INTERNATIONAL TABLE ULUSLARARASI MASA

TENNIS FEDERATION TENISI FEDERASYONU
HANDBOOK FOR MAC GOREVLILERI ICIN
MATCH OFFICIALS EL KITABI

JULY 2023 TEMMUZ 2023

17. Version 17. Versiyon



2023 Yili Temmuz ayminda Ingilizce olarak yaymnlanan Uluslararast Masa Tenisi
Federasyonu’nun Mag¢ Goérevlileri I¢in El Kitab1 (Internatoinal Table Tennis Federation
Handbook For Match Officials), Tlrkiye Masa Tenisi Federasyonu Merkez Hakem Kurulu
denetiminde, Doc. Dr. Eftal SEHIRLI ve Doc. Dr. Rasit ESEN tarafindan orijinaline sadik

kalmarak Tiirk¢e’ye ¢evrilmistir.

Page 2



2.1
2.2
2.3

3.1
3.2
3.3

4.1
4.2
4.3
4.4
4.5
4.6
4.7
4.8
4.9

6.1
6.2

7.1
7.2
7.3
7.4

8.1
8.2
8.3
8.4
8.5
8.6

10

10.1
10.2
10.3
10.4
10.5
10.6

11

11.1
11.2
11.3
11.4

HANDBOOK FOR MATCH OFFICIALS

Contents
INTRODUCTION .............

LAWS AND REGULATIONS

APPLICABILITY
LAWS
REGULATIONS

TYPES OF COMPETITION

OPEN TOURNAMENTS
RESTRICTED TOURNAMENTS.

----------------------------------------------------------------------------------

OTHER INTERNATIONAL COMPETITIONS ......coveovvorioriesessssesssisss s sises s ssss s s ssssssssssns s sssssssesson

MATCH OFFICIALS

REFEREE
UMPIRE

ASSISTANT UMPIRE

TIMEKEEPER

STROKE COUNTER

APPEALS
REPLACEMENT

PRESENTATION (SEE ALSO APPENDICES A, D, E, F& G)..vvvvveeeeeeeeeieee et eeesnaaaas

UNIFORM FOR UMPIRES

PLAYING CONDITIONS

THE BALL

TyYPE
CHoICE

THE RACKET

COVERINGS
ADHESIVES
INSPECTION
DAMAGE

CLOTHING

COLOUR
DESIGN

ADVERTISEMENTS

LEGALITY
TRACK SUITS
CHANGING

DEFINITIONS

SERVICE

ALET

CONSISTENCY .
FREE HAND ...

THROWING THE BALL oo s sanss s sansn s sesannanen
STRIKING THE BALL ..ot sassas s s sssnsnanranen

VISIBILITY........
WARNING.......

PURPOSE.........

INET CORD SERVICE ..ot san s sas s s s sssan s asnannan
INTERRUPTIONS ..ot tes s ses s sss st sas s s sasssssassassassas s snsansnsansanean

UNREADINESS

[ )R]

0 ONNNNITTD O

©

10

10
10
11
11

11

11
12
12
12
13
13

13
14

14
14
14
14
15
15

15

15
15
16
16



ICINDEKILER

I 023 1PN 5
2. KURAL VE YONETMELIKLER..........cccoootiitttitttieriiuessenesessssssesesssesssee s esssss e esss bt kb 5
2.1, UYGUINADTTTTIK ..o bbb bbbt b bbb bbb 5
2.2, KUTAITAT ... bbb £ b E bbb bbb bR E bbbt 5
2.3 YONEEMEIK ...t E bbb bbb bbb 5
3 YARISMA TURLERI. ...ttt s s st s bbb st st seeron 5
3L AGIK TUINUVAIAL ..ottt 5
3.2, KUSIIL TUIMUVAIAT ... bbbttt 6
3.3. Diger UlUSIararast YaIISIMALAT ..........ccccuiuiiiiiieieii s bbbt 6
4. MAG GOREVLILERI .........ooiitiviititiitie sttt b1 2105148151458 5 158518418 6
4.1, BASNAKEIM ...t RS R R E e R Rt tnebees 6
4.2, HAKEM ... f SRR S RS £SE R E bbbttt 6
4.3, YArdimEn HAKEIM ...t 8 22845528228 E e E £ £ 2R A E £ e 2Rt tee R ARkt s n ettt en 7
A4, ZAMAN TULUCU .ottt bbb bbb bbb bR 0000000 bbbt bbbt 7
LT VAV ¢TI T OO 7
T (51 V4 Y OO 7
4.7, HAKEMIN DEBISHITIMESI . .cvuvvuveiiiiiiiecc bbb 8
4.8. Sunum (Ayrica baKiniz EK A, D, B, F VE G)...cuiiuiiiiiiiiiiieiiticiniseinieiis sttt bbbttt 8
4.9, HAKEM NI OTIMAS.....vocvvoveeciisesesieseesesesssesssssesssssessss s ssesssessas s sss s s s s s st s essas s s s s s s e st s s s s s st st s s s st s st s s s s s s e st s s ssesssessnssesanssnns 8
5. OYUN KOSULLARL ..ottt te et 6880088880161 8 8881018 E 810 28R R8s E et e E b s e e st s b b s et e e s esen e erens 9
LG 1 OSSPSR 9
G I« RSSO 9
B.2. SEGIM ..ttt E RS E R RS R R RS E SRR RS AR SRR R £ R RS R R R e AR R R R R R R et b e rena 9
T RAIKET .ttt E R R R R e 8RR R R R e R R R e R R R R AR R R R e e e R R R R Rttt 10
8 R T - V1= 1 OSSR 10
7.2 Y APISHTICILAT ... vttt E s EE 8RR 8RR RS E R R AR AR b R 10
T30 KONEIOL ..o bR 11
T T R 11
B GIY St 11
8L REMK ... s 11
8.2, TASAIIINL c..vevvee ettt e et s E R h 8RR R £ E 8RR E R E SRR R R £ AR R AR Rt 12
8.3, REKIAMIAT ... bbb 12
8.4, KUFAIIAIA UYGUNIUK ...ttt 12
8.5, ESOTIMAN TAKIIMI ....viuiitiiitiiiteiies ettt btk £ ket ek bR b8t b s €44 e b4 A4 b 48 b e s b4 e Rt b Rt e b e Rt e b e R e et e b e b e b et e b e b e be e e b et e b enentn 13
8.6, GHYST DISFISIM .vvvvvvvveeevssoeeeesesssssssesssssess s essssssssssssssse e ssess eSS e bbbt 13
9. TANIIMLAR .ottt b st 8 R R R8s 646104 E RS E e E 810408 R R R SRR £ 1040 R R SRR E e A e 10 R R R R R e e e R R R Rttt b n s 13
10, SERVIS ... ivovveeeeessiie e ssssssss st 14
F0. L. TULATIIIK 1.0 0 48R E 8RR E Rttt h bbbt 14
10.2. SEIDESE EL ..o bbb 14
10.3. TOPU FILIALMA ...ttt b 088 E e h 008 R8s E e h R d b bbbt ee e bbbt en e 14
L1004, TOPA VUM .....ovvtieitirese ettt s et 8 R R s 1 008 E SR o £ 210404 E R R E £ h e e e h e E R R s E st e e e e e h bbbttt e e ns s e b s n et nnenenene 15
L0.5. GOFUNUITUK ....cvvv ettt bbb 8 b b8 b 288 b £ £ 1 E b £ £ £ R s b b et b et bbb et enn 15
F0.6. UWATT ettt ettt b et bbb b0 0 E R E e84 E 4 H R R £ e E R R R R SR E A E R R R R R £ AR E R E R bR Rttt E bbbttt 15
10,7, ISESNALAT 1..cvvovvvsivctecsees ettt bbb s bbb e bbb bbb st s e 4 s bt s bbb s s b s e e bt s s s bbbt bbbttt 15
L L BT et R R R R £ £ R R R R R R £ S E AR R R R R £h R £ £ R R R R SRR R £ £ A E R R R R Rt E e E R b bRttt et bbb n e 15
L0 L AAMIBG ettt b R R R £ R R R R R R £ £ R R R R R R R £ SRR R R SRR eE e E R R R R £ R £ £ R R R bR Rttt s bbbt 15



11.5
12

12.1
12.2
12.3

13

13.1
13.2
13.3
13.4
13.5
13.6
13.7

14

14.1
14.2

15

15.1
15.2

16
17

17.1
17.2
17.3
17.4

18

18.1
18.2
18.3
18.4

19
20

WHEELCHAIR PLAY ...t nassassassassansassansnansanssnannan 16

A POINT  oeeeeeeeeeeeeeeeneeeeeseseenssesesessssessssesessssssesssssssesssssssnsssssenssssssnsssssensssssensssesensssesensssessnssnssnnsane 16

DIECISION ..ottt n s s s s snsnsanannansaneen 16

EDGE BALLS ...ttt ssas s s naanann e 17

[0 L0 - 3 PO 17

CONTINUITY OF PLAY....couuuieirienienrenniossenssssssnsisssssssssssssssssssssssssssssssnssssssnssssssnssssssnssssssnssssssnssssssnssssse 18

TIMIE-OUT ..ottt sttt as s as s ans s s snassransas 18

TIME-WASTING ......oooveeeeeeeeeeeeeeeeeeesae s vesae s sesasses s es s s st s s s ass s s s as s sas s s s s s asssan s sanssassnassnansas 19

TOWELLING ..ottt sttt s st s s s s s s snassransas 19

DAMAGED EQUIPMENT ...ttt savas e sesas s s sesassesssassassesansesasssnanes 19

INJURY oottt sttt st s e nansanasseranseransaranen 20

LEAVING PLAYING AREA ...t eeve v sevae s s sssas s sasas s sssassssassssassasassasassssanes 20

REST PERIODS ...ttt s s ssas s ssassnessnanaeen 20

ORDER OF SERVING, RECEIVING AND ENDS ........cc.covvuuriereeeierenesiesennsonssnssssssnssssssnssssssnssosssnssosssnssonss 20

(012 10 [l =P 20

ERRORS ..ottt n st s s st ssn s an s aranen 21

EXPEDITE SYSTEM .....c..coveuuiiiieenienseesiosssssisssssssssssssssssssssssssssssssnssosssnssssssnssssssnssssssnsssssnnsssssnnsssssnnsssssnns 21
PRINCIPLE ..o ses s s s s s s s ssnssssassassssnsasssansasssanes 21

PROCEDURE . .......oooeeeveeeveeveeevesvseessssses s sses s ss s s sas s ssas s sassssssnsssssassanssanes 21

ADVICE TO PLAYERS. .......oeveeeeireeiereensisssnssesssnssesssnsssssssssssssnssssssnssssssnssssssnssssssnssssssnssssssnssssssnssssssnssns 21

BEHAVIOUR ....eeueeervenieireenienrenssessnesssssnsssssssssssssssssssssssssssnssssssnssesssnssssssnssssssnsssssnnsssssnnssssssnsssssnnsssssnns 22

RESPONSIBILITY OF THE UMPIRE .......ooovoeeeveeeeevseressseeesvsesesvs s sssssssssssssssssssssssss s s sssssasssassasssanes 22

WWARNING ..ottt s s ss s 22

PENALTIES oottt bbbt 23

RESPONSIBILITY OF THE REFEREE ... 23

IMATCH CONDUCT .......ceveeeieerennienreessesseesesssensssssnsssssssssssssnssssssnssosssnssosssnssssssnssssssnsssssnnsssssnnsssssnnsssssnns 24

SCORE CALLING oo bbb 24

SIGNALS ..ot 24

TIME KEEPING ...t 25

EXPLANATIONS ...t ves st s sansss s 25

SCORE INDICATORS. ....couueeereeierreeeerenesssssnssesssnssosssnssosssnssossssssossssssosssnssosssnsssssnnssessnssssssnssssssnssssssnssns 25

CONGCLUSION ...oueeeeereenreereenrensenssosssnssessssssssssssssssnsssssssssssssnssssssnssssssnssssssnssssssnssssssnssssssnssosssnssosssnssonee 26
APPENDIX A - MATCH PROCEDURE FOR MATCH OFFICIALS.......ccuceveeeeereuereerennsenrennseerennsonsennnes 27
APPENDIX C — RECOMMENDED HAND SIGNALS AND CALLS .....ccuueereeeeereenrerreeneerennseesennsensennnes 31
APPENDIX D- FIELD OF PLAY PROCEDURES.........ccouuueeeeeeneereeensereenserenessereenssersnnssessnsssessnssssssnnnes 40
APPENDIX E- UNIFORM FOR INTERNATIONAL UMPIRES. ........couuureereenreereenreereenseerennseerennsonsennnes 46
APPENDIX F - PARA TABLE TENNIS RULES AND REGULATIONS .......cccuueereeereereenseerennseerennsonsennnes 48

APPENDIX G — USEFUL LINKS .....ouuuueeeeiiriissruneeeniiiisssssinennssiisssssssnnnssssissssssssnssssessssssssnssssssssssnns 52



11.2. SErViSte TOPUN AGA DIEGIMESI ...vvuveririurieiriririseietetstseseeseietstseseesebebesse st esebebess et esebebebs st esebeb et e b s e es e b e b e b eE s e 2R e b b e b e b e bt s eb b e bt et e s nb e b et et eb et e s bebas 15

