and thin. They are similar to antispinin
that they are mostly for defensive play. They pro-
duce strange effectson the ball, and for thisreason
they should not be used at this stage. These effects
are caused by the tendency of the pips to bend,
producing different types of shots. The pips aso
return any spin given to them (changing topspinto
backspin and vice versa) rather than putting on their
own spin. This can be confusing to kids.

Theracket isnot asimportant at thislevel asisthe
surface. It is best to get the sturdiest ones so they
will last.

The table itself is not too important. Top players
are very picky about the table, but that will come
later on. A bigger problem isgetting enough tabl es.
Idedlly, you want one for every two players. Since
you cannot always have that, waysto deal withtoo
few tables will be dealt with later on.

Any net that isreasonably tight and six incheshigh
will do. Netsdo have atendency to sag after atime,
especiadly if treated roughly. Theinstructor should
check the nets periodically to make sure they are
securely in position.

The ball can be of two basic types: good or inex-
pensive. Good are listed as 3-star balls, although
some 2- and 1-star ballsare decent. They cost $1.00
to $1.25 each but last along time. They also givea
good bounce.

You can also get 0-star balls for $0.30 or so each.
Thesenot only don’t bouncewell - they break very
easily. Itisrecommended that you use at least 1-star
balls and preferably 3-star balls. In the long run,
they are cheaper and last longer.

Table tennis clothing requirements are simple.
There are special shoes madejust for table tennis,
but they are not really necessary at thislevel. Ten-
nis shoes or something similar isfine. Shorts and
a non-white shirt (except when orange or yellow
ballsare used) finish aplayer’souitfit, although long
pants are okay.

Care of equipment becomes very important when
dealing with children. Damage to equipment can
be avoided if the coach stresses from the start the
importance of treating the equipment correctly.
This means no banging or throwing racquets, no
hitting or shoving of thetable, and no sudden yanks
to the net. Make it clear from the start that poor
treatment of equipment will not be tolerated.

Care of sponge rubber should also be stressed. In-
verted surfaces are especially delicate and need to
be cleaned regularly. Clean the surface with plain
water, wiping it clean with atowel.

Sponge rubber wears out after afew months. Many
advanced players change their racquet surface ev-
ery week! Most players cannot afford that, of
course. But the surface does need to be changed
periodically (at least every six months to a year).
As a player advances, he/she might choose to
change more often.

Sponge rubber is sold in square sheets which is
attached to the racquet with specia table tennis
glue. Directionsfor doing so comewith the sponge
rubber. There are many manufacturers that sell
sponge rubber sheets as well as other table tennis
equipment. Contact USATT for alist of approved
manufacturers and distributors.

Instructor’s Guide to Table Tennis

=2



Teaching the Grip

The most dominating grip in table tennis today,
used by over 90% of American players, is the
shakehands grip. The shakehandsgrip isthe most
popular and will be the one taught here. It is the
most versatile and popular grip in the world. It is
recommended that all students usethisgrip unless
they already use or have a strong preference for
one of the other grips.

The grip isthefirst thing you will teach your class.
Line them up against a wall and show them how it
isdone. Then havethemall try it. (It isassumed that
they all have a racquet to use.) Go down the line
and check each grip, making corrections when nec-
essary. Praise them for doing it correctly. Even the
least coordinated students can do the grip properly,
and the coach should give approval for doing so.

Shakehands Grip

To check thegrip, you will of course haveto know
how to do it yourself. The shakehands grip is easy
to learn. It isdone as follows.

» Start by “shaking hands’ with the racquet
handle. Now extend your index finger along
the bottom of the blade. This gives extra sta-
bility to the blade.

TR
Shakehandsgrip - forehand side.
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* Now check the thumb. It should be along the
bottom of the blade, on the opposite side from
your index finger. The thumbnail should be
per pendicular to the blade. The soft part of the
thumb should not be touching the blade.

Now check the crook of the thumb and fore-
finger. The blade should rest there, perhaps a
little to the index finger side but never on the
thumb side. The exact placement can be var-
ied somewhat.

e Withthisgrip, there are now two anchors- the
thumb and index finger and the last three fin-
gersaround the handle. In addition, themiddle
finger helps support the weight of the blade.
With the fingers in proper position, the blade
is very stable. When hitting a backhand, the
thumb gives a firm backing; when hitting a
forehand, the index finger does this.

Oncethe studentshavelearned to grip the blade
properly, you are ready to start!

Shakehands grip - backhand side.



Getting Started

Children have not developed their hand/eye coor-
dination to the extent that an adult has. What seems
simple to an adult can be very difficult for kids.
Often when an adult is coaching a child, they are
working on different wavelengths. Theadult istry-
ing to teach the child to hit the ball on the table.
Thekid is struggling just to hit the ball. It may be
difficult for many adults not experienced with chil-
dren to perceive this. To a child, just hitting the
ball with the racquet can be difficult.

Now that the kids know how to hold the racquet,
the first inclination might be to send them out to
the table and start teaching them the strokes. But
that would be premature. You have to work up to
it. Thekidswill hit the ball everywhere but on the
table and will not be able to learn much of any-
thing.

Before sending them to the table, have them prac-
tice bouncing the ball on the racquet. For elemen-
tary school children, that can be surprisingly tricky.

See how many times they can bounce the ball up
and down on the racquet. Make a game out of it -
see who can do it the most number of times. Have
them do thisfor five minutes or so both now and at
the start of each classfor thefirst few weeks. Itisa
perfect way to develop hand/eye coordination to
the point wherethey will soon be ableto hit amov-
ing ball and keep it on the table. Make sure they
use the proper grip while bouncing the ball.

Variations of this game can be done. After they
have become proficient at ball bouncing, havethem
bounce the balls on the floor with the racquet. Or
have them try bouncing the ball on the racquet but
using alternate sides of the racquet.

Relay races are also great fun. Make up teamsand
have them race while bouncing the ball up and
down or against the floor. The kids will have so
much fun, they won’t even realize how much prac-
tice they are getting.

