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LAWN TENNIS

Number of Playﬁsz 2 (singlec); 4 (doubles). e .
Object of Game: To bat the | 1i over & met into opponent’s court so that he

~ eannot return it

Start of Game: A player tosses up a &ll‘md, bats it over the net with his racket.

This is called serving. The ball must land in the square’ diagonally across from

_server, If it fails to land there it is a “fault” and server serves again. Two faults

in succession and the server forfeits a point.

" Method of Play: Opponent attempts to bat the serve 'jbn’ei mou the net, after
. the first bounce, so that

it lands within the boundary lines. 'The first player in

turn bats it back but does not have to wait until the ball has bounced. =
" Seoring. First point won counts 15, second 15, third 10. Fourth p int wins game,

‘Server’s score is the first called. “Love” is used.to mean “nothing”. Should

server win irst strike the

score is 15 love. Should opponent win the next point

score is 15 all. 1f opponent wins the mext point the score is 15-30.
\When both players: have 40 the game is ca led “duce”. When the game is

“duce” a player must win two strokes in a row to win the game. When he has

one of the two it is called “pdvantage.” If it is the server it is “advantage in”,

if opponent, it is “advantage out”. Failure to win the next: strok

‘brings the game back to

“dvige” g’after advantage
uce”. St

Points are scored when opponent fails to return ‘ball; wﬁm ;Bbpahent dou not

Yet served ball bounce;

opponent; when oppenent. touches net; -when opponent strikes-ball ‘before it hay
2 crossed the net. i o

when opponent serves a double fault; when ball hits

See Rules gn_‘,Op}S?_sit. Page










. WO
- Number of Players: 22, 11 on each team. it s A5 s i
Team consists of: 2 fullbacks, 3 halfbacks, 5 forwards, goalkeeper,
Object of Game: To advance the ball across opponents goal line at a point be-

tween the goal posts and under the cross bar.

Field of Play: Soccer Field. Illustrated or opposite page. ; 5
. Division: The game is divided into 45 minute halves with a § minute rest period.

Start of Game: Winner of toss has option of kicking or choosing goal. Ball is
placed in center of the field and kicked in direction of opponent’s goal. Ball must
advance the length of its circumference. No opponent may approach the ball and
no player can cross the center of the field until after the kick-off.

Method of Play: After the kick-off players continue to kick the ball back and
forth until a goal has been scored or a foul committed. After a goal the losing
team kicks off. ! : ,

The Throw-In: When ball goes out of bounds it is thrown in by a player on
the team opposite to the one that put it out. The player stands on the line with

ball in both hands, over his head. Thrower cannot touch the ball until it has been

touched by another player.

Goal-Kick: When the ball passes behind the goal line without scoring a goal it is /

kicked in by the opposing goal keeper or fullback fromn a point in the goal area
nearest which it went over. No opposing player can be within 10 yards of the ball,
Corner-Kick: When a defending player kicks the ball across the goal line the
opponents get a corner-kick at the goal. No opposing player can be within 10
yards of the ball. = ; :
Scoring: Each goal counts one point. Officials: A referee, two linesmen,

$

SOCCER
See Rules on Opposite i?ag'. )
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B . - HORSE SHOES
Number of Players: 2..

. Object of Game: To pitch horse shoes closer to the stake than opponent can.
" Court: Horse shoe court illustrated on opposite Pa!:
yer scores 50 points,

Wi I

Length of Game: A game is played until one pl
. Start of Play: Pitchers toss to see who pitches first.

Method of Play: First pitcher stands in pitching‘hpx.‘nd pitches both shoes, one after the

other, into the opposite pitching box. He then leaves the. pitcher’s box and his opponent pitches

his horse shoes, They then both move to the opposite box and determine the score. They pitch

from this box to the opposite box. : At : i
Scoring: When thrown shoe strikes another, both are measured from new position. Shoe

closest to the stake scores 1 point. If both shoes are closer than opponent’s, 2 points are scored.

A ringer scores 3 points. If both players have a ringer, no points are scored but the player

whose other shoe is closer scores 1 point. A double ringer scores 6 points. If both have doubls

ringers, no points are scored.  If one player has a double ringer and his opponent has a ringer,
~ the player with 2 ringers scores 3 points. A ringer must be about the stake so that a straight-
: d%e ‘can touch both heel calks without touching the stake. ‘“Leaners” do not count more than
shoe touching the stake but lying on the ground. 4
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i j SHUFFLE BOARD

Number of Players: 2 (singles). 4 (doubles). |

_ Object of e: To shove disks to opposite end of court so that they land in scoring areas.

' Court: Shuffle Board court illustrated on opposite page. . Wi
Equipment: S“cln{-ulnr disks, (four red, fout blue), 6 inches in diameter; 4 cues with 5-foot

handles and heads 314 inches wide, curved to fit the disks. gt s Al !
Len; of Game: éqme consists of 50 points, First player to score 50 points wins.

Method of Play: When two play they use the same end the court,. Player on the right

of
" plays first, shoving one disk It is then opponent’s tum, The disk is placed in the 10 off
space and shoved across the court to the scoring area. Each player tries to knock his opponent’s
dg:k: into the 10 off space and his own disks into a higher scoring space. Gt S i
Scoring: The score is counted after all 8 disks have been played. Each disk scores according
6 the area in which it rests. Disks on the line do not count. Disks which fail to stop
eloser to the player’s deadline than the opposite one must be removed from play at once.
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~ See Rules on Opposite Page
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See Rules on Opposite Page