11,3, OYUN DUINALATT 1.ttt ettt b et bttt e b bbb st 1 6408 H b8 o€ £ 4040 H b Eeh 8 £ A e A0 484 h b heh £ e £ e e e b bbb b e et et et bbbt st en e 16
L1.4. HAZIT OIMABMA ...ttitiriiiiitite ettt sttt ettt et e e et ssbebebetesese s s s ese2ebeb et esese s se s s b et esesese e s a2 e s et et es e s e A e as e s e b et e b e A e s ase st es et e b e b et et es e s st esesesebeseses s s st esenns 16
11.5. TeKErleKli SANAAIYEIT OYUN ....c.vcuiiiiiieieiirisceieiete sttt bbb bbbt 8 b8 £ 28 b £ bbbt e bbb bbb bbb 16
L2, SAY L bbb bk E R £ £ R R bR E SRR £ £ £ R R R R R £ R £ £ A E £ R R R R R R £ £ E R R R R ARt E e E bbb bRttt bbb b enen et e 16
L2.0. KT eSS RS b SRR b SRR bbb bbb bbb 16
12,2, KENAT TOPIAL ...ttt s bbbt 17
5 T 0000000000000 0000000000000 17
13. OYUNUN SUREKLILIG ....vvvcc01111ueeeeesseeeesss s sssssssss s ss88 10881 18
B TS O | [ - TSSOSO 18
13.2. ZAMAN GEGITIME. ...ttt te e es bbbt s bt s bbb s bbb s s 88 b £ s h 88 b f e s b £E bbb es b s e st s bbbt 19
13.3. HAVIU 18 KUFUTBNMA ..ot 6 bbbt s ettt 19
134, HASATII DONATIIM ....ucuivetiiietisietesie ettt eeste e te st saesesaesessetessetaseeseseabeseeseseaaeseesesees et e s et assebeneesassases e ases e eses e ese s e s e s et esassabensebensesessaseseeseneesesansanens 19
13,5, SAKALIANMA ..ot s s RS f RS R Rt 20
13.6. OYUN AlaNINdAn AYTIIMA ......cciuiuiiiiiiiiiei bbb bbb s E bbb 20
13.7. DINIENME SUFBIETT ..vuiiiiciit ettt s s bbb 8ot s bbb bbbt 20
14. SERVIS ATMA, SERVIS KARSILAMA VE SAHA DEGISIMI SIRASI ..........oooooiivoeieeeereeeeseesees s esssssssesssens 20
TA. L. SEGIM ottt f e h 8 f 8RS E 8 E R R E e E e E £ E A h£E bR E RS h R AR s bbb st 20
R o T 1 - 1 OSSPSR 21
15. CABUKLASTIRILMIS SISTEM .........c.ooiiiviviesieeesessoesssssssse st ssssssssssssesssssssssssssssssssssssssssssassssssssssssssssssssssssssssssssssssasssssssessssssassssssssssses 21
15,0 PIENSIP vttt f SR E R EE bR RS R bR s bbbt 21
B 0] 1111 1 1 TP 21
16. OYUNGCULARA QGUT ...ooovvvveeeriiesiieeeeeesseeeesssessss e essssssssss st 21
L7 DAVRANIS ..ottt E bttt e R R R R h e e s e R R R R E £t s e e 8RR R R Rt e R R R R Rt e e R Rt n Rt 22
17.1. HAKEMIN SOTUIMIUIUGU ..ot h bbbt e s 22
17,2, UYAIT teterieie ettt 888 R840 E R8RSR R R R E R AR RO £ AR SRR R AR R R R R R R st e R b en s 22
17,30 CRZAIAN ... 23
17.4. BaghaKemin SOTUMIUITGU ....cccuiuiiiiiiiirereeccee st R R R et n bbbt en s 24
18. MAG YONETIMIL......ooiiovoieceieseeeeee st 24
18,1, SAYIIATII SOYLEISI ... vvvevrreiseeeeere sttt s b s s R R s E e h e s8R 8 R E e E e R e e 24
T T (= OO 24
18.3. ZAMAN TUIMA ...t b bbb bbb 25
BB 1 ' T 1 TSRS 25
19, SAY T TABELALARI ...ttt s8R 04048 E R0 £ 8RR h et e ne e h bR bRttt neen bR 25
20. SONUGC....
EK A - MAC GOREVLILERI ICIN ONERILEN UYGULAMALAR ........coocvirveieeeeeseseesssessseeesssesssssssssssssssssssssasssssssssssssssssssssssssssssssnsons 27
EK B - GOREVLILERIN YONETIM KURALLARI w...ovvtiitiiiisstss st ssssss s isssssssssssssssssss s ss st s s s s ssssssssssasssssssssssssssssssessssssssnsssnnes 30
EK C - ONERILEN EL iISARETLERI VE ANONSLAR .......ovvvimitiiitnsississsessssssisesssssssss s sssssssssssssssssssssssssasssssssssssssssssssssssssssssssssssssnsssnsssans 31
EK D - OYUN ALANI PROSEDURLERI .........coiiiiiiinitieisieciis sttt sss s sss sttt ss s ss s st ssss s ssss s sssssssssssssnssssonns 40
EK E_- ULUSLARARASI HAKEM UNIFORMASLI ............oovvvirveeeeiieeseeseseeesssesssessesssessssssssssassssessssasssssss s s s ssssassssssssssassssssssssasssssssssnssos 46
EK F - ENGELLI MASA TENISi KURAL VE YONETMELIKLERI .........coccovvviiiiiiiiniiiecse s ssssssssssssssssssssssssssssennes 48
EK G- YARARLI LINKLER .........ooisiietisitiet sttt sses s s ssss st ssss s st s ssss s st st s ssss st sssssssssssssssesssssasssssssssssssssssssnssnsssnssssonns 52

Page 4



HANDBOOK FOR MATCH OFFICIALS - 2023

1 INTRODUCTION

1.1 The purpose of this booklet is to guide match officials on the application of laws and
regulations, and it should be read in conjunction with the current ITTF Handbook or Rules
booklet (also available from the ITTF website). It deals mainly with the duties of umpires
and assistant umpires, but it also includes aspects of the referee’s duties in relation to the
control of matches. The Handbook for Tournament Referees covers the wider duties of a
tournament referee. Match officials should also refer to the URC Newsletter, videos and FAQ
on the URC website for the latest update information, recommended procedures, and rules
changes.

1.2 Officials should also refer to the World Table Tennis (WTT) Handbooks due to differences in
regulations. Refer Appendix G useful links.

1.3 Players are entitled to expect consistency in the conduct of matches and should not be
expected to have to make continual adjustment to different procedures in different
competitions or different countries. In order to encourage consistency, the ITTF Umpires and
Referees Committee (URC) has produced a summary of recommended procedures for match
officials, and these are included as Appendices A, C, D & E.

Appendix F covers some aspects of Para table tennis and Appendix G is a list of useful links.

2 LAWS AND REGULATIONS
2.1 Applicability

2.1.1 The first requirement of a match official is a sound knowledge of the rules, comprising laws
and regulations, which govern competitive table tennis, complemented by a clear
understanding of the extent to which they apply to different types of competition. The
relevant information is contained in Chapters 2, 3 and 4 of the ITTF Handbook.

2.2 Laws

2.2.1 The "Laws of Table Tennis”, referred to hereafter as "laws”, are contained in Chapter 2. The
laws apply to all international play and are generally adopted by Associations for their
domestic competitions, although any Association has the right to introduce variations for
competitions that concern only its own players. A law can be changed only at a General
Meeting, with the agreement of a 75% majority of those voting.

2.3 Regulations

2.3.1 Chapter 3 contains the “"Regulations for International Competitions”, referred to hereafter as
“regulations”, which apply, in general, to all international competitions. The additional
regulations for world title events, including World Championships, are given in Chapter 4.
These regulations can be changed only at a meeting of the ITTF Board of Directors, by a
simple majority of those voting.

3 TYPES OF COMPETITION
3.1 Open Tournaments

3.1.1 An open tournament is a competition, organised with the authority of the Association in
whose territory it is held, which is open for entry to the players of any Association. In all
such tournaments there may be minor variations of the regulations where the organising
authority is unable or unwilling to meet all of the requirements, usually in respect of playing
conditions such as playing space.

3.1.2 Where an open tournament does not comply with a particular regulation, the entry form
must clearly state the nature and the extent of any variations, so that intending competitors
will know in advance the limitations that will apply. A competitor who submits such an entry
form is assumed to have understood and accepted the limitations, and the tournament will
then be conducted under the modified regulations.

3.1.3 Each season an Association may nominate one senior, one junior and one veteran’s open
tournament, which it organises as its Senior, Junior, or Veterans’ Open International
Championships, and for such a tournament, the regulations can be modified only with the
permission of the ITTF Executive Committee. Similarly, any variations for World
Championships must be authorised by the ITTF Board of Directors and for Continental 5
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MAC GOREVLILERI EL KiTABI - 2023

GIRIS

Bu kitap¢igin amaci; kural ve yonetmeliklerin uygulanmasi konusunda mag gorevlilerine
rehberlik etmektir. Giincel “ITTF El Kitabr” veya “Kurallar Kitap¢ig1” (ITTF web sitesinden de
temin edilebilir (Link: https://www.ittf.com/wp-content/uploads/2021/01/HTR-2021-final.pdf))
ile okunmalidir. Kitapgik, esas olarak hakem ve yardimci hakemlerin gorevlerini konu etmekle
birlikte, maglarm kontrolii ile ilgili olarak bashakemlerin gérevlerini de icermektedir. “Turnuva
Baghakemleri Elkitab1” ise, bir turnuva bashakeminin gorevlerini daha genis kapsamda
icermektedir.

Gorevliler, yonetmeliklerdeki farkliliklar nedeniyle Diinya Masa Tenisi (WTT) El Kitaplarma da
bakmalidir. Ek G faydali baglantilara bakiniz.

Oyuncular ma¢ yonetiminde tutarlilik beklerler. Onlarin farkl {ilkeler veya farkli yarigmalarda,
farkli uygulamalara surekli adapte olmalar1 beklenmemelidir. Tutarlilig: tesvik etmek tUzere ITTF
Bashakem ve Hakemler Komitesinin (URC) hazirladigi, mag gorevlileri igin tavsiye edilen
prosedirlerin bir 6zeti Ek-A, C, D ve E’de verilmistir.

KURAL VE YONETMELIKLER

Uygulanabilirlik

Bir mag gorevlisi, Masa Tenisi yarigsmalarinda uygulanan kural ve yonetmelikler hakkinda derin
bir bilgiye sahip olmalidir. Bu bilgi, farkli yarigma tiirlerindeki uygulamalar hakkinda da ¢ok net
bir anlayisla tamamlanmahdir. Ilgili bilgiler, ITTF El Kitabinmn 2, 3 ve 4. bélimlerinde
verilmektedir.

Kurallar

Bundan boyle, kisaca “kurallar” olarak tamimlanacak olan “Masa Tenisi Kurallar1” B6liim 2 de
yer almaktadir. TUm Uluslararas1 Yarigsmalarda uygulanan bu kurallar, genel olarak Federasyonlar
tarafindan kendi i¢ yarismalar1 icin de uygulanmakla birlikte, Federasyonlar sadece kendi
oyuncularini ilgilendiren yarismalarda, bazi degisik uygulamalar yapmaya yetkilidirler. Bir kural,
sadece ITTF Genel Kurullarinda ve oylarin %75 ¢ogunluguyla degistirilebilir.

YoOnetmelik

Bolim 3, bundan bdyle “Yonetmelik” olarak anilacak olan, “Uluslararasi Yarigmalar icin
Yonetmelikleri” icermektedir. Genel olarak tiim uluslararasi yarigmalarda uygulanir. Diinya
sampiyonalari, Diinya unvanli yarismalar i¢cin ek yonetmelik hiikiimleri Boliim 4’te verilmistir.
Butln bu yonetmelikler hiikiimleri sadece, ITTF Y6netim Kurulu toplantilarinda ve katilimeilarin
basit gogunluga dayali oylar1 ile degistirilebilir.

YARISMA TURLERI

Acik Turnuvalar

Bir acik turnuva, yapildigi Ulke Federasyonu’nun diizenledigi ve bitin federasyonlarin
oyuncularma agik olan bir yarismadir. TUm bu tir yarigsmalarda, organizator federasyonun yerine
getiremedigi veya getirmek istemedigi gereksinimlerde genellikle, 6rnegin oyun alani gibi oyun
kosullarinda kiigiik degisiklikler olabilir.

Acik bir turnuvada belirli bir yonetmelik hiikmiiniin yerine getirilemedigi hallerde, katilim
formunda bu degisikliklerin yapisi ve kapsami agiklikla belirtilmis olmahidir. Béylece katilmak
isteyen yarigmacilar, uygulanacak sinirlamalar hakkinda énceden bilgilendirilmis olacaklardir.
Formu teslim eden yarigmacimn, sinirlamalar1 anladigi ve kabul ettigi farz edilecek ve turnuva bu
degisikliklerle ylrQttlecektir.

Her sezonda, bir Federasyon kendi adina buytkler, gengler ve veteranlar olmak tizere Uluslararasi
acik sampiyona diizenleyebilir. Boyle bir turnuva igin yonetmelik degisiklikleri ancak, ITTF icra
Komitesinin izniyle yapilabilir. Benzer sekilde, Diinya Sampiyonalarindaki degisiklikler i¢in,
ITTF YoOnetim Kurulundan, Kita Sampiyonalarinda ise ilgili Kita Federasyonundan yetki
alinmalidir. Tlave olarak bir federasyon Engelli Masa Tenisi turnuvas: da diizenleyebilir.
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3.2
3.2.1

3.3
3.3.1

4.1
4.1.1

Championships by the appropriate Continental Federation. An Association, in addition, may
also organise a Para table tennis tournament.

Restricted Tournaments

Domestic tournaments, in which all the players are from the same Association and
tournaments that are restricted to players from a defined area or to members of specific
groups or professions are not automatically covered by the regulations. For these
competitions the organising authority has the right to decide which of the regulations will
apply and what variations, if any, it wishes to make.

Other International Competitions

International team matches, other than those in World or Continental Championships,
normally observe all the regulations, but the participating Associations may agree on
modifications. In these and other international competitions, it should be assumed that all
the appropriate regulations are in force unless the published conditions of the event state
that there are exceptions and make clear what the exceptions are.

MATCH OFFICIALS
Referee

For every competition as a whole, a referee is appointed, usually with one or more deputies
who can act on his or her behalf. The referee or an authorised deputy must be present in
the playing hall throughout play, to decide any question of rule interpretation, on which he
or she is the sole authority, and generally to ensure that the competition is conducted in
accordance with the relevant laws and regulations.

4.1.2. Where the referee is the sole arbiter, such as in allowing a temporary suspension of play for

4.1.3

4.1.4

4.2
4.2.1

4.2.2

4.2.3

4.2.4

injury or disqualifying a player for misbehaviour, he or she must act consistently and avoid
any suspicion of partiality to particular players. In major competitions, it is recommended
that the referee and his or her deputies be from different Associations, so that there is always
a “"neutral” official to adjudicate in a dispute.

The referee is responsible for the appointment of match officials. Although he or she will not
normally make such appointments himself or herself, he or she must be satisfied that the
officials are competent and that they act fairly and consistently. He or she should explain to
the umpires, in his or her pre-tournament briefing, how he or she expects laws and
regulations to be applied, especially where any of these are new or might be contentious.

The players are under the jurisdiction of the referee from the time at which they arrive at
the playing venue until the time at which they leave it. The practice hall or area is considered
part of the playing venue.

Umpire

For each match there is an umpire, whose primary duty is to decide the result of each rally.
In principle, the umpire has no discretionary powers, but he or she is required to exercise
judgment in applying some laws and regulations, such as deciding whether a rally should be
a let because a player’s service or return may have been affected by circumstances outside
the player’s control, or whether a player’s behaviour is acceptable.

Where the umpire is officiating alone, he or she has the final decision on all questions of fact
that arise during a match, including decisions on all edge balls and on all aspects of service.
In these circumstances he or she is directly responsible also for all timings, but when the
expedite system is in operation, he or she is assisted by another official who acts as stroke
counter.

Although the umpire is obliged to accept certain decisions made by other match officials, he
or she is entitled to seek an explanation if he or she believes that an official has made a
decision that is outside his or her jurisdiction. If, on enquiry, he or she finds that an official
has acted in this way he or she can overrule the decision wrongly made by that official,
either by reversing it or, more usually, by declaring the rally a let.

The umpire should be about 2-3 metres from the side of the table, in line with the net,
preferably on a slightly raised chair, although this is not essential for singles. For doubles,
the umpire is advised to stand if his or her seat is not high enough for him or her to see
clearly whether in service the ball bounces on the correct half-courts. Standing for singles is
not recommended, because it unnecessarily obstructs the view of spectators.



3.2.

Kasith Turnuvalar

3.2.1. Tim oyuncularin aym federasyona bagli oldugu yerel turnuvalar ve katilimin belirli grup Gyeleri

3.3.

ile siirlandirildig: turnuvalar otomatik olarak yonetmelikler ile kapsanmayabilir. Bu yarigmalar
icin organizatdr Federasyon, hangi yonetmelik hiikiimlerinin uygulanacagina karar verme ve
varsa hangi degisiklikleri yapmak istedigini belirleme yetkisine sahiptir.