Bouncing a ball on aracket helpsincr
coordination for young beginners.

Instructor’s Guide to Table Tennis
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Explaining Spin

If anything differentiates table tennis from other
sports, it is spin. Most ball sports use spin in some
way, but none to the extent table tennis does. At the
higher levels, the spin becomes so extreme asto be
unimaginable by those not experienced with it.

At thelower levels, the spin takes on lesser impor-
tance. Only two spins are used: topspin and back-
spin. Neither are produced to any great extent.
However, without knowledge of and ability to use
and deal with spin, no one (including children) can
develop afull appreciation of the game.

If you hit aball so that the top of the ball isrotating
away fromyou (and the bottom rotating toward you),
you have produced topspin. Topspin is used on
nearly all attacking shots. A ball hit with topspin
will sink faster than one without it. This makes the
ball drop on the table even if it is hit hard. Without
topspin, most hard hit shots would go off the end.

Backspin is the reverse of topspin. If you hit the
ball so that the top rotates toward you (and the
bottom away from you), you have produced back-
spin. Backspin is mostly a defensive spin, used to
maketheball travel inalineand control it. It makes
the ball rise - or it would, except gravity counter-
acts it. The two balance out, so the ball tends to
travel in astraight line.

This would not be good if you hit the ball hard.
The ball would go straight off the end with the
backspin keeping it from dropping. However, by
making the ball travel in a line, the ball can be
made to stay at just above net level for a greater
period of time. This makes it easier to keep the
ball low throughout its flight and keeps the oppo-
nent from smashing it.

Kidsdon’'t really need to know all the theory about
spin. It’s enough if you explain to them that top-
spin forces the ball down and backspin slows it
down. Then you only have to explain how spinis
produced, which is used on what shots, and how
to handle the different spins.
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Topspin is produced by hitting the ball with an
upward motion. The more you graze the ball, the
more spin you get. Demonstrate this for the stu-
dents by holding aball in your free (non-racquet)
hand and demonstrating atopspin stroke and con-
tact with your other (racquet) hand. Thekids should
be able to see how the spin is produced. Thiswill
be elaborated on in the sections on the forehand
and backhand drives.

Backspin is produced the same way but with a
downward motion. This too can be demonstrated
for kids by holding the ball and showing the stroke
and contact. Thiswill be elaborated on in the sec-
tion on push.

To return a ball with spin, you have to compen-
sate. For example, to return a backspin ball, you
have to aim up to compensate for the spin or the
ball will go into the net. To return a ball with top-
spin, you have to aim down or the ball will pop up
or go off the end.

Spinisalso used onthe serve. For kids, it isbest to
stick to simple topspin and backspin serves, but
later they may learn to put sidespin onthe serve as
well. It is up to you to decide what each child is
capable of doing and then teaching him/her what
he/sheiswilling and able to learn.



Explaining the Rules

There are a number of misunderstandings about
the rules of table tennis, and it is likely that your
students will all have vague but incorrect ideas as
to the actual rules. Explain the rules to them as
simply as you can, demonstrating as often as pos-
sible rather than just telling.

Shown below are important points that should be
explained. It is important that kids get the rules
right. It gives them a framework from which to
work. Without making the rules clear, they will
argue and bicker every time a disagreement about
rules comes up. Get the rules ingrained from the
start!

Scoring

* Thegameis 21 points.

* A game must be won by two points.

* Servesareaternated every five points, except
at deuce (when they are alternated every point).

* Thegamedoesnot end at 7-0 or any other score
except 21 or deuce.

Serving

e The bal must be held in an uncupped hand,
with the thumb free.

e Theball must be tossed up at least six inches.
The net is six inches high and can be used for
comparison.

* Theball must be struck whileit is dropping.

» Contact must be above the table level and be-
hind the endline or its imaginary extension.

» Let serves (servesthat nick the net but hit the
other side of thetable) are taken over. You can
serve any number of let serves without losing
apoint.

You can find the complete rules of
table tennis at the USA Table
Tennis home page at
www.usatt.org (click on
“Rules of the Game”).

Rallying

You may not volley the ball (hit it before it
bounces on your side of the table).

The rally continues until someone fails to re-
turn the ball.

You may not move the table or touch it with
your non-playing hand.

To start a game, one player hides the ball in
one hand under the table and the other triesto
guesswhat handitisin. Winner getsthe choice
of serving or receiving first (or choice of sides).

Instructor’s Guide to Table Tennis

=E



Multiball

One of the problems of teach-
ing young beginnerstableten-
nisisthat they just don’t have
the ball control to keep it go-
ing. Sinceneither can keepthe
ball going, neither gets great
practice. It would befar better
if they could hit with a stron-
ger player who could keep the
ball going to one spot so the
player can concentrate on one
shot. But thisisusually impos-
sible. There are more young
players than there are good
players. However, thereisone
way to improve - multiball.

To use multiball, you must

have a bucket of balls avail-

able. One person (the instruc-

tor at first although later the kids themselves can
learn to do it) feedsthe balls to the person practic-
ing. He/she does so by hitting the balls with hig/
her racquet in whatever fashion is desired to the
spot where the player is waiting. The bucket is
placed on the table near the net, and the feeder
standsto thelefthand side of thetable (the righthand
side if theinstructor isleft-handed).

The feeder can control the shots far better than if
he had to hit the player’s often errant shots. He can
go at whatever speed and paceis desirable for the

given player.

The only disadvantage of multiball isthat one per-
son does haveto feed. However, abeginning player
gets well over twice as many good shots off in a
given timethan would be possibleif hitting with a
partner. This may make it worth the effort. Thisis
an especially good method to get players started
off on each stroke before sending them off to the
table to hit among themselves.
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During multiball, the co

ach grabs bI out of a box
and hitsthem at the player.

What seemsto work best isthe following schedule.

*  Whenever anew strokeisintroduced, start with
ademonstration so the students know what they
are supposed to do.

e Have them line up and do multiball with the
coach one at atime. Here it would be advanta-
geousto have more than one coach so the play-
ers can spend more time hitting and less time
waitinginline.

» After each child has practiced the stroke to be
learned, they can be sent out to the table.

They will probably still hit the ball all over the
place, but they will do better than they would have
before. With practice, they will be able to do the
strokes acceptably and with time, they may sur-
prise you with their skill.



Teaching Simple Serves

To start with, you should teach your students to
serve topspin and backspin, with both the back-
hand and forehand. These four serveswill not only
be useful in gamesbut will also allow them to serve
in such away asto start good rallies during prac-
tice.

Make sure you have explained the difference be-
tween topspin and backspin before teaching these
serves. Also make sure they understand the ser-
vicerules.

Once demonstrated, the kids should be sent out on
the table to practice their serves. They should not
rally at thistime. Have one serve the ball and the
other catch it and serveit back. Givethem goalsto
work towards, either a certain number of good
servesin arow or a specific target on the table to
hit a certain number of times.

Some children will have trouble doing a six-inch
toss and making a good serve. For these players,
you can help by guiding their playing armsthrough
the stroke. You should still let them do the toss
alone, however.

To teach atopspin serve, havethem hold theracquet
soitisperpendicular to the floor. Have them con-
tact the ball on the back towards the top with an
upward and forward motion. Show them how to
graze the ball for maximum topspin. This serve
can be done either forehand or backhand, which-
ever is easier for the child. However, they should
eventually learn to do it both forehand and back-
hand.

A topspin serve, once learned, can be served very
fast. Players should see how fast they can serve
the ball and still keep it on the table. For maxi-
mum speed, do not graze the ball too much. Have
theball sink mostly into thewood and swing mostly
straight forward. Try to have the ball hit the table
as close to the endline on the far side as possible.
If it lands too short, the serve can be served faster.
If it lands too deep, it's been served off the end.

To teach a backspin serve, have him/her hold the
racquet so the hitting surface is pointing mostly
upward at about a45 degree angleto thefloor. The
specific angle depends both on the type of racquet
surface, the speed of the racquet at contact, and
how finely the ball is grazed. This is true on all
serves, but especially with backspin and sidespin.

Contact the ball on the back towards the bottom
with adownward stroke. Again, stressthat the more
you graze the ball, the more spin. This serve can
also be done both forehand and backhand, and both
ways should be learned.

On all serves, the points that should be stressed
are:

* Keeptheball low.

» All serves should be served with as much spin
or as much speed as possible.

* All serves should be aimed at a particular part
of the table, not just served in the general di-
rection of the far side.

* Servewithagenera planin mind. If you want
atopspin return, serve topspin. If you want a
backspin return, serve backspin. Of course, this
isjust agenerality. You can’t force your oppo-
nent to return the ball the way you want. But
you can try.

« Makesurethe serveislegal!

On the following pages, you will find sequences
of the forehand and backhand topspin, backspin
and sidespin serves.

Instructor’s Guide to Table Tennis
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Backhand Backspin Serve
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Backhand Sidespin Serve -
similar to a backhand
backspin or topspin serve
except racket moves side-
~ waysinstead of down or up
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Teaching the Strokes

The best way to teach a stroke is to know it well
yourself and have experience teaching it. In these
next few sections, we will first go over how the
stroke is done and then common mistakes which
students make.

Onething to noteis that although kids don’t have
the hand/eye coordination of adults, they are natu-
ral imitators and will mimic a perfect stroke much
more easily than an adult. Rather than tell them all
thefiner pointsof each stroke, learn to demonstrate
and then fix individual problems.

Thebest way to teach astrokeisto guidethe player
through it. Methods for doing so will be explained
in each section asthey come up. There are several
problems you will encounter, however. First and
foremost will be the player’s own resistance. Not
intentional resistance, but most kidstense up when
learning a new stroke. You' Il be surprised at their
strength! Tell them to relax the arm. You should
guide the stroke until they have the fedl of it, first
without the ball and then with it. Then have them
practice the stroke afew times on their own with-
out the ball.

It will be shown how to guide a player through a
stroke, both for lefthanders and righthanders. It is
assumed that the instructor is righthanded. If you
are lefthanded, reverse the instructions, teaching
lefthanderstheway it isexplained for righthanders
and vice versa.

Ready Position for Strokes

Beforeteaching any strokes, you should teach your
kids how to stand at the table. Have your players
stand inadlight crouch with the kneesdightly bent.
Weight should be on the balls of the feet, which
should be dightly farther than shoul der width apart.

Note that in table tennis, a player’s middle is his
playing elbow. Thisis because all shots rotate on
it, and the forehand and the backhand shots are
equal distance from it on either side. This means
that a player who favors neither side should stand
with his playing elbow lined up with the middle
line of thetable. Since most playersfavor thefore-
hand at least dlightly, they should stand with the
elbow alittle to the left of the middleline.
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Teaching the Forehand

The forehand driveisthe strongest shot in the game
because, unlike the backhand, the body is not in the
way during the shot. Also, the muscles used in the
shot are generally better developed than those used
in the backhand. It will likely become the best shot
for most of your players. It is done pretty much the
same way with all three grips. (Descriptionisfor a
right-hander, although sequence is of |eft-hander.)

Backswing

Rotate the body to the right at the waist and rotate
the arm back at the elbow. The elbow should stay
near thewaist. Weight should berotated to theright
foot.

During the backswing, the racquet should open
dightly. Theracquet tip and arm should point dightly
down, with the elbow at about 120 degrees or so.

Forward Swing

Start by rotating the weight forward onto the | eft
foot. Thisinitiates the forward swing. Now rotate
the arm on the elbow forward, keeping the elbow
almost stationary. The elbow angle should decrease
to about 90 degrees. The waist should be rotated
forward. Backswing and forward swing should be
one continuous motion.