Diger Uluslararas1 Yarismalar

3.3.1.Diinya veya Kita Sampiyonalarindakilerin diginda kalan Uluslararas1 takim maglari, normal

4.
4.1.

olarak tim yonetmelik hiukimlerine uygun olmakla birlikte, katilimc: Federasyonlar bazi
degisiklikler konusunda mutabik kalabilirler. Bu ve diger Uluslararasi yarigmalarda, yayinlanmig
yarigma kosullarinda istisnalar aciklikla belirtilmis olmak kosulu ile diger tiim ilgili yonetmelik
hikimlerinin uygulanacag: kabul edilir.

MAC GOREVLILERI
Bashakem

4.1.1. Bir biitiin olarak, her bir yarigsma i¢in bir bagshakem ve genel olarak onun adina hareket edebilen

4.1.2.

4.1.3.

4.1.4.

4.2.
4.2.1.

4.2.2.

4.2.3.

4.2.4.

bir veya daha fazla bashakem yardimcisi1 gorevlendirilir. Kural yorumlar ile ilgili herhangi bir
sorunda, bu konuda tam ve tek yetkili oldugundan karar vermek (izere, bagshakem veya yetkili bir
yardimcisi biitlin yarigsma siiresince oyun salonunda bulunmalidir. Ayrica, bdylece genel olarak
yarigmanin ilgili kural ve yonetmeliklere uygun olarak yiriitilmesi de saglanmis olur.
Sporcunun yaralanmasi halinde, oyunun gegici olarak durdurulmasina izin verilmesi, koti
davranisi nedeniyle bir oyuncunun mag¢ veya yarisma disi birakilmasi gibi konularda tek ve tam
yetkili oldugu i¢in bashakem tutarli kararlar vermeli ve belirli sporculara kars1 taraf tutar siiphesi
yaratmaktan kaginmahdir. Onemli yarismalarda, bashakem ve yardimcilarmin farkli
federasyonlardan se¢ilmesi, bir anlagsmazlik konusunda karar verecek daima “yansiz ve tarafsiz”
bir gdrevli bulunmasini saglamak ag¢isindan tavsiye edilir.

Bashakem, mag¢ gorevlilerinin atanmasindan sorumludur. Gergi, bu gdrevlendirmeleri normal
olarak kendisi yapmayacaksa da, mag¢ gorevlilerinin konular1 bildiklerinden, tutarl, kararli ve
tarafsiz davranacaklarmdan emin olmalidir. Turnuva éncesi yapacagi bilgilendirme toplantisinda
hakemlere, kural ve yonetmeliklerin nasil uygulanmasim bekledigini, 6zellikle varsa yeni
kurallar1 veya karmasik olanlar1 agiklamalidir.

Oyuncular, oyun salonuna girdikleri andan ayrildiklar1 ana kadar, bashakemin karar yetki alani
icindedirler. Antrenman salonu veya alani, oyun salonunun bir pargasi olarak kabul edilir.

Hakem

Her mag icin, ana gorevi her bir rallinin sonucuna karar vermek olan bir hakem gérevlidir. Prensip
olarak, hakemden kural ve yonetmelikleri uygulayarak karar vermesi beklenir. Keyfi uygulanacak
bir giice sahip degildir. Ornegin; bir oyuncunun servis veya karsilamasmm kendi kontroli
digindaki kosullardan etkilenmesi nedeniyle bir rallinin let olduguna veya bir oyuncunun
davranmiginin kabul edilebilir olduguna karar vermek hakemin goérevlerindendir.

Eger hakem mag1 tek bagina yonetiyorsa; mag sirasinda olusan butiin olgulara ait sorunlarda, son
karar sahibidir. Ornegin; yan toplar ve servis ile ilgili tim gereklerin yerine getirilmesi ile ilgili
tlim kararlar1 tek bagma verecektir. Ayn1 zamanda, oyun siresinin belirlenmesi igin zaman tutmak
da onun sorumlulugundadir. Ancak, cabuklagtirilmig sistem uygulanmasi halinde vurus sayici
olarak gorev yapacak bir diger gorevli kendisine yardimci olacaktir.

Her ne kadar hakem, diger mag gorevlilerince alinmig belli bazi kararlar1 kabul etmek durumunda
ise de, kendi yargisina uymayan bu kararlar i¢in bir aciklama aramaya da yetkilidir. Eger
sorusturma sonucu, diger mag¢ gorevlisinin yanlis karar verdigini belirlerse, bu yanlis karar1 ya
onu degistirerek veya daha iyisi ralli igin let karar1 vererek iptal edebilir.

Hakem, masa kenarindan yaklasik 2-3 m. agikta, ag takimi hizasinda, tercihen hafifce yiiksek bir
sandalyede oturmalidir. Yuksek sandalye tek maglari i¢in 6nemli degildir. Ancak, ¢ift maglarinda,
sandalye servis atiglarmda topun dogru yar1 alanlara degdigini acik¢a gormeye yeter yiikseklikte
degilse, hakemin, ayakta durmasi tavsiye edilir. Tek maglarinda, izleyicilerin goriis alan1 gereksiz
olarak kapanacagindan hakemin ayakta durmasi tavsiye edilmez.

Page 6



4.2.5

4.3
4.3.1

4.3.2

4.3.3

4.3.4

4.4
4.4.1

4.5
4.5.1

4.6
4.6.1

4.6.2

4.6.3

4.6.4

The players are under the jurisdiction of the umpire from the time at which they arrive at
the playing area until the time at which they leave it.

Assistant Umpire

An assistant umpire is appointed to takeover or shares some of the umpire’s duties. For
example, an assistant umpire is solely responsible for decisions on edge or side balls at the
side of the table nearest to him or her, and he or she has the same power as the umpire to
decide the legality of a player’s service action, whether a player obstructs the ball and some
of the conditions for a let.

If either the umpire or the assistant umpire decides that a player’s service action is illegal,
that a player obstructs the ball, that the ball in service touches the net or that the conditions
of play are disturbed in a way that could affect the outcome of the rally, that decision stands.
A decision made by the Assistant Umpire, in the above circumstances may not be overruled
by the Umpire.

Nevertheless, a decision taken by one of these officials may, in some circumstances, be pre-
empted by a decision of the other. For instance, whether or not the ball touches the edge of
the playing surface on the side nearest to the assistant umpire may be irrelevant if the
umpire has already seen a player move the playing surface. Similarly, a service that is judged
illegal by the assistant umpire may not be penalised if the umpire has previously decided
that the rally is a let because a ball from another table has come into the playing area.

The assistant umpire should be seated directly opposite the umpire, in line with the net, and
at about the same distance from the table. The assistant umpire should not stand for
doubles.

Timekeeper

The assistant umpire may act as timekeeper, but some umpires prefer to carry out this
function themselves, perhaps because they wish to decide for themselves how much time to
allow for interruptions in play. The timekeeper is required to monitor the duration of practice,
of play in a game, of intervals between games and of any authorised suspension of play, and
his or her decision is final on the time that has elapsed.

Stroke Counter

Stroke counting when the expedite system is in operation is normally undertaken by a
separate official, but the assistant umpire also can act as stroke counter. The stroke
counter’s duty is solely to count the return strokes of the receiver and his or her decision on
this question of fact cannot be overruled. If the assistant umpire does act as stroke counter,
he or she still retains his or her full responsibilities as assistant umpire. The recommended
position for the stroke counter is standing next to the umpire so the umpire can clearly hear
the counting (in a large stadium with a vocal crowd it can be difficult to hear from the
opposite side of the playing area). If this is not possible for reasons of TV cameras, or
blocking the sight of spectators, then the stroke counter should stand next to the assistant
umpire. Exceptionally, if both positions would cause issues for TV and/or spectators, the
stroke counter may be seated next to the umpire.

Appeals

A player, or in a team match his or her captain, may appeal against what he or she believes
to be a wrong rule interpretation by the umpire, assistant umpire or stroke counter, but no
appeal may be made against a decision on fact by any of these officials in accordance with
his or her designated authority. Such an appeal may be made to the referee, whose decision
is final on any question of rule interpretation.

If, however, the player or captain believes that the referee is incorrect a further appeal may
be made, by the player’s Association, to the ITTF Rules Committee. This committee will give
a ruling for future occasions, but it cannot change the decision already made by the referee.
An appeal may be made also to the tournament management committee against a referee’s
decision on any matter not covered by a rule.

In responding to appeals, the referee must take care to observe the relevant procedures. In
an individual event, he or she should deal only with the player or pair; a team captain or
coach should not be allowed to intercede on his or her player’s behalf, but an interpreter
may assist where there is a language difficulty. In a team match, any protest by a player
that is not supported by his or her team captain should be ignored.

When the appeal is against the action of a match official, only that official should participate
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4.2.5.
4.3.

4.3.1.
4.3.2.

4.3.3.

4.3.4.

4.4.

Oyuncular, oyun alanina variglarindan, ayrildiklar1 ana kadar hakemin karar yetki alani
icindedirler.

Yardimer Hakem

Maglarda bir yardimci hakem gorevlendirilir ve yardimeir hakem, hakemin bazi goérevlerini
{istlenir veya paylasir. Ornegin; bir yardimc1 hakem masanm kendisine yakin kenarindaki yan-
kenar toplara ait kararlarda tam yetkili iken; bir oyuncunun topu engelleyip engellemedigi,
servisin kurallara uygun olup olmadigi veya bazi let kararlarinda da hakemle ayni1 yetkiye sahiptir.
Eger hakem veya yardimci hakem, bir oyuncunun servisinin kural dig1 olduguna, bir oyuncunun
topu engelledigine, serviste topun ag takimina degdigine veya oyun kosullarinin rallinin sonucunu
etkileyecek sekilde bozulduguna karar verirse, bu kararlar1 degismez.

Ancak, bazi kosullarda mag gorevlilerinden biri tarafindan verilen bir karar digerinin karart ile
gecersiz sayilabilir. Ornegin, eger hakem daha 6nceden bir oyuncunun oyun yiizeyini hareket
ettirdigini belirlemis ise, yardimcit hakemin, topun kendi tarafindaki yan yiize degdigi
konusundaki kararim gecersiz kilabilir. Benzer sekilde; eger hakem, baska masadan gelen bir top
yiiziinden rallinin let olduguna daha 6nceden karar vermis ise, yardimci hakem tarafindan kural
dis1 olarak hitkmedilen bir servis cezalandirilmayabilir.

Yardimc1 hakem, mag¢ hakeminin tam karsisinda ag hizasinda ve masadan yaklasik ayni uzaklikta
(2-3 m) oturmalidir. Cift maglarinda yardimci hakemin ayakta durmasima gerek yoktur.

Zaman Tutucu

4.4.1. Yardimc1 hakem zaman tutucu olarak gorev yapabilir. Fakat bazi hakemler oyun igindeki

4.5.
45.1.

4.6

4.6.1.

4.6.2.

4.6.3.

4.6.4.

duraklama zamanlarmi kendileri belirlemek istediklerinden olacak, bu gorevi kendileri
iistlenmeyi tercih ederler. Zaman tutucularin aligtirma siiresini, oyun siiresini, setler arasindaki
streyi ve oyunun herhangi bir izinli duraklama stresini (1 dakikaya kadar mola, yaralanma
nedeniyle 10 dakikaya kadar bashakem izni) tutmalar1 beklenir ve zamanla ilgili kararlarikesindir.
Vurus Sayici

Cabuklastirilmis sisteme gegildiginde vurus sayma, normal olarak ayri bir gorevli tarafindan
yerine getirilir. Fakat yardimci hakem ayni zamanda vurus sayici olarak gorev yapabilir. Vurus
sayicinin gorevi; sadece karsilayanin karsilama vuruslarii saymaktir ve gorevlinin bu konu ile
ilgili karar1 kesindir ve gecersiz sayillamaz. Eger yardimci hakem vurus sayici olarak gorev
yaparsa, yardimc1 hakem olarak tiim sorumluluklar1 devam eder. Hakemin sayimi net bir sekilde
duyabilmesi i¢in vurus sayaci, hakemin yaninda durmalidir (sesli bir kalabaligin oldugu biiyiik
bir stadyumda masamin karsi tarafindan duymak zor olabilir). Eger TV kameralar1 veya
seyircilerin goriislinii engellemek gibi nedenlerle bu miimkiin degilse, vurus sayicis1 yardimci
hakemin yaninda durmalidir. Istisnai olarak, her iki pozisyon da TV ve/veya seyirciler icin sorun
yaratacaksa, vurus sayaci yardimeci hakemin yaninda oturabilir.

Itirazlar

Bir oyuncu ya da takim maginda takim kaptani; hakem, yardimc1 hakem veya vurus sayicinin
yanlis kural yorumu olduguna inandig1 kararlarina itiraz edebilir. Ancak bu goérevlilerin kendi
yetki alanlarma giren konularda tespit ettikleri gercek olgulara dayanan kararlarma itiraz
edilemez. Kural yorumlari ile ilgili itirazlar bashakeme yapilabilir. Bashakemin karar1 kesin
olacaktir.

Ancak, eger oyuncu veya kaptan baghakemin kararmnin dogru olmadig1 inancinda ise, itiraz,
oyuncunun bagli oldugu federasyon tarafindan ITTF Kural Komitesi nezdinde strdurulebilir. Bu
komite, gelecekteki benzeri olaylarda gegerli olmak Uzere bir karar verecek ancak, bu karar itiraz
konusu olayla ilgili olarak bashakemce verilmis olan karari degistiremeyecektir. Kurallarla
kapsanmamig konularda bashakemin kararina turnuva yonetim komitesi nezdinde de itiraz
edilebilir.

Itirazlara cevaplarda, bashakem, ilgili prosediirlere uygun davranmahdir. Bireysel yarismalarda
sadece oyuncu veya ¢ifti muhatap almali, takim kaptani veya antrendriin oyuncusu adma aracilik
etmesine izin verilmemelidir. Sadece, dil sorunu oldugunda bir terciiman yardimei olabilir. Bir
takim maginda kendi kaptaninin desteklemedigi bir oyuncunun itirazi dikkate alinmamalidir.
Itiraz bir mag gorevlisinin uygulamasma kars1 ise, konunun tartismasma sadece o gorevli
katilmalidir. Bashakem, bazi agamalarda, bir baska gorevli ya da tamigin goriisiinii veya fikrini
almak isteyebilir. Fakat bu sahis sadece goriisiinii agiklayabilir, gériismelerin ileri agamalaria
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4.7
4.7.1

4.8
4.8.1

4.8.2

4.8.3

4.8.4

4.8.5

4.8.6

4.9
4.9.1

4.9.2

4.9.3

4.9.4

4.9.5

in the argument of the case. The referee may at some stage wish to hear the evidence or
opinion of another official or a witness, but once that person has made his or her statement,
he or she should take no further part in any discussion, and interference by anyone not
directly concerned must be firmly discouraged.

Replacement

There may be occasions during a competition, either before a match or after play has started,
when there is a question about the ability of a match official to carry out the duties for which
he or she has been appointed. Such occasions are rare but when they do occur the referee
must be ready to use his or her authority to deal with the matter, possibly replacing the
official concerned if that is the only appropriate course of action. Refer to HTR.