Contact

Contact should be made at the top of the bounce, in
front and slightly to the right of the body. Thiswill
closeyour racquet asit contactstheball. Theracquet
should rotate around the ball, creating topspin.

Sink the ball into the sponge using the upward and
forward motion of the racquet. Stroke through the
ball - do not stop the swing at contact.

Follow-Through

Theracquet goesroughly to theforehead or around
theright eye, similar to asalute. Taller playersfol-
low through lower. Shorter players (and most kids)
follow through a little higher. Weight should be
transferred to the left leg, with the shoulders and
waist rotated to the left.
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Notes

The forehand smash is the same as the forehand
drive except harder. Use as much forehand snap as
possibleand put all of your weight behind the shot.
Sink the ball deep into the sponge and wood.

When guiding the player through the forehand
drive, make sure that he/she keeps his/her elbow
about 4 inches from the body. For a righthanded
player, you should keep your left arm on the
player’s playing elbow to keep it in place. Guide
his/her arm with your right hand, using your own
forehand stroke. Make surethe player standsat least
slightly sideways and strokes from the elbow.

For lefthanders, guide the stroke with your right
hand doing what for you would be a backhand.
Your right hand should be to the | eft of the child's
head. Hold his’her elbow in with your left hand.



Forehand Drive
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Teaching the Backhand

The backhand is the second shot to be taught. It
too can be done against backspin, but is best used
against topspin. Beginners should probably push
with their backhands against backspin, at least at
the start. It is not as powerful as the forehand.
Therefore, consistency and quickness are more
important. Itisdonedifferently with all threegrips,
but wewill only explain the shakehands grip back-
hand in detail. The others will be covered briefly.

Backswing

Rotate thelower arm and racquet towards the stom-
ach, bringing the racquet down to about tablelevel.
The racquet and arm should point slightly down-
wards, with the elbow at about a 90 degree angle.
Theracquet should open during the backswing. The
elbow itself stays stationary. Do not use the shoul-
der, legs, waist, etc., at any part of the stroke!

Forward Swing

Rotate the lower arm and racquet forward and
dlightly up on elbow. The elbow moves forward
just enough to keep the racquet going in a straight
line.

Contact

At contact, snap thewrist up and over theball, clos-
ing theracquet. Theracquet rotatesaround the ball,
creating topspin. For extra power, stroke straight
through the ball with less spin, sinking the ball
straight into the sponge and wood.

Follow Through

The arm continues to extend forward and slightly
up, with the elbow extending forward to keep the
racquet going in a straight line until the very end
of thefollow-through. At the end of the stroke, the
racquet should point a little to the right of the di-
rection the ball was hit. The elbow is now almost
fully extended.
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Notes

A backhand smashissimply avery hard backhand.
Use alonger backswing and snap the wrist hard at
contact. Thisisavery difficult shot, and most be-
ginners won't be able to do this shot for awhile.

When teaching the backhand, make surethe player
strokes the ball in front of the body, not from the
side. The backhand can be more difficult to teach
achild sincetheplayer haslessreach onthat side,
combined with short arms, therangeisrather small
(even for multiball).

When coaching arighthander, guidethe strokewith
your own backhand stroke. Your right hand should
be around the right side of hig’her body, guiding
his/her right arm. For alefthanded player, you can
either guide with your left hand or stand to the
player’sleft, facing him. Guidewith your right hand
and do what for you would be aforehand stroke.



Backhand Drive
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Teaching the Block

A block isasimpleway of returning ahard drive.
Itissimpler than adrive, and many coaches teach
it first for that reason. However, one of the worst
habits a player can get into is blocking too much.

A block can be done either forehand or backhand.
The stroke is similar to a drive except that there is
no backswing and very little follow through. There
is also no weight shift. A block is best described as
just that - ablock. Just stick the racquet in the way
of ahard hit ball. If the racquet angleis correct, the
ball will go back low and with a good pace.

Another difference in the block is that you should
contact the ball earlier. Takeit right off the bounce.
The block is most effective as away to return an
opponent’s drive as quickly as possible so as not
to give him a chance to keep attacking.

Later on, when you show your players how to do
table tennis drills, you will often have one player
attack with forehand and backhand drives, while
the other blocks.

The Block -
Forehand and Backhand

Backswing
Very little backswing. Just get the racquet into po-
sition so that the incoming ball will contact it.

Forward Swing
Very little, except on an aggressive block.

Contact

Thekey to blocking isto use the opponent’s speed
and spinto return the ball. Contact should be made
right after the bounce. Quicknessisthe key - you
don't want to give your opponent time to make
another strong shot.

Hold the racquet firmly and let the ball sink into
the sponge and trampoline back. At contact, move
the racquet forward some, more so against a slow
ball than against afast one.
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Follow Through

Although you have no backswing and hardly any
forward motion before contact, you do havetofol-
low through. Just move the racquet forward, rotat-
ing at the elbow.

BRRRRARAALL L . ‘
Backhand Block
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Forehand Block



Teaching the Push

The push is a passive backspin shot done against The push is done roughly the same with all three
backspin. It is generally done against a serve or grips. The following description is done for the
push which you don’t want to attack. It is mostly shakehandsgrip. Make the obvious adjustmentsfor
done with the backhand, as the forehand push is other grips.

slightly awkward and it is usually better to attack
on that side. The key is to push so the opponent
cannot attack effectively. Keep the ball low, place
it well, and give it a good backspin.

Backhand Push

Backswing

Point the elbow forward, open the racquet, and
bring the racquet backward, rotating at the elbow.
The elbow should not move much during the
stroke.

Forward Swing
Rotate the racquet forward and slightly down.

Contact

Beginners should contact the ball asit drops. Let
the ball fall onto the racquet, grazing the bottom
back of the ball to create backspin. More advanced
players can push quicker off the bounce, but for
kids that may be too difficult to control. Top play-
ersdo it both ways.