Presentation (See also Appendices A, D, E, F & G)

In addition to their responsibility for ensuring a fair result, match officials have an essential
part to play in the presentation of a match. This should not, however, encourage them to
indulge in personal showmanship and the best tribute to a good team of match officials is
that they are not noticed, because they control play so unobtrusively that players and
spectators can concentrate totally on the match.

While on duty match officials should look alert and interested in the match at which they are
officiating. Players, to whom each match is a serious matter, do not always welcome a jocular
or light-hearted attitude. Officials should not leave their places during a match unless they
need to do so for a specific purpose, such as to retrieve the match ball at the end of a game
or to restore the position of surrounds.

Even when off-duty, match officials should take care not to behave in a way which may
prejudice their authority, or which may reflect unfavourably on the sport. Good relationships
with players are important, but care should be taken not to appear unduly friendly with
particular players or to give any indication of partiality. Public criticism of other officials or
organisers must be avoided.

Match officials are also responsible for the appearance of the playing area during a match.
It should be kept tidy and free from unnecessary people and equipment, and any disturbance
of the table or surrounds should be corrected immediately. Only officials directly concerned
with a match should be allowed in the playing area, positioned so that they are as
unobtrusive as possible consistent with their being able to carry out their duties.

Organisers, normally in conjunction with the referee, usually set a limit for the number of
persons allowed on the “team bench” and, in an individual event, there may also be a limit
on the number of people allowed to accompany the players or pairs. It is the duty of the
umpire to ensure that any such limits are observed and, if necessary, play should be
suspended until those not entitled to be there have withdrawn.

If wearing a jacket, it is suggested to close jackets when entering the field of play, and
during the pre- or post-match presentation. However, whilst sitting down, it may be better
to open the jacket for easier arm movements. It is important, at all tournaments, to make
professional presentation a habit and something that the umpire always feels natural and
comfortable with. (See Appendix E)

Uniform for Umpires

Most Associations have adopted standards of clothing for their match officials, consisting
usually of jacket and trousers or skirt of specified colours, but the same clothing may not be
suitable in all environments. For instance, in very warm conditions it may be intolerable for
an official to have to wear a jacket throughout what may prove to be a long match, while
some playing halls may be uncomfortably cold.

In these circumstances, the team of officials for a match should agree among themselves
reasonable variations so that if, for example, they need to wear pullovers, these are all of
the same colour. The most important consideration is that the officials are neatly dressed,
as uniformly as is practicable, but it should be confirmed that any proposed changes to the
normal uniform are acceptable to the referee and organisers of the competition.

The URC has adopted a standard umpire’s uniform for major ITTF Events. Refer to Appendix
E for details.

Unless approved by the referee for religious or medical reasons, hats, headgear or tracksuits
should not be worn.

In some events, such as the Olympic and Paralympic Games, the organisers provide a
uniform for match officials which should be worn during the event.



4.7.
4.7.1.

4.8.
4.8.1.

4.8.2.

4.8.3.

4.8.4.

4.8.5.

4.8.6.

4.9

4.9.1.

4.9.2.

4.9.3.

4.9.4.

katilamaz. Konuyla dogrudan ilgisi olmayan kisilerin goriismelere katilimi  Kkesinlikle
onlenmelidir.

Hakemin Degistirilmesi

Yarigma slresince gerek bir magtan 6nce veya gerekse oyun basladiktan sonra, bir mag
gdrevlisinin gorevinin gereklerini yerine getirme konusunda siipheler duyulabilir. Bu tiir olaylar
nadir olmakla birlikte, karsilasildiginda, bashakem, yetki ve otoritesini kullanmaya hazir
olmalidir. Gerektiginde en uygun tek ¢are gorevlinin degistirilmesi ise, baghakem bu yetkisini
kullanmakta ¢ekingen davranmamalidir. Turnuva Baghakemleri i¢in El Kitabina (Handbook for
Tournament Handbooks - HTR) bakiniz.

Sunum (Ayrica EK A, D, E, F ve G’ye bakiniz.)

Hakli ve dogru bir sonuca ulasilmasindaki sorumluluklari ile beraber, ma¢ goérevlileri magin
sunumunda da 6nemli bir rol sahibidirler. Ancak, bu; onlarimn kisisel olarak 6n plana ¢ikmalarma
neden olacak gosteriler yapmasima yol agmamahdir. Iyi bir mag gorevlisi ekibinin varlig1 mag
icinde hissedilmemelidir. Bir bagka ifade ile mag gorevlileri 6n plana ¢gitkmamalidir. Mag1, daima
geri planda kalarak kontrol altinda tutmali ve oyuncularla seyircilerin tiim dikkatlerini tamamen
mag iizerinde toplamalarini saglamalidir.

Mag gorevlileri gorev basindayken, tum ilgi ve dikkatlerini yonettikleri mag (izerinde
toplamalidirlar. Mag gorevlilerinin sakaci veya kiiglimser ya da alayct tutum ve yaklasimlari
oyuncular tarafindan higbir zaman hos karsilanmaz. Zira mag onlar i¢in ¢ok ciddi bir konudur.
Mag gorevlileri, mag suresince, 6rnegin; ¢evre panolarinin dizeltilmesi, set sonunda mag topunun
alinmasi gibi zorunlu belli amaclar disinda gorev yerlerini terk etmemelidirler.

Mac gorevlileri, gorev basinda degilken bile, otoritelerine giveni sarsici, bagli olduklari
federasyon veya masa tenisi sporu agisindan hos karsilanmayabilecek davraniglardan kaginmaya
Ozen gostermelidirler. Oyuncular ile iyi iliskiler 6nemlidir. Ancak, mag¢ gorevlileri, bazi
oyuncularla asir1 yakinlik ve samimiyet i¢inde gozitkmemeye, tarafsizliklar1 konusunda siiphe
uyandiracak davramglardan kag¢inmaya 0zen gostermelidirler. Diger gorevlileri veya
organizatorleri agik¢a elestirmekten kaginmalidirlar.

Mag gorevlileri, mag siiresince oyun alammnin goriiniimiinden de sorumludurlar. Oyun alani
diizenli tutulmali, gereksiz malzemenin ve gereksiz kisilerin oyun alam g¢evresinde bulunmasi
onlenmelidir. Masanin konumunda ve panolardaki diizensizlikler giderilmelidir. Alanda sadece
mag ile dogrudan sorumlu gorevlilerin bulunmasi saglanmali ve oyun alam i¢inde goérevlerini
rahatlikla yapabilecek yerlerde bulunmalari temin edilmelidir.

Organizatorler normal olarak bashakemle koordineli olarak genellikle, takim ve bireysel maglar
icin oyun alan kenarindaki “takim banki (bench)” bulunabilecek kisi sayilarim belirleyici limitler
koyarlar. Hakemin bir gorevi de bu sayilarin agilmamasinin kontrolii ve asilmasi halinde oyunu
durdurarak oyun alami kenarinda bulunmamasi gereken kisilerin oradan uzaklastirilmasini
saglamaktir.

Ceket giyilmesi durumunda, oyun alanina girerken, ma¢ sunumu Oncesinde veya sonrasinda
ceketin kapatilmasi Onerilmektedir. Ancak, otururken daha rahat kol hareketleri i¢in ceketin
acilmasi iyi olur. BUtun turnuvalarda, profesyonel davrams ve tutum aliskanlik haline getirilmeli,
hakem her zaman dogal ve rahat bir ortamda oldugunu hissettirmelidir. (Ek-E’ye bakiniz.)
Hakem Uniformasi

Pek c¢ok federasyon, kendi mag¢ gorevlileri icin giysilerde standartlar belirlemistir. Genellikle
standart giysi tanimlarinda, belirlenen renkte ceket ve pantolon veya etek yer alir. Ancak, aynm
giysi biitlin ¢evre kosullarinda uygun olmayabilir. Oyun salonunun rahatsiz edici 6l¢iide soguk
oldugu hallerde uygun olan bir giysi, ¢cok sicak salon ortamlarinda 6zellikle gok uzun sirebilecek
maglarda 6rnegin; bir ceket giyme zorunlulugu tahammdil edilmez olabilir.

Bu gibi hallerde, ekip kendi aralarinda anlagarak giysilerinde bazi kabul edilebilir (makul)
degisiklikler yapabilirler. Ornegin; hepsi ayni renkte olmak kosuluyla kazak giyilmesi kabul
edilebilir. Giysi konusunda en énemli husus; gorevlilerin temiz, derli-toplu, olabildigince bir
ornek giyinmis olmalaridir. Gorevlilerin normal giysiye gore yapmayi onerdikleri makul
degisiklikler yarigma organizasyon komitesince de kabul edilebilir ve onaylanmis olmalidir.
Hakem ve Bashakem Komitesi (URC), Diinya Unvanli Yarigmalar i¢in standart bir hakem
tiniformasimi kabul etmistir (EK-E’ye bakiniz.).

Bashakem tarafindan dini ya da tibbi nedenlerle izin verilen haller diginda, sapka veya baslik
giyilemez. Esofman, riizgarlik ve benzeri seyler asla giyilmeyecektir.

Page 8



5.2

53

5.4

55

PLAYING CONDITIONS

The referee has the final decision on the acceptability of playing conditions, but it is usually
the umpire who is first aware of possible deficiencies, especially those that arise once an
event has started. The umpire must, therefore, know the requirements of the relevant laws
and regulations so that he or she can report promptly to the referee any variation that is not
within his or her power to correct.

The playing space and the level of lighting will normally have been checked when the playing
hall is set up and the tables and nets will have been properly installed. The umpire should,
however, satisfy himself or herself before play begins that nothing has happened to disturb
the conditions of play, such as failure of a light source, displacement of a table or the
surrounds or loss of tension in the net assembly.

Whenever possible, the umpire should try to correct any deficiency himself or herself but if
he or she cannot do so without holding up play, he or she should report promptly to the
referee. The referee may defer the match until the proper playing conditions have been
restored or may transfer the match to another table but, if the shortcomings are only slight,
he or she and the players may agree to ignore it and play the match in less-than-ideal
conditions.

Match officials have a responsibility to see that the advertising regulations are observed. The
number, size and colouring of advertisements on equipment and fittings in and aroundthe
playing area should be checked by the referee, in time for any necessary corrections tobe
made before play starts. During the competition, umpires should ensure compliance withthe
restrictions on advertisements on players’ clothing and numbers.

It is important for the umpire or assistant umpire to check the net. When checking the net
ensure that the clamp is attached as close as possible to the table and make sure that there
is no cord hanging down from the net post which could affect the ball or distract the players.
Then check both the tension of the net-cord and the height of the net. This should be done
prior to every match, including individual matches within a team match. It is not satisfactory
just to estimate the tension by touch and several manufacturers have produced weighted
net gauges, which ensure consistency. These gauges, which weigh exactly 100g, have two
steps, one at 15.25cm and the other 1cm lower. However, the weighted gauge should only
be used to check the tension - it should not be used for checking the height. The lower step
of the weighted gauge is rested on the top of the net, in the centre, and the tension adjusted
until the bottom of the gauge just touches the playing surface. After the tension has been
checked, the height is then checked at each end using a plastic net gauge. Do not use the
plastic gauge and weighted gauge at the same time.

6 THE BALL

6.1
6.1.1

6.2
6.2.1

6.2.2

6.2.2.1

Type

It is the umpire’s duty to ensure that the ball used for each match is of the brand and colour
specified for the competition and it is not permissible for a ball of a different kind to be used,
even if both players or pairs prefer it. Any attempt by a player to substitute an alternative
ball for the one supplied may be regarded as unfair behaviour, to be dealt with under the
appropriate regulations.

Choice

Players are not allowed to select balls in the playing area but, wherever possible, they should
be given the opportunity to do so before they come to the match table. The match will be
played with the balls chosen by the players. If the match ball has not been agreed by both
players before the match, the umpire will take at random one of the first preferred match
balls by either player. If a ball has not been chosen before players come to the playing area,
the match is played with a ball taken at random by the umpire from a box of those specified
for the competition.

The same procedure is followed if a ball is damaged or lost during a match and has to be
replaced. If this happens, the players may be allowed a short period of practice with the new
ball, but it must be made clear to them that this is simply to enable them to get used to its
characteristics and that there is no question of their being allowed to test it and possibly ask
for an alternative.

The "multi-ball” system means that the assistant umpire has a certain number of balls and
delivers the next ball to the player, between points during the match, and at the start of
each game, and the players do not need to pick up the ball from the floor or retrieve it from
the back of the playing area (the net balls can be replayed). Prior to each match, the players
are free to select 20-30 balls (10-30 balls per player) or more from the approved balls for
the tournament. The box containing the selected balls remains on the assistant umpire’s
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4.9.5.

o.
5.1.

5.2.

5.3.

5.4.

5.5.

6.1.
6.1.1.

6.2

6.2.1.

6.2.2.

Olimpiyat Oyunlar1 ve Paralimpik Oyunlar gibi bazi yarigmalarda organizatorler mag gorevlileri
icin yarigma sirasinda giyilecek olan tiniformay: tedarik ederler.

OYUN KOSULLARI

Oyun kosullarinin kabul edilebilirligi konusunda son karar yetkisi bagshakemdedir. Ancak, normal
olarak, 6zellikle oyun bagladiktan sonra, oyun kosullarinda sapmalar meydana geldiginde bununla
ilk karsilasan, ilk géren magin hakemi olacaktir. Bu nedenle, hakemler; oyun kosullari ile ilgili
kural ve yonetmelikleri iyi bilmeli ve meydana gelen sapmalar kendi dizeltme yetkisi i¢inde
degilse, bashakeme uygun ve dogru bir sekilde rapor edebilmelidir.

Oyun alan ve 1g1klandirmanin yiiksekligi, normal olarak oyun salonu diizenlendigi, masalar ve
ag takimi uygun sekilde yerlestirildigi zaman kontrol edilmis olmalidir. Ancak, mag¢in hakemi,
oyun baglamadan 6nce oyun kosullarim bozabilecek herhangi bir degisiklik olmadigindan emin
olmalidir. Ornegin; 151k kaynaklarinda olusabilecek bozulmalar, masamn ve ¢evre panolarmin
yerlerinden oynamig olmalar1 veya ag takiminin gerginliginin gevsemis olmasi1 mutlaka hakem
tarafindan kontrol edilmelidir.

Magin hakemi, mumkin oldugunca kendisi eksiklikleri gidermeye c¢alismalidir. Ancak
yapamiyorsa, oyunu bekletmek yerine derhal bashakeme uygun bir sekilde bildirmelidir.
Baghakem, uygun olan kosullar yeniden olusturuluncaya kadar magi geciktirebilecegi gibi, bir
baska masaya da aktarabilir. Ancak, oyun kosullarindaki bozulma ve eksiklikler énemsiz
boyutlarda ise, baghakem ve oyuncular bu olumsuzluklar1 dikkate almaksizin, ma¢in idealden
daha diisiik kosullarda devam etmesi konusunda anlagabilirler.