Follow Through

Do not stop at contact. Follow through by extend-
ing the arm at the elbow until it is amost fully
extended.

Backhand Push
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Forehand Push

(Description is for a right-hander, although se-
guenceis of left-hander.)

Backswing

The elbow should be slightly in front of the body.
Open theracquet and bring the racquet backwards
and up, amost to the right shoulder. The elbow
does not move throughout the rest of the stroke.

Forward Swing
Rotate the racquet forward and down at the el bow.

Contact

Contact is the same as on the backhand push. Let
the ball drop onto the racquet, grazing the bottom
back of the ball to create backspin.

Follow Through

Do not stop at contact. Follow through by extend-
ing the arm at the elbow until it is amost fully
extended.

The push isvery easy to teach, but it isdifficult to
teach good backspin. Thisis not important at this
stage. Guiding achild’sstroke should be easy since
the push is such asimple shot. Emphasize keeping
the ball low since many of your players will want
to send the ball high into the air. Also emphasize
that the push isa slow shot. Many of your players
will want to push the ball much too fast to keep it
on the table with any consistency.
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Teaching the Loop

Theloopisashot with excessivetopspin. The spin
is produced by grazing the ball in an upward di-
rection. A good loop is difficult for a beginner to
return without going off the end or at least pop-
ping up. It is easier to loop against backspin than
against topspin. It isprimarily a set-up shot, but it
can also be used as a putaway shot. It is best done
on the forehand side, but many players have de-
vel oped good backhand loopsaswell. The descrip-
tion below is for the forehand loop against back-
spin; inthenotesafterward the differencesfor loop-
ing against topspin are noted. (Descriptionisfor a
right-hander, although sequenceis of |eft-hander.)

Backswing

With your right foot dightly back, bend your knees,
rotate your hips, waist and shoulders backward,
and bring your racket and arm down and back by
dropping your right shoulder. Straighten your arm
so elbow isnearly straight, with your wrist cocked
down dlightly.

Forehand Loop vs. Backspin

Forward Swing

Start the forward swing by pushing off your back
leg and rotating your hips and waist forward. Ro-
tate your shoulders, pulling with your |eft.

Contact

Just before contact, snap your forearm and wrist into
theball smoothly but vigoroudly. (Beginnersshouldn’t
usewrist at first.) Contact theball asit dropsfor maxi-
mum spin and control, at the top of the bounce for
faster, more aggressiveloops. Contact ismadein front
and to the right of your body, immediately after the
shoulder and hip rotation. Contact isalifting, grazing
motion against the back of the ball.

Follow-Through

Arm should continue up and forward, finishing
with the racket somewhere around the forehead or
higher. Transfer your weight to your left foot.

Notes

Against topspin or a ball without backspin, the
stroke is the same except you don't lift the ball.
Backswing ismore backwards, not down. Forward
swing is mostly forward, and contact is more on
top of the ball instead of the back of the ball.




Games Kids Can Play

There areanumber of gamesyou can play besides
table tennis singles. Many of them involve having
more than two players to atable, which can be a
great help when you have too few tables. They
should bemixedin at varioustimesasabreak from
regular practice sessions. They are, aboveall else,
great fun for the kids, which is the basic reason
they are being taught table tennis.

Doubles

Tabletennisdoublesissimilar to tennisdoublesin
that you havetwo playerson aside, thusfour play-
ersto atable. There are afew differences between
doubles and singles, however.

First of all, the players must alternate shots. If
one player on one team hits the ball twice in a
row, that team loses the point. This enables all
participants to get an equal number of shots and
have equal fun.

In the situation where the teams are Players A
and C versus Players B and D, therotation is as
follows:

Player A servesto Player B

Player B returnsto Player C

Player C returnsto Player D

Player D returnsto Player A

Player A returnsto Player B (i.e. start over)

agrLODdDE

This rotation continues until a point iswon.

After Player A servesfivetimes, Player B (onthe
other team) servesto Player C. Player C then serves
to Player D, and therotation continuesin thisway.
The second differenceisthat all serves are served
diagonally from the server’srighthand court to the
receiver’ srighthand court. If the servehitsthetable
outside these courts, it isalost point.
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Brazilian Teams

For Brazilian teams, break the class into teams of
threeto five players each. Two teams play against
each other on each table - a great way to make up
for alack of tables!

The players on each team get into a line and the
first one from each team goes to the table. They
play out one point, and the loser of the point goes
to the end of thelinefor histeam. Thenextinline
takes over for him/her.

Thisis done over and over, with the winner of each
point staying on the table and the loser going to the
end of histeam’s line. The new person on the table
always serves. Scoreis kept for each team, with the
first team to reach 51 (or 31 if you want a shorter
game) wins, athough you have to win by two.

Canadian Singles

Canadian singlesisavariation of Brazilian teams.
Thistime, players play for themselves, with three
or more players on atable. The players get into a
singleline.

Thefirst two playersplay out apoint, with theloser
going to the end of the line. The next player goes
tothetable. Asin Brazilian teams, the new person
always serves.

Each player keeps score for himself/herself or you
can have someone score for everyone. The game
continues until someone has scored 21 points and
wins the game.

Ladder Singles

Arrange the tablesinto a specific numerical order.
Put your two weakest playerson thefirst table, the
two strongest players on the last table, and every-
body el sein between going from weakest to stron-
gest. Have them hide the ball to see who serves
first; and when everybody is ready, shout “GO!”
Everybody begins playing out points, alternating
serves. Thefirst person to score seven pointsyells
“STOP!” Everybody stops, and whoever isin the



lead at that time advances onetable toward thefirst
table. Theloser goesdown atable. Havethem hide
the ball again for service and continue as before.

If thereis atie when “stop” isyelled, play a sud-
den death playoff. One point wins. Havetheentire
classwatch - they’ll loveit!

The object of the game, of course, isto reach the
first tableand stay there. Thisiswhy you start with
the strongest playerson thelast table and the weak-
est on the first table. Note that whoever wins on
the first table and whoever loses on the last table
stay where they are.