Mag gorevlileri, reklam kurallarima uygunlugundan sorumludurlar. Oyun alaninin iginde ve
cevresindeki malzeme ve techizat tizerindeki reklamlarm sayisi, boyutlar1 ve rengi, bashakem
tarafindan kontrol edilmelidir. Eger gerekiyorsa, dlzeltmelerin ma¢ baslamadan 0Once
yapilabilmesine olanak taniyabilecek sekilde, zamaninda kontrol edilmelidir. Yarigma sirasinda,
hakemler, oyuncularin giysi ve numaralarinin (izerindeki reklamlarin uygunlugunu denetlemelidir.
Hakem veya yardimci1 hakemin fileyi kontrol etmesi 6nemlidir. Fileyi kontrol ederken kelepgenin
masaya mimkin oldugunca yakin takildigindan ve topu etkileyebilecek veya oyuncularmn
dikkatini dagitabilecek sekilde file direginden asag1 sarkan bir kordon olmadigindan emin olun.
Ardindan hem file kordonunun gerginligini hem de filenin yiiksekligini kontrol edin. Bir takim
yarismasindaki takim maglari dahil, bu kontroliin her mag 6ncesinde yapilmasi gerekir. Hakemin
eliyle dokunarak tahmini bir karar vermesi uygun olmaz. Bazi masa tenisi malzemesi saticilari,
tutarhiligi saglamak icin “metal ag olger” Uretmektedirler. Bu metal ag olgerler 100 gr
agirligindadir ve iki kademelidir. Birinci kademe 15,25 cm uzunlugunda, ikinci kademe 1 cm
daha kisadir. Ancak, metal ag Olcer sadece ag gerginligini kontrol etmek i¢in kullanilmalidir.
Yukseklik kontroll icin uygun degildir. File gerginlik dlgerin ikinci kademesi agin Ustline ve tam
ortasina yerlestirilir. File gerginlik Olcerin alt kismi masa ylizeyine temas eder/etmez anda
gerginlik ayar1 yapilir. Gerginlik kontrol edildikten sonra, plastik bir file yikseklik olger
kullanilarak masanin her iki ucundan file yiiksekligi kontrol edilir. Plastik file dlcer ve file
gerginlik dlger ayni anda kullanilmaz.

TOP

Tip

Magta kullanilan topun, yarisma i¢in belirlenen marka, kalite ve renkte olmasini saglamak
hakemin gorevidir. Her iki oyuncu veya ¢ift, bir baska tip topla oynanmasin: tercih etse bile, buna
kesinlikle izin verilemez. Bir oyuncunun, verilen topu bir baskasiyla degistirme girigimi,
centilmenlik dis1 davrams olarak sayilabilir ve ilgili kurallara gore degerlendirilir.

Secim

Oyuncularin mag toplarmi oyun alani icinde segmelerine izin verilmez. Ancak, nerede mimkiinse
mag¢ masasina gelmeden dnce top se¢imi i¢in olanak saglanmalidir. Oyuncular, mag i¢in kendi
secmis olduklar1 toplar arasindan hakem tarafindan rastgele alinan bir topu kabul etmek
zorundadirlar. Eger herhangi bir nedenle oyuncular mag¢ toplari igin se¢im yapmamuslarsa,
yarigma i¢in belirlenmis marka, tip ve renkte yeni toplarin oldugu bir kutudan hakemin rastgele
alacagi bir top mag topu olacaktir.

Aym prosediir, mag sirasinda topun kaybolmasi veya kirilmasi halinde de uygulanacaktir. Bu
halde, oyuncularin yeni topla kisa bir siire alisma ¢aligmas1 yapmalaria izin verilecektir. Ancak,
oyunculara agikea belirtilmelidir ki, bu siire onlara sadece yeni topun 6zelliklerini taniyabilmeleri
icin verilmistir, topu test etme ve degistirilmesi i¢in istekte bulunma haklar1 yoktur.
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7.1
7.1.1

7.1.2

7.1.3

7.1.4

7.1.5

7.2
7.2.1

7.2.2

7.2.3

7.2.4

7.2.5

desk during the entire match. The assistant umpire immediately throws the next ball to the
serving player for each point, except when the player has picked it up. Once the point has
been determined and the ball is out of play, the ball persons run on the short side of the
playing area from one corner to the other collecting the ball from the floor. The balls picked
up from the playing area are deposited in containers at each corner. All collected balls are
usually deposited in the assistant umpire’s desk box between games.

THE RACKET
Coverings

A striking surface of the racket must be covered with one of the specified materials and,
whether covered or not, must be Matt, black on one side and the other a bright colour clearly
distinguishable from black and the colour of the ball .The covering should extend to the limits
of, but not beyond, the blade, but some tolerance may be allowed. The referee must decide
what is acceptable and advise his or her umpires accordingly but, as a guide, +2mm would
be an acceptable margin to most referees. This may particularly be the case with Para class
1 and 2 players as they often use their racket hand to push themselves back up into a sitting
position after striking the ball, and, in doing so, touch the tabletop with their rackets. Thus,
an overhang can help to protect the tabletop and a slightly larger margin may be allowed.

In competitions played under international regulations, the covering must be of a type
authorised by ITTF. Coverings authorised in this way carry the ITTF logo, the ITTF number
(when present), and the supplier’s logo or trademark, and players are required to attach the
rubber to the blade so that these identifying features are clearly visible near the handle of
the striking surface so that they can be checked by the umpire.

The umpire must check the racket covering against a list of currently approved racket
coverings. The presence of the ITTF marking is required but is not proof that the covering is
currently authorised. The ITTF web site www.ittf.com/equipment/ has a list of currently
approved racket coverings (LARC). One covering must be matt black on one side and of a
bright colour clearly distinguishable from black and the colour of the ball, refer Technical
Leaflet M4 Racket Coverings section 2.4.

Although only materials that comply with current laws and regulations are authorised, it
cannot be assumed that a covering marked as authorised will automatically be legal. The
original sponge layer may have been replaced by one of greater thickness and gluing can
cause the layer to swell, so the thickness of the covering should always be checked. The
covering must be used as it has been authorised by ITTF and is not allowed to be treated in
any way, either by physical, chemical, or other treatment that could modify the playing
properties, such as friction, colour, surface, etc., and shall successfully pass all parameters
of the racket control tests.

One of the most difficult decisions for an umpire or referee to make is the glossiness
allowable for racket coverings. Although this can be measured with an EEL glossometer,
such equipment is not usually available at a competition and some more practical means
must be found. As a guide, a racket covering can be considered too glossy if letters can be
clearly distinguished when, say, a plastic net gauge is placed at an angle to the racket
surface. However, the umpire will only be required to check the glossiness if he or she
receives a complaint from the opposing player.

Adhesives

Coverings may be attached to racket blades only by means of pressure-sensitive adhesive
sheets or liquid adhesives that do not contain harmful solvents. Organisers are required to
provide a properly ventilated gluing area and players must not use liquid glues or the
associated solvents anywhere else in the playing hall, including changing rooms and practice
and spectator areas.

Glues containing harmful volatile compounds are no longer approved by ITTF. ITTF has
informed all players to cease using glues containing volatile compounds and any player using
such glues will be doing so at his or her own risk. ITTF has implemented a zero-tolerance
racket testing program and protocol, using mini-RAE instruments, to ensure that all rackets
used by players are free of volatile compounds. Adhesives containing volatile organic
solvents cannot be used at the playing venue.

In major competitions, a racket control centre is established, and rackets are tested for the
presence of banned solvents, thickness, flatness, etc., normally before the matches.

A racket that does not pass a pre-match test, will be confiscated and the player will have to
use a different racket; if there is no time to test the replacement before the match it will be
tested afterwards. A racket that is found satisfactory will be marked and given to the umpire
in a paper envelope (or bag if envelope is not available) for issue at the match table.

If a racket fails a post-match test, the offending player will be liable to penalties as detailedlQ
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6.2.2.1. “Coklu Top” sistemi, yardimc1 hakemin belirli sayida topa sahip oldugu, ma¢ esnasinda sayilar

7.
7.1.

arasinda ve her rallinin basinda bir sonraki topu oyuncuya verdigi, oyuncularin topu yerden
almasima veya oyun alaninin arkasindan almasina gerek kalmadigi anlamina gelir (oyuncunun
almaya gitmesine gerek olmayan toplar tekrar oynanabilir). Her magtan 6nce, oyuncular turnuva igin
onaylanmis toplardan 20-30 top (oyuncu basma 10-30 top) veya daha fazlasini segmekte serbesttir. Secilen
toplar1 igeren kutu tim mag boyunca yardimei hakemin masasinda kalir. Yardimei hakem, oyuncunun topu
almasi diginda, her say1 i¢in bir sonraki topu hemen servis atan oyuncuya atar. Sayi verildikten sonra ve top
oyun digma ¢iktiktan sonra, top gorevlileri (ballboy) oyun alaninin kisa kenarinda bir kdseden diger koseye
kosarak topu yerden toplar. Oyun alanindan toplanan toplar her kdsedeki kutuya birakilir. Toplanan tim
toplar genellikle set aralarinda yardimei hakemin masasindaki kutuya birakalir.

RAKET

Kaplamalar

7.1.1. Raketin topa vurmak i¢in kullanilan yiizeyi belirtilen malzemelerden biriyle kapli olmali ve kaplt olsun ya

7.1.2.

7.1.3.

7.1.4.

7.1.5.

7.2.
7.2.1.

7.2.2.

7.2.3.

7.2.4.

da olmasin, bir tarafi mat ve siyah olmali, diger tarafi siyahtan ve topun renginden agik¢a ayirt edilebilen
parlak bir renkte olmalidir. Kaplama malzemesi raket tahtasmin sinirlarina kadar uzanmali ve Gtesine
gecmemelidir, ancak bir miktar toleransa izin verilebilir. Bashakem, toleransin ne olacagi, bir baska deyisle
neyin kabul edilebilir oldugu konusunda hakemlere tavsiyede bulunmalidir. Bir kriter olarak, pek ¢ok
bashakem tarafindan raket kaplamasinin tabladan 2 mm tagsmasinin veya tablayr 2 mm eksik kaplamasinin
kabul edilebilir bir sinir oldugu sdylenebilir. Bilhassa, Sinif 1 ve Smif 2 oyunculari topa vurduktan sonra
kendilerini oturma pozisyonlarina geri itmek igin sik¢a raketlerini kullanirlar ve bunu yaparken raketleri ile
masa Ustiine dokunurlar. Bu nedenle, kaplama ¢ikintis1 masa istiiniin korunmasina yardimei olabilir ve
biraz daha biyuk ¢ikintiya izin verilebilir.

Uluslararasi kurallara gére oynanan yarismalarda, kaplama malzemesi ITTF tarafindan onaylanmis tipler
arasindan segilmis olmalidir. ITTF tarafindan onaylanan kaplama malzemeleri, ITTF’nin logosunu,
numarasi ve yapimci firmanin logo veya ticari markasini tasirlar. Oyuncularin kaplama malzemesini
tablalarina, bu logo ve isaretlerin hakem tarafindan kontrol edilebilmesini saglamak iizere topa vurulan
ylizeyin sapina yakin, agikca goriilecek sekilde yapistirmalari istenir.

Hakem, raket kaplamasin gegerli, onaylanmis raket kaplamalari listesine (LARC) gore kontrol etmelidir.
Raket kaplamasi Uzerinde ITTF yazis1 ve logosu bulunmasi ve numarasi, her zaman, bu kaplamanin gecerli
oldugu anlamma gelmez. ITTF web sitesi “www.ittf.com/equipment/” onaylanmis raket kaplamalarinin
(LARC) bir listesine sahiptir. Kaplama malzemesinin bir tarafi mat ve siyah olmali, diger tarafi siyahtan ve
topun renginden agikca ayirt edilebilen parlak bir renkte olmalidir. Teknik Brosiir M4 Raket Kaplamalari
bélum 2.4’e bakiniz.

Sadece gegerli kural ve yonetmeliklere uygun malzemelerin kullanilmasina izin verilmis olmakla birlikte,
onayl1 bir malzemenin otomatik olarak uygun oldugu diisiiniilmemelidir. Ornegin; orijinal siinger tabakas1
daha kalin bir tabaka ile degistirilmis olabilir ve yapistirici, lastik tabakanin kabarmasina neden olabilir.
Dolayistyla, kaplama malzemesinin kalinligi hakem tarafindan her zaman kontrol edilmelidir. Kaplama
malzemesi ITTF’in izin verdigi sekilde kullanilmali ve siirtiinme, renk ve yiizey gibi oyun 6zelliklerini
degistirebilecek higbir fiziksel, kimyasal veya bagka bir isleme tabi tutulmasina izin verilmez ve raket
kontrol testlerinin tim parametrelerini basariyla ge¢gmelidir.

Bir hakem ya da bagshakem i¢in karar verilmesi en zor konulardan biri, raket kaplamalarinin kabul edilebilir
parlakligidir. Her ne kadar, bu bir EEL parlaklik 6lgme cihaz ile 6l¢iilebilse de bu cihaz her yarismada
bulunmayabilir ve daha pratik bir yol bulunmalidir. Bir kilavuz olarak, diyelim ki, bir ag dlcer raket yiizeyi
ile bir ag1 olusturacak sekilde yerlestirildiginde harfler net bir sekilde ayirt edilebiliyor ise, raketinkaplamasi
cok parlak kabul edilebilir. Bununla beraber, eger hakem rakip oyuncudan sikayet alirsa, sadeceo zaman
parlaklig1 kontrol edecektir.

Yapistiricilar

Kaplamalar, raket tablalarina sadece basinca duyarli, kendinden yapisan tabakalar halinde veya belli zararli
¢oziiciiler igermeyen sivi yapistiricilarla yapistirilabilir. Organizatorlerden uygun bigimde havalandirilmis
bir kaplama yapistirma odast saglamalari istenir. Oyuncular, siv1 yapistiricilart veya ilgili sivi ¢oziiciileri
bu 6zel oda disinda, 6rnegin; soyunma odalari, antrenman alanlari, seyirci tribiinleri gibi salonun baska
mahallerinde kullanmamalidir.

Zararl ucucu bilesikler iceren yapistiricilara bundan boyle ITTF tarafindan onay verilmeyecektir. Ugucu
bilesikler iceren yapistiricilart kullanmamalar1 konusunda ITTF tiim sporculari bilgilendirmistir. Boyle
yapistirict kullanan bir sporcu kendini riske atiyor olacaktir. ITTF, sporcularin kullandigi tiim raketlerin
ucucu bilesikler icermedigini kesinlestirmek i¢in mini RAE cihazlarin1 kullanarak, yeni bir sifir toleransh
raket test programi ve protokolil uygulayacaktir. Ugucu organik ¢oziicl igeren yapistiricilar, spor kompleksi
i¢inde kullanilmayacaktir.

Onemli yarigmalarda bir raket kontrol merkezi kurulur ve raketler; yasaklanmis coziiciilerin kullanilip
kullanilmadig1, kalmhg, dizliigi, parlakligi vb. belirlemek icin normal olarak maglardan 6nce test edilir.
Mag oOncesi testini gegemeyen bir rakete el konulacak ve oyuncu baska bir raket kullanmak zorunda
kalacaktir. Eger bu yeni raketin mac-oncesi testi icin yeterli zaman bulunamaz ise, test mag sonrasi
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7.2.6

7.3
7.3.1

7.3.2

7.3.3

7.3.4

7.4
7.4.1

7.4.2

8.1
8.1.1

8.1.2

8.1.3

in Referee Directives regarding Racket Control, which are available on the ITTF website.