If you have afew playerstoo many to have two to
atable, haveyour strongest playerssit out thefirst
round(s) by the last table. They should get in line
to get onto the last table. In this version, the loser
on the last table goesto the end of the line of those
sitting out and the first in line gets on the table. Of
course, if the player losesright away, he/sheis put
back off the table again. Thisis another reason to
put your strongest players on thefirst table.

Ash Tray Table Tennis

Ash tray table tennis is the same as regular table
tenniswith one exception: ash trays or similar ob-
jectsare placed onthetableat various points. There
aretwo waysof scoring: either play it straight with
the ash trays as obstacles or scoreonly if apointis
won by hitting an ash tray.

Sroking Contests

Two gamesthat can be played that al so help aplayer
practice his/her strokes are backhand to backhand
games and pushing games.

In the first, have them play out agame hitting just
backhandsfrom their backhand corners. (No back-
spinshotd!) If theball hitsto theright of themiddle
line (for righties), it isalost point. Lefties should
play together or you can have a lefty and righty
play the game hitting their shotsdown theline (par-
allel to the sidelines).

You can also set up a pushing game. Only back-
spin serves are allowed, and the players push all
over the table until one of them misses.

Relay Races

Asmentioned earlier, relay racesare great fun and
great for fitness. They can be done bouncing the
ball on the racquet, on the floor, or any other ver-
sion you can think of.

Table Tennis Olympics
Eventsinclude:

» Tabletennisball shotput

e Tabletennisball throw (if thereisroom)

» Tabletennissprint donewhile bouncing the ball
on racquet

» Tabletennistarget shooting - See who can hit
a target on the table with the serve the most
times

» Tabletennisobstacle course - Running around
and under pre-arranged tables

Add any eventsyou can think of!

Instructor’s Guide to Table Tennis

a1



Scheduling Practices

It is assumed here that the students you are teach-
ing are al beginners, meaning that they have not
been involved in organized table tennis. For this
level, thedrillsand practice sessions should be kept
simple. Yet variation isthe spice of life, especially
for young kids. They should begiven different drills
to try whenever possible. This doesn’t mean that
they can't ever do the same drill twice. Far from
it! But the same drills shouldn’t be scheduled ev-
ery day. New ones should be thrown in whenever
possible.

Another way to make a practice session more in-
teresting isto mix in various games, such asthose
learned in the chapter GamesKids Can Play. Don't
spend al of every session playing these games.
Otherwise, thekidswill not improve and they will
come to expect nothing but games. Getting them
to practice later on will be difficult.

Following is alist of drills the kids can do. Note
that most of them require footwork, and the kids
should be shown how to movetheir feet! Most drills
should bedonein fiveto ten minutes, although you
can have them go on much longer if you can make
agame out of it. Pick out the ones you think will
be most helpful and start your session!

Immediately after the Drill Library isan outline of
a three-week table tennis class targeted for fifth
and sixth graders. For other ages and classes of
other lengths, you should vary the schedule some-
what.
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Drills Library

All drills are written for the righthander. Make
appropriate changes for lefthanders.

Forehand to Forehand

The players hit forehand to forehand, cross-court.
They should concentrate on consistency. Contests
can be set up to see which pair can hit the most in
arow. Thiscan aso be donewith most of thedrills
mentioned below.

Backhand to Backhand
Same as forehand to forehand, except done with
the backhand.

Forehand to Backhand, Down the Line
One player hits his’her forehand down the line to
the other player’s backhand.

Forehand-Backhand

One player hits or blocks his/her backhand side to
side. The other player aternates between hitting a
backhand and a forehand.

One-One Footwor k

One player hits or blocks his/her backhand side to
side- oneto acorner and the other to the middle of
the table. The other player returns all shots with
his/her forehand.

Forehand-Backhand Footwor k

One player hits or blocks hig/her backhand cross-
court to the other player’s backhand. The other
player alternates between hitting his/her backhand
and hig’her forehand out of the backhand corner.

Two-One Footwor k

One player hits or blocks his’her backhand twice
cross-court to the other player’s backhand corner,
then once down the line to the forehand, and then
does two more to the backhand, one to the fore-
hand, etc. The other player hits a backhand from
the backhand corner, a forehand from the back-
hand corner, and then a forehand from the fore-
hand corner. He/she then starts over with a back-
hand from the backhand corner, etc.

Figure Eight

One player hits everything cross-court. The other
hits everything down the line. Each player alter-
nates hitting forehands and backhands. The ball
will travel in afigure eight.

Pushing

Both players push backhand to backhand, keeping
the ball aslow as possible. They push forehand to
forehand and then push all over.

Attack Against Backspin

One player serves backspin. The other pushes it
back to aprearranged spot. Thefirst player attacks
it, usually with the forehand. They play out the
point. They can also combine this with one of the
earlier drills, continuing the rally as explained in
the earlier drill.

Serve and Attack

One player servesany serve. The other returnsthe
serve without attacking. The first player attacks,
and the two players play out the point like in a
game.

ServicePractice

This can be donein two ways. One way isto give
each player a number of balls (a whole bucket if
possible) and have them serve one at atime. Af-
terwards they pick up the balls and serve again.

Another way isto have one player serve and have
the other player catch the serve and serve it back,
etc. Or you can have one player serve, the other
player return the serve, and the server catch the
ball and serve again. They should not play out the
point or they won'’t be able to concentrate on their
serves.
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Sample Lesson Plan

Shown below is a sample one-week, seven-day
lesson plan for studentsin grades fiveand six. Be
flexible with the drills. If astudent isnot capable
of doing a specific drill, change to asimpler drill.
If you run into time problems, change the sched-
ule. You may want to start each session with
stretching and calisthenics.