All players are entitled to have their rackets tested voluntarily without any penalties before
the match. Full details of Racket Control can be found on the URC page of the ITTF web site.

Inspection

The umpire should inspect the rackets that players intend to use, if possible before arriving
at the playing area, but before they start their pre-match practice, to avoid unnecessary
delay at the start of the match. This is normally done in the Call Area before the match, and
the rackets are kept in a paper envelope with the umpire for bringing into the playing area.
This, and any subsequent inspection necessary because a damaged racket has to be
replaced, should be done with as little fuss as possible. Opponents must always be given the
opportunity to examine any racket that is to be used.

If the umpire considers that a racket is illegal, he or she should explain why to the player.
Even where this is a question of fact, such as an over-thick covering, the player may not
accept the ruling. In such a situation, the matter must be reported to the referee, whose
decision will be final. Similarly, if an opponent objects to a racket, which the umpire considers
acceptable, the referee must decide whether the objection is justified.

A player is not allowed to change a racket during a match unless it is accidentally damaged
so badly that it cannot be used. If it is discovered that a player has changed an undamaged
racket the umpire should immediately suspend play and report to the referee, who may
disqualify the player.

Players must leave their rackets on the table during the intervals between games and other
authorised intervals and must not remove them without the specific agreement of the
umpire. If, with the agreement of the umpire, a player removes his or her racket during an
interval for any reason, the umpire and the opponent must be given the opportunity to
inspect the racket, or its replacement, before the next game starts. The only exception to
this is a disabled player whose racket is strapped to his or her hand.

Damage

A racket that is legal when a player starts to use it may become damaged to an extent that
invalidates its legality by, perhaps, destroying the continuity of the covering or theuniformity
of pimples over a significant part of the surface. If a player wishes to continue with a
damaged racket, and the umpire has any doubt about its continuing legality, he or she should
immediately report to the referee.

In deciding whether to allow further use of a damaged racket, the referee should consider
primarily the interests of the opponent. The ball is likely to rebound unpredictably from a
damaged surface and this could cause difficulties for both players, although the player who
wishes to use the racket has implicitly accepted this risk. Therefore, unless the damage is
trivial, it is generally better for the racket to be replaced.

The Racket Control Workflow Procedure is also applicable and can be found on the URC page
of the ITTF website.

CLOTHING
Colour

The main colour of clothing must be clearly different from that of the ball in use, but the
“main” colour does not necessarily mean the colour occupying the greatest area. A solid
patch of colour on the front of a shirt that covers only 40% of the area may still be the
dominant colour, whereas a much larger percentage of the same colour evenly dispersed
could be relatively unnoticeable. The purpose of this clause is to ensure visibility of the ball,
and for that reason the colour of the back of the shirt can be disregarded (however refer to
8.1.6).

It is the apparent colour of the clothing, which is important, and the referee has to decide
whether it provides sufficient contrast with the colour of the ball. Predominantly yellow
clothing may be quite acceptable with an orange ball and patterned clothing having a white
background may be satisfactory with a white ball, provided the perceived colours of clothing
and ball are clearly different.

There are no specific restrictions on the colour or size of badges, but they must comply with
the normal requirements for the colour and design of clothing. On the back of the shirt
players may wear lettering identifying themselves or their Associations or, in club matches,
their club, and in this case white or any colour may be used; such lettering must not obscure
any identifying numbers that the organisers require a player to wear. 11



7.2.5.

7.2.6.

7.3.
7.3.1.

7.3.2.

7.3.3.
7.3.4.
7.4

7.4.1.

7.4.2.

yapilacaktir. Test sonucu uygun bulunan bir raket isaretlenecek ve ma¢ masasinda oyuncuya verilmek tizere
magin hakemine kagit zarf i¢inde (eger zarf yoksa poset) teslim edilecektir.

Eger bir raket mag sonu testini gegemez ise, ITTF web sayfasinda mevcut olan Raket Kontrolu ile ilgili
Baghakem Talimatlarinda ayrintilandirildig1 gibi cezalandirilacaktir.

Ti0m oyuncular gonualli olarak, magtan dnce cezalandirilmadan raketlerini test ettirme hakkina
sahiptirler. Raket kontroliin tim ayrintilart www.ittf.com sitesinde bulunabilir.

Kontrol

Hakemler, magin baslamasini geciktirmemek i¢in oyuncularin kullanacaklari raketleri mimkiinse
oyun alanina gelmeden Once, ama aligma siiresi baglangicindan 6nce kontrol etmelidirler. Bu
islem normalde magtan d6nce Cagri1 Alaninda yapilir ve raketler oyun alanina getirilmek lizere
kagit bir zarf iginde hakemin yaninda tutulur. Bu iglem ve hasar halinde degistirilme nedeniyle
yapilacak sonraki kontroller, miimkiin oldugunca sakin, tartismaya neden olmayacak sekilde
yapilmalidir. Rakip oyunculara, kullanilacak raketi inceleme olanagi daima verilmelidir.

Eger, hakem bir raketin kurallara uygun olmadigina karar verirse, bunun nedenlerini oyuncuya
aciklamalidir. Eger neden bir gercege dayali ise, 6rnegin; kaplama malzemesinin asir1 kalmligi
gibi, oyuncu karar1 kabul etmeyebilir. Oyuncunun karar1 kabul etmemesi durumunda, konu hakem
tarafindan baghakeme rapor edilmelidir. Baghakemin karari kesin ve son karar olacaktir. Benzer
sekilde, hakemin kabul edilebilir gordiigii bir rakete rakip oyuncu itiraz edecek olursa, itirazin
gegerliligine bagshakem karar vermelidir.

Mag¢ sirasinda raket kullanilamayacak Olclide hasara ugramadikga, bir oyuncunun raketini
degistirmesine izin verilmeyecektir. Eger bir oyuncunun hasarsiz raketini degistirdigi belirlenecek
olursa, hakem oyunu derhal durdurmali ve durumu bashakeme bildirmelidir. Bashakem oyuncuyu
diskalifiye edebilir.

Oyuncular setler arasinda raketlerini masa iizerinde birakmak zorundadir ve hakemin &zel izni
olmaksizin oradan almamalidir. Eger bir oyuncu hakemin izni ile herhangi bir nedenle bir ara
sirasinda raketini yanina alacak olursa veya hasarlanan raketini degistirdikten sonra, takip eden
set baglamadan Once raketinin hakem ve rakibi tarafindan kontrol edilmesine olanak verecektir.
Raketini eline baglayarak oynayan engelli oyuncularda bu kural aranmaz.

Hasar

Bir oyuncunun kullanmaya baslarken kurallara uygun olan raketi, oyun sirasinda, kaplama
tabakasinin siirekliliginin veya pUtdrlerin diizenliliginin kaplama ylzeyinin énemli birbéliminde
bozulmasi gibi kurallara uygunlugunu gecersiz kilacak 6l¢iide hasara ugrayabilir. Eger bir oyuncu
hasara ugrayan bu raketi ile oyuna devam etmek isterse, ancak, hakem raketin kurallara
uygunlugundan herhangi bir siiphe duyarsa, derhal durumu bashakeme bildirmelidir.

Bashakem, hasarli raketin kullanilip kullanilmayacagina Kkarar verirken, oncelikle rakibin
cikarlarim goz Oniine almalidir. Boyle bir raketle yapilan vuruslarda top, biiyiik bir olasilikla
tahmin edilemeyen sekilde yansima yapacak ve bu durum her iki oyuncu i¢in gii¢cliiklere neden
olacaktir. Raketi kullanmak isteyen oyuncu, bu riski Gstlenmeyi kabul etmis demektir. Bu nedenle,
hasar 6nemsiz boyutlarda olmadikga raketin degistirilmesi genellikle daha iyi olacaktir.

Raket Kontrol Is Akis1 Prosedirii de uygulanabilir ve ITTF web sitesinin URC sayfasinda bulunabilir.

8.
8.1.
8.1.1.

8.1.2.

8.1.3.

GiYsi

Renk

Giysilerin ana rengi, kullanilan topun renginden agikca farkli olmalidir. Ancak, burada “ana” renk
giyside en buylik alam kaplayan renk anlaminda kullanilmamaktadir. Formanin 6n yiziinde alanin
sadece %40’ 11 kapsayan tek parca halinde yer alan bir renk hakim renk olabilirken, ayni renk
daha genis bir alanda diizgiin dagilmis olarak yer alacak olsa, goreceli olarak daha az dikkat gekici
olabilir. Bu maddenin amact; topun goriiniirliigiinii saglamaktir. Bu nedenle, formanin sirt rengi
onemsenmeyebilir (8.1.6’ya bakiniz.).

Onemli olan giysinin goriinen rengidir ve bashakem bu rengin topun rengiyle yeterli bir zithk
saglayip saglamadigina karar vermelidir. Hakim rengi sar1 olan bir giysi, portakal rengi bir top ile
oynanan bir macta kabul edilebilir gérulebilir, beyaz zemini olan desenli bir giysi de, giysinin
gorilen renkleriyle topun renginin agik¢a farkli olmasi kosuluyla beyaz bir top ile uygun
bulunabilir.

Armalarm rengi veya boyutlar1 hakkinda belirlenmis 6zel bir kisitlama olmamakla birlikte, onlar
da giysinin renk ve tasarim gereklerini karsilamalidir. Oyuncular formanin sirtinda kendilerini
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8.1.4

8.1.5

8.1.6

8.2
8.2.1

8.2.2

8.3
8.3.1

8.4
8.4.1

8.4.2

8.4.3

8.4.4

8.4.5

Except in WTT events, opposing players and pairs must wear shirts of different colours. The
umpire must resolve any question in this regard before the players start their practice period
and, preferably, at the Call Area.

An umpire who considers that the shirts worn by opposing players are not sufficiently
different should ask them to decide which of them will change; if they do not accept his or
her ruling the matter must be reported to the referee. Where it is decided that one must
change and they cannot agree which will do so, the decision must be made by the umpire
by lot.

The purpose of this regulation is to help spectators to distinguish between players, and the
possible distance of spectators from the playing area must be taken into consideration.
Colours which look quite different close-up can appear almost identical when seen from the
back row of spectator seats or on TV, and opposing players’ shirts should preferably be of
different basic colours and not just different shades of the same colour. In some
circumstances, this could also extend to the back of a player’s shirt, especially in TV matches,
where it is important that players are easily distinguishable. If a player has to change a shirt
for any reason during a match the new shirt does not have to be the same colour as the one
being changed, but still has to comply with the above clauses.

Design

Clothing may be of any design provided it does not bear symbols or lettering that might
cause offence or otherwise bring the game into disrepute. The referee is responsible for
determining what is and what is not acceptable for such reasons, but examples of markings
that would be precluded are obscene pictures or lettering and political slogans or messages
in any language.

In a World, Olympic or Paralympic Title Competition, players of the same Association must
be dressed uniformly, with the possible exception of socks, shoes, and the number, size,
colour, and design of advertisements on clothing (noting that no advertisements are allowed
in Olympic and Paralympic competitions except for the clothing manufacturer). In other
events, different coloured clothing for doubles pairs is allowed.

Advertisements

Shirts, shorts or skirts may carry advertisements in addition to the logo or trademark of the
maker of the garment, although advertisements for certain types of products are precluded,
such as tobacco goods, alcoholic drinks, harmful drugs, or illegal products. These
advertisements are limited in size and number but may otherwise be of any design, if they
are not so conspicuous or brightly reflecting as to unsight an opponent, and that they do not
include offensive wording or symbols.

Legality

Usually, the umpire first has the opportunity to consider whether players’ clothing complies
with the relevant regulations. If he or she is sure that it is illegal, he or she should explain
why to the player and, if the player accepts his or her decision and modifies or replaces the
garment with one that is legal, no further action is needed. Only where the umpire is
uncertain, or the player does not accept the umpire’s decision would the referee be
consulted.

It is often a matter of judgment whether clothing complies with the regulations and the
referee’s decision is final on any question of legality.

Although it is reasonable to expect umpires to report any doubts about the legality of
clothing, the referee should check for himself or herself, by looking round the playing hall
from time to time, that there are no obvious failures to meet the required standards. This
should be done as early as possible in a competition, as it is difficult to justify banning a
garment, which has been accepted without question in several previous matches.

In making decisions about the legality of clothing and other playing equipment, the referee
must be consistent, both among players at the same competition and, as far as practicable,
with the standards applied at other similar competitions. Where he or she is uncertain, he
or she may be able to make a comparison with similar garments that have been accepted
previously and conform to a more widely used standard.

The regulations define “"normal clothing” but do not specifically preclude the wearing of such
items as headgear and “cycling shorts”, and the referee must decide in each case what he
or she will allow, taking into account presentation of the sport. Headgear worn for religious
reasons and headbands to prevent long hair from obscuring a player’s view are clearly
acceptable, but most referees would not allow the wearing of, for example, reversed baseball

caps. 12



8.1.4.

8.1.5.

8.1.6.

8.2.
8.2.1.

8.2.2.

8.3.
8.3.1.

8.4

8.4.1.

8.4.2.

8.4.3.

8.4.4.

8.4.5.

veya federasyonlarini ya da kuliip maglarinda kuliiplerini tanimlayan yazilar1 bulundurabilirler.
Burada beyaz veya herhangi bagka bir renk kullanilabilir. Ancak bu ibareler, organizatérlerce
oyuncularin tagimasini istedigi tanimlayict numaralari 6rtmemelidir.

WTT etkinlikleri diginda, rakip oyuncular ve ciftler farkli renklerde formalar giymelidir. Hakem,
bu konudaki herhangi bir soruyu oyuncular alistirma siiresine baglamadan 6nce ve tercihen Cagri
Alaninda ¢Ozmelidir.

Rakip oyuncular tarafindan giyilen formalarin yeterince farkli olmadigini diisiinen bir hakem,
oyunculardan hangisinin giysisini degistirecegi konusunda karar vermelerini istemelidir.
Oyuncular hakemin kararmi kabul etmezler ise, hakem konuyu bashakem bildirmelidir. Hangi
oyuncunun ya da ¢iftin formasinin degistirmesi konusunda anlasamamalar1 halinde, karar hakem
tarafindan kura ile verilmelidir.

Bu uygulamanin amaci, seyircilerin oyuncular1 formalarindan ayirt edebilmelerine yardimci
olmaktir. Bu nedenle, seyircilerin oyun alanindan olan uzaklig: da kararda gz oniine alinmalidir.
Yakindan bakildiginda oldukga farkli goriilen renkler, seyirci triblinlerinin arka siralarindan adeta
ayni gibi gordlebilir. Bu nedenle, rakip oyuncularin formalar1 tercihen farkli ana renklerde olmali
ve ayni rengin farkli tonlarinda olmamalidir. Bu, bilhassa oyuncularin kolay ayirt edilmelerinin
o6nemli oldugu TV magclarinda oyuncunun formasinin sirtina dogru uzayabilir. Eger bir oyuncu
mag sirasinda herhangi bir nedenden dolayi formasini degistirmek zorunda kalirsa, yeni forma
degistirilen forma ile ayni renkte olmak zorunda degildir ancak yukaridaki maddelere uymak
zorundadir.

Tasarim

Giysiler, hakarete neden olabilecek veya oyunun itibarini zedeleyebilecek semboller veya yazilar
tasimamasi kosuluyla herhangi bir tasarima sahip olabilir. Bagshakem, nelerin kabul edilebilir
oldugunun belirlenmesinden sorumludur. Miistehcen resimler veya yazilar ile herhangi bir dilde
politik sloganlar veya mesajlar kabul edilmeyecek érneklerdir.

Diinya, Olimpiyat veya Paralimpik Yarismalarmda, ayn1 Federasyon oyunculari ¢orap, ayakkabi
ve giysilerdeki reklamlarin sayisi, boyutu, rengi ve tasartimi hari¢ olmak izere tek tip giyinmelidir
(Olimpiyat ve Paralimpik misabakalarda giysi Ureticisi disinda hicbir reklama izin verilmedigine
dikkat edilmelidir.). Diger etkinliklerde, ¢iftler icin farkli renkte kiyafetlere izin verilir.
Reklamlar

TOtun drdnleri, alkollii igecekler, zararli uyusturucular veya yasadisi triinler gibi belirli tiriin
tiirlerinin reklamlar1 yasaklanmis olsa da gomlekler, sortlar veya etekler, giysinin iireticisinin
logosu veya ticari markasina ek olarak reklam tasiyabilir. Bu reklamlarin boyutlar1 ve sayilar
sinirlidir, ancak rakibi géremeyecek kadar dikkat cekici veya parlak bir sekilde yansitilmadiklar:
ve saldirgan ifadeler veya semboller icermedikleri stirece herhangi bir tasarimda olabilirler.
Kurallara Uygunluk

Genellikle, oyuncularin giysilerinin ilgili yonetmelik hiikiimlerine uygunlugunu degerlendirme
olanagi normal olarak ilk oOnce hakemlerindir. Eger hakem giysilerin kurallara uygun
olmadigindan emin ise, sebebini oyuncuya agiklamalidir. Eger oyuncu hakemin kararmi kabul
eder, giysisinde dizeltir ya da kurallara uygun yeni bir giysi ile degistirirse, baska bir isleme gerek
yoktur. Ancak, hakem emin degilse veya oyuncu hakemin kararini1 kabul etmezse, baghakeme
danigilmalidir.

Giysinin yonetmeliklere uyup uymadiginin belirlenmesi genellikle bir karar konusudur. Bu
konudaki anlagsmazliklarda, baghakemin karar1 kesin ve son karardir.

Hakemlerin, giysinin kurallara uygunlugu hakkindaki siiphelerini bashakeme bildirmeleri
beklenmekle birlikte, bashakem de zaman zaman oyun salonuna bakarak, kendi kontrolini
yapmali ve gerekli standartlara uygunlukta agik hatalar olmadigini denetlemelidir. Bu, bir
yarigmada oldugunca erken yapilmalidir. Zira, 6nceki birka¢ magta sorun goriilmeden kabul
edilmis bir giysinin yasaklanmasini saglamak zor olacaktir.

Bashakem; giysinin ve diger oyun malzemelerinin kurallara uygunlugu hakkinda karar verirken
hem o yarismadaki sporcular arasinda hem de diger benzer yarigmalarda uygulanan standartlarla
olabildigince tutarli olmak zorundadir. Emin olmadiginda, genel kabul gérmiis benzeri giysilerle
ve genis ¢apl standart kullanimlarla kiyaslama yapabilmelidir.

Yonetmelikler “normal giysi”yi tanimlar, fakat baslik ve “bisiklet¢i sortlar’™ gibi giysileri
Ozellikle yasaklamaz. Baghakem, sporun sunumunu g6z 6ntinde bulundurarak, her durumda hangi
giysilere izin verecegini kararlagtirmalidir. Dini nedenlerle giyilen bagliklar ve sporcunun
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8.4.6 Some players wear cycling shorts, usually under shorts or skirt, as a means of keeping
muscles warm, and this practice is generally accepted. It is recommended, however, that
where such shorts are worn, they should be of the same colour as the shorts or skirt and, in
any case, they must not carry any advertisements or other markings.

8.4.7 If a player protests that he or she is being unsighted by brightly reflecting jewellery or other
items worn by an opponent the umpire should ask for the offending items to be covered or
removed. If this request is refused, the matter must be reported to the referee, whether or
not the umpire supports the protest. The fact that the item has been worn in previous
matches is irrelevant, and each case must be decided on its merits.

8.5 Track Suits

8.5.1 A player may not normally wear any part of a tracksuit during play but, in some
circumstances, the referee may give permission for him or her to do so. Examples of such
circumstances are extreme cold in the playing hall, with the consequent risk of muscle strain,
or a leg disability or injury that the player prefers to keep covered or for religious reasons.
If a tracksuit is worn in play, it must comply with the requirements for playing clothes. A
player with a physical disability, in either a wheelchair or standing, may wear the trousers
portion of a tracksuit during play, but jeans are not permitted.

8.6 Changing

8.6.1 Ifa player needs to change a playing garment because it is torn or wet through perspiration,
in many cultures it is acceptable for male players to change shirts on the field of play, but
outside the playing area. However, for some cultures or religions, this is unacceptable
behaviour, and, in almost all cultures, it is not acceptable for females. In those
circumstances, he or she may be allowed to leave the playing area to do so during any
authorised interval in play, accompanied by an official. This should be done as quickly as
possible, but it is accepted that it may take slightly longer than the statutory interval. The
referee may give permission on each occasion or as a general dispensation to umpires before
play begins, and this should be covered in the briefing to the umpires and also to team
managers. Female players should always be allowed to leave the field of play to change
clothing.

DEFINITIONS

9.1 The laws governing play are preceded by a set of definitions. The main purpose of these
definitions is to explain the significance of the main technical terms used in the laws, which
may be different from the normal meaning of the words, but it should not be overlooked
that they can often help also in the interpretation of laws to cover circumstances that are
not dealt with specifically.

9.2 For instance, the definition of “to strike” the ball is “"to touch it with the racket, held in the
hand, or the racket hand below the wrist”. From this it follows that a player who drops his
or her racket during a rally but attempts to return the ball by hitting it with the hand in which
he or she had been holding the racket cannot make a good return, because he or sheis not
“striking” the ball according to the definition.

9.3 For the same reason he or she cannot make a good return by throwing his or her racket at
the ball, because the racket does not "strike” the ball if it is not held in the racket hand at
the moment of impact. However, a player may transfer his or her racket from one hand to
the other during play and strike the ball with the racket held alternately in either hand,
because the hand holding the racket is automatically the “racket hand”.

9.4 It is essential to understand when the ball is considered as being "in play” because it is only
during this time that a point, other than a penalty point, can be scored. The ball is in play
from the last instant at which it is stationary on the palm of the server’s free hand before
being intentionally projected in service, and until the server has taken this action this instant
is not defined.

9.5 Thus if the ball accidentally rolls off the server’s hand before he or she starts to throw it his
or her opponent does not score a point, because the ball was not in play. For the same
reason a player may place the ball on his or her free hand and hold it stationary but then
change his or her mind about the type of service he or she will make and move to another
position to do so. Provided he or she has made no attempt to throw the ball, no point is
scored.

9.6 Once the ball is in play it remains in play until the rally has been decided as a let or point.
The ball does not go out of play simply because it goes outside the playing area or above
the level of the lights without touching them, but it does do so if it passes over a player’s
court or beyond his or her end line without touching his or her court since last being struck
by his or her opponent.

9.7 The intention of “obstruction” is that a player will be penalised under this law only if he oA3
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8.4.7.

8.5.
8.5.1.

8.6.
8.6.1.

9.2.

9.3.

94.

9.5.

9.6.

goriistinii engelleyen uzun saclar igin kullanilan sa¢ bantlar1 agikga kabul edilebilirse de, ¢ogu
bashakem; ters takilmis beysbol sapkalarinin giyilmesine izin vermez.

Bazi oyuncular adalelerin sicak tutulmasi amaciyla, genellikle normal sortlarin veya eteklerin
altina bisikletci sortu giyerler ve bu uygulama genel olarak kabul edilmektedir. Bununla beraber,
bdyle sortlarin veya eteklerin giyilmesi durumunda, normal sortlar ile ayni renkte olmasi, higbir
sekilde herhangi bir reklam veya baskaca yazi ve isaret tasimamalar1 tavsiye edilmektedir.

Eger bir oyuncu, rakibi tarafindan kullanilan ve parlak yansimalar yapan taki veya benzeri diger
nesnelerin goziinii aldigim1 sdyleyerek itiraz edecek olursa, hakem itiraz konusu nesnelerin
Ortllmesi veya ¢ikarilmasini istemelidir. Eger bu istek reddedilirse, hakem itiraz1 desteklesin ya
da desteklemesin, konu mutlaka bashakeme bildirilmelidir. Nesnelerin 6nceki maglarda
kullamlmis olmasi gegerli bir mazeret olmaz ve her olay kendi icinde degerlendirilerek
kararlastirilmalidir.

Esofman Takimi

Bir sporcu normal olarak mag sirasinda esofmanin herhangi bir parg¢asimi giyemez, ancak bazi
hallerde bashakem oyuncuya bu izni verebilir. Ornek olarak, oyun salonunun adale gerilmelerine
neden olabilecek sekilde asir1 soguk olmasi, dini sebepler, oyuncunun bacak engelli olmasi veya
bacaginda yara bulunmasi gibi kapali tutmayi tercih ettigi haller gosterilebilir. Eger oyuncu
esofman giyecekse, o da giysilerle ilgili gerekleri saglamalidir. Ister tekerlekli sandalyede ister
ayakta, fiziksel engelli bir oyuncu oyun sirasinda esofman altin1 giyebilir, ama kot pantolona izin
verilmez.

Giysi Degisimi

Bir oyuncunun yirtildigi veya terden asir1 1slandigr igin formasim degistirmesi gerekiyorsa, birgcok
kiltirde erkek oyuncularin oyun alaninda ancak oyun alami disinda forma degistirmesi kabul
edilebilir. Ancak, bazi kiiltiirler veya dinler i¢in bu kabul edilemez bir davranistir ve neredeyse
tiim kiiltiirlerde kadinlar igin kabul edilemez. Bu gibi durumlarda, bir hakem esliginde, oyuna
verilen herhangi bir ara sirasinda, oyuncunun oyun alanim terk etmesine izin verilebilir. Bu
miimkiin oldugunca ¢abuk yapilmalidir, ancak kurallarca belirlenen siireden biraz daha uzun
siirebilecegi kabul edilir. Bashakem oyun baslamadan Once her seferinde veya genellikle
hakemlere izin verebilir, bu durum hakemlere ve ayrica takim yoneticilerine verilen toplantilarda
ele alinmalidir. Kadin oyuncularin formalarini degistirmek i¢in oyun alanini terk etmelerine her
zaman izin verilmelidir.

TANIMLAR

Oyunu yoneten kurallar dncesinde bir dizi tanimlar yer alir. Bu tanmimlamalarin asil amaci,
kurallarda yer alan ve normal anlamlarindan farkli olabilecek kelimelerin, ana teknik terimlerin
onemini agiklamaktir. Tanimlarin; dogrudan ilgisi olmayan sartlar1 kapsamasinda kurallarin
yorumuna sik¢a yardimei olduklari da g6z ardi edilmemelidir.

Ornegin, topa “vurmak” tanimi; “topa elde tutulan raketle ya da bilegin altina kadar raket eliyle
dokunmaktir”. Bundan da anlasildig1 gibi, bir ralli sirasinda raketini diigiiren fakat raketini
tutmakta oldugu eliyle topa vurarak topu geri ceviren bir oyuncu, tammlamaya goire topa
“yurmadig1” i¢in iyi bir karsilama yapmis sayilmaz.

Ayni1 sebepten; oyuncu, raketini topa firlatarak iyi bir karsilama yapamaz. Ciinkii vurus aninda
raket, raket elinde olmadigindan topa “vurmus” sayilmaz. Bununla beraber, oyun sirasinda bir
oyuncu raketini bir elinden digerine alabilir ve raketi tutan el otomatik olarak “raket eli”” oldugu
icin raketin oldugu el ile sirayla vurus yapabilir.

Topun ne zaman “oyunda” oldugunun iyi anlasilmas1 da ¢ok énemlidir. Clinki ceza sayilari harig,
sadece top oyunda iken say1 olusabilir. Top, servisginin serbest elinin ayasinda, servis i¢in yukari
firlatilmadan dnce sabit olarak durdugu son andan itibaren oyundadir derken, servisgi bu hareketi
yapincaya kadar, “bu an” tanimlanmamustir.

Bu nedenle, eger oyuncu topu firlatmadan 6nce top elinden kazara yuvarlanirsa rakibi say1
kazanmaz, ¢inki top oyunda degildir. Ayni nedenle, bir oyuncu topu serbest eline yerlestirip sabit
tutabilir, ancak, daha sonra atacagi servisin tipi konusunda fikrini degistirebilir ve baska bir
pozisyona gecebilir. Topu yukariya dogru firlatmayr denememesi kosulu ile say1
kaybetmeyecektir.

Top oyuna girdigi andan, rallinin let ya da say1 olarak sonuclandig1 ana kadar oyunda kalir. Top
oyun alaninin digina ¢iksa ya da 1s1iklara dokunmadan onlarin Ustlinde bir seviyeye gitse bile oyun
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she intercepts the ball in a way that is likely to prevent an opponent making a good return.
There is no obstruction if the interception occurs when the ball has passed beyond his or her
end line, has passed outward over the sideline or is otherwise moving away from the playing
surface.

SERVICE
Consistency

Consistent application of the service law always presents difficulties, perhaps because it has
become so complicated, and there is sometimes a tendency for umpires to pay most
attention to the aspects that they find easiest to check. To offset this tendency, the umpire
should keep in mind the purpose of the various requirements and try to ensure that they are
applied in a way that meets their objectives.

Free Hand

The requirement for the server’s free hand to be open is intended to ensure that the ball is
not gripped in any way, so that the player cannot impart spin to the ball as he or she throws
it. In applying the law, the umpire should be less concerned with details such as the precise
curvature of the server’s free hand than with satisfying himself or herself that the ball is
resting freely on the server’s palm.

To help ensure that the ball can be seen resting freely on the palm it is required to be
stationary above the level of the playing surface. The free hand may not be held stationary,
dropped below the table surface and then brought upwards with a continuous sweep of the
arm to throw the ball; if the hand is not brought to rest again above the level of the playing
surface the service is illegal.

The ball, but not necessarily the whole of the free hand, must also be behind the server’s
end line from the start of service until it is projected upwards. Thus, a player may begin
service with his or her arm and part of his or her free hand over the playing surface without
being penalised, provided the ball itself is clearly behind the end line.