Day 1
1. Introduction to tabletennis
a. General introduction
b. Equipment
2. Grip
a. Demonstrate shakehands and penhold grips
b. Havekidsline up and demonstrate grips
3. Ball bouncing
a. Demonstrate
b. Havekids practice
c. Seehow many they candoinarow
4. Freeplay or relay races

Day 2
1. Havekidsline up and demonstrate grip again
2. Ball bouncing practice
3. Tabletennis etiquette
a. Proper conduct
b. Care of equipment
4. Forehand demonstration (with partner or with
video)
5. Class shadow-strokes forehand together

Day 3

1, Demonstrate grip

2. Ball bouncing

3. Serve demonstration
a. Forehand topspin
b. Forehand backspin

4. Servepractice - players catch each other’s
serve

5. Games - Brazilian teams suggested
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Day 4
1. Ball bouncing
2. Class show-strokes forehand together
3. Forehand practice
a. Preferably one-by-one with two instruc-
tors doing multiball - one feeding and the
other guiding the stroke
b. If not the above, then pair kids on tables
according to ability if possible. Instructor
should move from table to table and try
to work with each player individually.
4. Forehand to forehand practice - Playersare
also practicing forehand topspin serve

Day 5
1. Class shadow-strokes forehand together
2. Forehand to forehand practice
3. Games - Brazilian teams or ash tray table
tennis
Day 6
1. Backhand serve demonstration
a. Backhand topspin
b. Backhand backspin
2. Backhand serve practice
3. Forehand to forehand practice
4. Games - Relay races or Brazilian teams

Day 7
1. Ball bouncing
a. Forehand side of racquet
b. Backhand side of the racquet.
2. Backhand demonstration
3. Backhand practice
a. Preferable one by one with two instruc-
tors doing multiball - one feeding and the
other guiding the stroke
b. If not the above, then pair kids on tables.
Instructor should move from tableto
table and try to work with each player.
4. Backhand to backhand practice



Physical Conditioning for the

Young Athlete

At the higher levels, table tennis requires superb
physical fitness, and besides hours of table time,
they spend many additional hours doing physical
training of all types. For beginning students, how-
ever, itisnot asimportant. Infact, table tennis can
be used as part of their fitness program.

Oneaspect that isimportant for all levelsisstretch-
ing, both to prevent injury and to help the player
play hisbest. A good stretching routine should be
done at the start of every session.

It is best to have the kids do some easy jogging
before stretching to loosen the muscles. Nothing
hard, just enough so that they won't be stretching
tight, cold muscles.

All main muscle groups should be worked. These
include the neck, shoulder, arms, back, waist, and
legs. Don’'t do jerky exercises or you might injure
the player during the stretching routine.

After theroutineisdone, afew sprintsare good to
get the blood moving. Then, it's table time!
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Running Tournaments

Once you have your class going, you and the stu-
dentswill probably want to have classtournaments.
These are both fun and easy to run. There are a
number of types of tournaments you can run.

Single Elimination

The simplest is a single elimination tournament.
You will need to make up adraw sheet for this. An
example of a single elimination tournament draw
sheet for eight players (resultsincluded) is shown
on the next page. For more players, ssmply extend
the draw sheet further to the left with more
branches. Notethat if you have*N” players, it will
take “N”-1 matches to compl ete the tournament.

You should seed your best players. Put the best
one at the top of the draw, the next best at the bot-
tom. Otherwise, the best two players might play
the first round. Of course, at this level that might
not be as important and you might just place ev-
eryone in the draw at random.

Round Raobin

Inaround robin, everyone playseveryoneelse. This
means that if a lot of players are in the class, it's
going to takealong timeif they areall in one group!
Itisusually better to put them into groups of four or
more, with all those in a group playing each other.
The winners of each group (as well as the second
place finishers, the third place finishers, etc.) can
then be put into afinal round robin or into asingle
elimination draw. This format allows all players to
play in more matches than would otherwise be pos-
sible and keeps the weaker players from being
knocked out of the tournament after one match.

An example of around robin group for five play-
ers is shown on the following page. Note that if
thereare“N” playersin around robin, it will take
[N(N-1)]/2 matches to complete.

The winner of the round robin is the one with the
best won/lost record. If there is atie between two
players, the winner is the one who won between
those tied.
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If threeor moreplayersaretied, then all that counts
isthe record among thosetied. If they are still tied
in matches among themselves, check their records
among themselvesfirst in gamesand thenin points.

Other Types of Tournaments

There are many other types of tournamentsyou can
set up. You can have doubles tournaments, Brazil-
ian or Canadian team tournaments, or even table
tennis Olympics (see chapter on Games Kids Can
Play). It's up to you and the kids. Offer prizes if
you can, but either way the kids will have a great
time.



Example of Single Himination Draw Sheet
Hodges, L. &
Hiodges
ONelll, 5. @ |41509
Seemiller
IB-1417,13
Seemiller, D. &
Seumaller
Boggan, E @ 15,14,-10,-19,20
‘Waldner
Jiang, I. & 12,-20,17,16
Jiang
Grubba, & & 15,-16, 18,20
Waldner
Appelgren, M. & 17,18-20,19
Waldner
Waldner, J, @ 10.-3,15,1%

Example of Round

Robin Draw Sheet

‘Won/Lost
Matehes
Last Name/First Mame A B C D E Games  Place
A Hodges, L. N w W W W d) 1
\\\ 1,11 19.-19.22 15,14 15,16 81
i :}]:1 & ];Hl'.f 0 - .
1 ! 44
%\ n-2
C  Mathews, 8. L w L w 22 2
12 87 1-2 15,17 64
D Movster, 5, L L W L 1-3 |
’ -2 -2 18,-22,19 i< 3.7
E Gleeson, L. c’& I;_*: IlEi IBT;H" w 1'-&; 4
] ¥ % -

NOTE: There were two 2-way ties in the matches, In each case, the winner was the winner of the match
between the two players,
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Final Word

Table tennis is among the United States' fastest
growing sports. Withitsinclusion in the Olympics,
its popularity is soaring.

You and the students you coach can also join the
USATT. Membership not only allows you to play
in USAT T-sanctioned tournaments, but it also en-
titles you to a subscription to USA Table Tennis
Magazi ne, the official magazine. Membership also
allows you to join a large network of players,
coaches, and supporters.

If you want to go further in coaching table tennis,
there are four levels of coaching certification, as
discussed briefly in the first chapter. These can
greatly improve your tabletennis expertise aswell
as your enjoyment of the game. A phone call or
letter to USATT Headquarters, (719) 866-4583, will
sendyoudl of theinformation you need on advancing
asacoach.

Asfor your players, there are dozens of tabletennis
camps held throughout the year, especidly during the
summer. Information onthesecampsisin USA Table
TennisMagazne. During these camps, childrenlearn
thegameat ahigher level whilehaving great fun.

You would not have read this far if you did not
haveaninterest in children and table tennis. Coach-
ing is one of the most fulfilling occupations one
can take part in. Whether you do it for aliving or
do it as a volunteer, the look on a happy child's
face when he hitsin that first forehand smash and
pumps his’her fist in the air is alook that should
never be forgotten.

Good luck!
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Glossary

Backhand - A shot done with the racquet to the
left of the elbow for arighthander, the reverse for
alefthander.

Backspin - A type of spin used mostly on defen-
sive shots. When you chop the ball, you produce
backspin. The bottom of the ball will move away
from you.

Blade - Theracquet, usually without covering.

Block - A quick, off the bounce return of an ag-
gressive drive done by just holding the racquet in
the ball’s path.

Blocker - A style of play where blocking is the
primary shot.

Chop - A defensive return of a drive with back-
spin, usualy done from well away from the table.
Also known as backspin (see backspin).

Chopper - A style of play where chopping is the
primary shot.

Closed - If the racquet’s hitting surface is aimed
downward, with the top edge leaning away from
you, it isclosed.

Counter-Drive - A drive made against a drive.
Some players specialize in counter-driving.

Cross-Court - A ball that is hit diagonally from
corner to corner.

Dead - A ball with no spin.

Deep - A ball that landsdeep onthetable. A serve
that will not bounce twice on the opponent’s side
of the tableif given the chance is also considered

deep.

Default - Being disgualified from amatch.

Double Bounce - A ball that hits the same side of
the table twice. The person on that side loses the
point.

Down theLine- A ball that ishit along the side of
the table, parallel to the sidelines, is hit down the
line.

Drop Shot - Putting the ball so short that the op-
ponent has trouble reaching the ball. Done when
the opponent is away from the table.

Flat - A ball that has no spin, usually traveling
with good pace.

Footwork - How a person moves to make a shot.

Forehand - Any shot done with the racquet to the
right of the elbow for arighthander, to the left for
alefthander.

Handicap Events - An event in a tournament
where points are spotted to make the match even.
Can be singles or doubles.

Hard Rubber - A type of racquet covering with
pips out rubber but no sponge underneath. It was
the most common covering for many years until
the development of sponge rubber.

Hitter - A style of play where hitting is the pri-
mary shot.

I nverted Sponge- The most common racquet cov-
ering. It consists of a sheet of pips out rubber on
top of alayer of sponge. The pipspoint inward, so
the surface issmooth. Thisisthe opposite of pips
out sponge, where the pips point outward.

ITTF - International Table TennisFederation. The
governing body for table tennisin the world.

Kill Shot - See smash.
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Let - If play isinterrupted for any reason during a
rally, alet is called and the point does not count.
Seerulesfor more details.

Loop - A heavy topspin shot usually considered
the most important shot inthe game. Most players
either specializein looping or in handling the loop.

L ooper - A styleof play wherethe primary shot is
the loop.

Match - A two out of three or three out of five
games contest.

Open - If the hitting surface of theracquet isaimed
upwards, with the top edge leaning towardsyou, it
is open.

Penholder - A type of grip giving the best pos-
sible forehand but the most awkward backhand of
the conventional grips.

Pips- Thesmall conical bitsof rubber that cover a
sheet of table tennis rubber.

PipsOut - A type of racquet covering. It consists
of a sheet of pips out rubber on top of alayer of
sponge. The pips point outward, the opposite of
inverted.

Playing Surface - Thetop of thetable, includethe
edges.

Push - A backspin return of backspin. Usually
defensive.

Racquet - What you hit the ball with. The blade
plus covering.

Rally - Thehitting of the ball back and forth, com-
mencing with the serve and ending when apoint is
won.

Rating - A number that is assigned to al tourna-
ment players after their first tournament. The bet-
ter the player the higher therating should be. The
range is from about 200 to about 2800.
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Rating Events - An event in atournament where
to be eligible you must be rated under a specified
amount.

Receive - Thereturn of aserve.

Rubber - The racquet covering. Sometimes re-
fers only to the rubber on top of a sponge base.

Rubber Cleaner - used to keep the surface of in-
verted rubber clean.

Serve - Thefirst shot, done by the server. It be-
gins with the ball being thrown up from palm of
hand and struck by the racquet.

ShakehandsGrip - Themost popular grip. Itgives
the best balance of forehand and backhand.

Short - A ball that lands close to the net. A serve
that would bounce twice on the opponent’s side of
the table if given the chance is also considered
short.

Smash - A putaway shot. Ball ishit with enough
speed so opponent cannot make a return.

Spin - Therotation of the ball.

Sponge - Thebouncy rubber material used in sand-
wich covering. It isused under a sheet of rubber
with pips. It revolutionized the game and ended
the hard rubber age in the 1950's.

Stroke- Any shot used in the game, including the
serve.

Topspin - A type of spin used on most aggressive
shots, with an extreme amount being used in the
loop shot. When you topspin the ball, the top of
the ball moves away from you.

Umpire - The official who keeps score and en-
forces rules during a match.

Under spin - See backspin.

USATT - USA Table Tennis, the governing body
for table tennisin the United States.