Throwing the Ball

The server is required to throw the ball “near vertically” upwards and it must rise at least 16
cm after leaving his or her hand. This means it must rise within a few degrees of the vertical,
rather than within the angle of 45°that was formerly specified, and that it must risefar enough
for the umpire to be sure that it is thrown upwards and not sideways or diagonally. In
Diagram 10.3.1.1 services B and C are acceptable, whilst A and D are not. The height of the
toss is also a factor in determining whether the toss is near vertical. In Diagram 10.3.1.2,
the ball is projected from, and struck at, the same place, but service A isa fault, whilst B is

acceptable.
G

Diagram 10.3.1.1 Diagram 10.3.1.2

The lower limit of 16cm is just greater than the height of the net, which provides a convenient
reference.

Striking the Ball

The ball must not be struck until it is falling from the highest point in its trajectory. At the
moment of contact with the racket, the ball must be above the level of the playing surface
and behind the end line.
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9.7.

10.
10.1.

dis1 kalmaz. Ancak, top; rakibinin son vurusundan sonra bir oyuncunun sahasinin iistiinden veya
ug cizgisinden, oyun alanina dokunmaksizin gecerse oyun dist olur.

“Engelleme” niyeti olan bir oyuncunun cezalandirilmas: i¢in oyuncunun rakibinin iyi bir
karsilama yapmasim Onleyecek sekilde topun yolunu kesmesi gerekir. Eger topun yolunun
kesilmesi, oyuncunun ug ¢izgisini gectikten sonra veya kenar ¢izgilerin diginda veya baska bir
deyisle oyun yiizeyinden disariya dogru hareket etmekte iken meydana gelirse, bir engelleme s6z
konusu olmayacaktir.

SERVIS
Tutarhhk

10.1.1. Servis kuralinin tutarli uygulamasi her zaman sorun ¢ikarmistir. Muhtemelen, ¢ok karmasik

10.2.

oldugundan, bazen hakemlerin en kolay kontrol edeceklerini bildikleri durumlar icin daha fazla
dikkat etmeleri gerekiyormus gibi bir egilim mevcuttur. Bu egilimi dengelemek i¢in, hakem;
¢ok sayida geregin amacim aklinda tutmali ve bu ¢ok sayida geregin amaglarma ulasacak sekilde
uygulanmasini saglamaya c¢aligmalidir.

Serbest El

10.2.1. Servisginin serbest elinin agik olmasi1 geregi ile topu atarken falso verememesi igin herhangi bir

bicimde elde kavranmamasini saglamak amaglanmistir. Kuralin uygulanmasinda, topun serbest
olarak avug i¢inde durmasi konusunda hakem, servis¢inin serbest elinin agiklik derecesinin
belirlenmesi gibi ayrintilar yerine, topun servisginin serbest elinin ayasinda serbest¢e durdugu
konusunda emin olmaya ¢alismalidir.

10.2.2. Topun avug icinde serbestge durdugunun goriilebilmesini saglamak i¢in topun oyun yiizeyi

seviyesinin lizerinde sabit durmasi gerekir. Serbest el sabit tutulamaz, masa ylizeyinin altina
diistiriilemez ve ardindan topu atmak i¢in kolun siirekli bir hareketiyle yukar1 kaldirilamaz; el
tekrar oyun yiizeyi seviyesinin Uzerine getirilmezse servis kural disidir.

10.2.3. Serbest elin tamami gerekli olmasa da, top; servis baslangicindan yukariya firlatilana kadar

10.3.

servis¢inin ug ¢izginin gerisinde olmalidir. Bunun i¢in topun kendisinin agik¢a u¢ ¢izgisinin
gerisinde olmasi kosulu ile bir oyuncu, kolu ve serbest elinin bir kismi oyun yuzeyinin izerinde
iken cezalandirilmadan servise baslayabilir.

Topu Firlatma

10.3.1. Servisginin topu “dike yakin” yukar1 atmasi gereklidir ve top elden ¢iktiktan sonra en az 16 cm

yiikselmelidir. Bu demektir ki, top eskiden belirtildigi gibi 45°’lik bir a¢1 ile degil, dikeyden
birkag derecelik bir sapma dahilinde ve hakemin topun ne yanlara dogru ne de diyagonal olarak
gitmediginden, yukar1 dogru atildigindan emin olmasi i¢in yeterince yukariya firlatilmalidir.
Sekil 10.3.1.1°de servis Ave D kabul edilmezken, servis B ve C kabul edilir. Havaya firlatmanin
yiiksekligi, havaya firlatmanin dike yakin olup olmadigini belirlemede bir faktordiir. Sekil
10.3.1.2°’de top ayni noktadan firlatilip ayn1 noktada vurulmustur ancak, servis B kabul
edilirken, servis A kural digidir.

B

O
3] D

Sekil 10.3.1.1 Sekil 10.3.1.2

10.3.2. 16 cmalt limit, ag yiiksekliginden ¢ok az buytktir ve bu hakem i¢in uygun bir referans saglar.
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10.6.3
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11
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11.2
11.2.1

11.2.2

Visibility

The primary requirement of the current service law is for the server to ensure that the
receiver can see the ball throughout the service, and the umpire or assistant umpire must
be satisfied that this is the case. The umpire or assistant umpire should look to see that the
ball is not hidden from the receiver at any stage by any part of the body, or anything he or
she or his or her doubles partner is wearing or carrying, and that the server’s free arm,
which includes the free hand, is not in the space between the ball and the net, once the ball
has been projected upwards.

The ball must be above the level of the playing surface at the start of service. There is,
however, no specific requirement for the receiver to be able to see the racket throughout
service, and the server may quite legitimately begin service with the racket concealed, for
example, behind his or her back.

From their positions in line with the net, especially in case of one umpire per table in the
qualification stage, it may be impractical for the umpire and/or the assistant umpire to judge
whether the ball is struck illegally if it is struck close to the end line or beside a player’s
body. It is, however, the responsibility of the player to serve so that the correctness of his
or her service action can be seen and if he or she serves near the margins of illegality, he
or she runs the risk of being penalised.

Warning

An umpire or assistant umpire, who suspects, but is not sure, that a player’s service action
is illegal, may call a let and warn the player without awarding a point. Either the umpire or
assistant umpire can issue a service warning (see Appendix C for appropriate hand signals).
Only one warning may be given during a match. If any of his or her, or his or her doubles
partner’s, subsequent services in that match is of doubtful legality, for the same or for any
other reason, a point will be awarded to his or her opponent. A yellow card should not be
used for a service warning. For additional examples refer to the FAQ.

Whether or not a formal warning is given there is no objection to a player whose service
action is only marginally acceptable being advised informally, between rallies, by either the
umpire or assistant umpire, that any deterioration could make it illegal. Contrary to popular
belief, a player is not entitled to a warning for a first illegal service, and a clear failure to
meet the requirements of the service law should always be penalised by the award of a
point.

The umpire or assistant umpire has no power to ignore an infringement of the service law
because he or she does not believe that it gives the server any advantage and there is no
justification for overlooking a first offence in the hope that it was a temporary lapse. The
offence may be repeated at a critical stage of the match, and a player penalised then could
justly protest that he or she had been given no earlier indication that the action was illegal.

Exceptions

The umpire may relax the requirements for a correct service if he or she is satisfied that
compliance is prevented by a physical disability. This will always be done for Class 1 and
Class 2 players (refer Appendix F). The player’s international classification card contains a
section indicating any physical limitations that the player may have affecting compliance
with the requirements of a correct service e.g. where a player with a disability is either not
able to straighten his or her palm or does not have a hand, the player may serve with a
curved palm or toss the ball from his or her stump.

A LET
Purpose

The primary purpose of a let is to end a rally without awarding a point when something has
happened which may affect the result of the rally, but there are other occasions on which it
is necessary to temporarily suspend play. Such occasions may include the correction of
errors in the score, the serving order, or the ends at which the players are playing and the
introduction of the expedite system when the time limit is reached.

Net Cord Service

The most common reason for a let is that the ball touches the net assembly while passing
over it in service. Provided the service is good up to the point at which the ball touches the
net, the rally is a let if the ball then correctly touches the receiver’s court or if it is obstructed
by the receiving player or pair; if it does not touch the correct court at all and is not
obstructed, the receiver scores a point.

When the ball touches the net during service, the umpire and assistant umpire wait until the
ball touches the correct court and then make the appropriate call, rather than introduce an
additional signal before the rally is over that may interfere with play. (See Appendix C -
Recommended Hand Signals and Calls). 15
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Topa Vurma

Topa yorungesindeki en yiiksek noktasindan diisene kadar vurulmamalidir. Top; raketle temas
ettigi anda, oyun ylizeyi seviyesinin Ustunde ve ug ¢izgisinin gerisinde olmalidir.
Gorunarlak

Servis kuralinin temel sarti, servis atan oyuncunun servis boyunca karsilayan oyuncunun topu
gorebildiginden emin olmasidir. Aym sekilde, hakem ya da yardimci hakem bunun boyle
oldugundan emin olmalidir. Hakem veya yardimcit hakem, topun herhangi bir asamada
serviscinin viicudunun herhangi bir kismi, kendisinin ya da ¢ift magindaki partnerinin giydigi
veya tasidigi herhangi bir sey ile karsilayicidan gizlenmedigine emin olmalidir. Hakem veya
yardimc1 hakem, top yukari dogru firlatildiktan sonra servisginin serbest eli dahil olmak tizere
serbest kolunun top ile file arasindaki boslukta olmadigina bakmalidir.

Top, servisin baginda mutlaka oyun yiizeyi seviyesinin iistiinde olmalidir. Bununla beraber,
karsilayicinin servisin tamaminda servisginin raketini gormesini gerekli kilan bir htikiim yoktur.
Ornegin, servisci; raketi arkasinda gizleyerek servise baslayabilir.

Eger, top ug ¢izgisine yakin veya oyuncunun viicudunun arkasinda vurulmussa, hakemin
ve/veya yardimci hakemin ag ile hizadaki yerlerinden topun kural dis1 vurulup vurulmadigina
karar vermesi zor olabilir. Bununla beraber, servisinin dogrulugunun gériilebilmesi igin, servis
atma sorumlulugu sporcunundur. Oyuncu kural disina yakin servis atarsa cezalandirilma riskine
girer.

Uyan

Hakem veya yardimei hakem, servisinin kural dis1 oldugundan siiphelendiginde, let diyerek
servisgiyi aleyhine say1 vermeden uyarabilir. Hakem veya yardimci hakem bir servis uyarisi
verebilir (uygun el isaretleri i¢in EK - C’ye bakiniz.). Bir mag boyunca sadece bir uyari verebilir.
Eger aym veya bir bagka nedenle servisginin veya ¢ift magindaki partnerinin ayn1 magtaki diger
servisleri kurallara uygunluk bakimindan siipheli ise, rakibine bir say1 verilecektir. Servis uyarisi
icin sar1 kart kullanilmamalidir. EK 6rnekler icin SSS kismina bakiniz.

Resmi bir uyar1 yapilmis olsun veya olmasin, servisi marjinal 6lcillerde kabul edilebilir olan
oyuncunun, herhangi bir sapmanin servisi kural dis1 yapabilecegi konusunda hakem ya da
yardimc1 hakem tarafindan ralliler arasinda gayri resmi olarak uyarilmasinda bir engel yoktur.
Oyuncunun ilk kural dis1 servisinde uyarilmasi gerekmez seklindeki yaygin inanigin aksine,
kurallara uygunlukta a¢ik bir hata daima bir sayi ile cezalandirilmalidir.

Servisciye bir avantaj sagladigina inanmadig i¢in hakem ya da yardimc1 hakem, bir servis kurali
ihlalini gérmezlikten gelme hakkina sahip degildir ve gegici bir yanilgi oldugu timidiyle ilk
hatayr kagirmanin mazereti yoktur. Hata, magin kritik bir safhasinda tekrarlayabilir ve
cezalandirilan oyuncu hareketin kural dis1 olduguna dair daha 6nceden hicbir uyar1 verilmedi
seklinde hakl: olarak itirazda bulunabilir.

Istisnalar

Hakem, servise uygunlugun bedensel engelden otiirii yerine getirilmedigi konusunda ikna
olmussa, dogru bir servis i¢in gerekleri esnetebilir. Bu, sinif 1 ve sinif 2 oyunculari i¢in daima
uygulanacaktir (Ek-F’ye bakiniz.). Oyuncunun Uluslararast Smiflandirma karti, oyuncunun
dogru servisin gereklerine uymayi etkileyebilecek bedensel kisitlamalar1 gdsteren bir boliimii
icerir. Ornegin, ne avug ayasin1 acamayan ne de eli olmayan engelli bir oyuncu, diiz olmayan
bir avug ayasi ile ya da topu kuiguk bir uzuv ¢ikintis1 izerine koyarak servis atabilir.

LET

Amag

Letin asil amaci, rallinin sonucunu etkileyebilecek bazi olaylar oldugunda say1 vermeden ralliyi
sona erdirmektir. Ancak, oyunu gegici olarak durdurmayi gerektiren bagka nedenler de vardir.
Bu nedenler arasinda; skorda olusan hatay: diizeltmek, servis sirasindaki hatalarin diizeltilmesi
ya da oyuncularin oynamakta olduklar1 yar1 alanlarin degistirilmesinin gerektigi durumlar veya
zaman limitine ulagildiginda ¢abuklastirilmig sisteme gegilmesi sdylenebilir.

Serviste Topun Aga Degmesi

Letin bilinen en yaygin sebebi; serviste top ag lizerinden gegerken aga degmesidir. Topun aga
degdigi ana kadar, servisin kurallara uygun olmas1 kosulu ile eger top daha sonra karsilayanin
yar1 alanina dogru bicimde degerse veya karsilayan sporcu ya da ¢ift tarafindan engellenirse,
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If either the umpire or the assistant umpire believes that the ball in service touches the net
the rally is a let. Even if there is only a suspicion that the ball touches the net in an otherwise
good service it is better to declare a let than to allow play to continue, because there is a
risk that one or more players may have the same suspicion and, as a result, will be unable
to give full attention to the course of play.

A player who believes that the ball touched the net in an otherwise good service may
sometimes raise his or her arm or catch the ball and ask the umpire to declare a let. Unless
the umpire is certain that it did not, he or she will usually concur, especially if the server
agrees with his or her opponent, but he or she should make clear that he or she is under no
obligation to do so and that the player should continue playing if the umpire does not declare
a let.

Interruptions

Another common reason for a let is a disturbance that may affect the outcome of the rally,
such as a ball from another table coming into the playing area or a sudden noise that is
sufficiently loud to startle the players. Here again, it is better to declare a let immediately if
there is a risk of an interruption than to wait until the rally has ended and then to decide
whether or not the disturbance was significant.

A let should not normally be declared for occurrences due to hazards that were present at
the start of a rally. For example, a player who fails to make a good return because he or she
collides with his or her doubles partner, or trips over a surround is not entitled to the benefit
of a let, but one may be allowed if the incident disturbs the conditions of play in a way which
could be disadvantageous to an opponent.

Unreadiness

The umpire may declare a let if the receiver or his or her partner is not ready, provided the
receiver makes no attempt to return the ball. However, the fact that the receiver makes no
stroke does not itself justify a let and the umpire must decide whether the receiver was
really unready or, perhaps, merely unwilling to try to return what appeared to be a difficult
service. Players should be encouraged to show when they are unready by raising a hand.

Wheelchair Play

If the receiver is in a wheelchair due to a physical disability, the rally is a let if during service
the ball comes to rest on the receiver’s court, or after touching the receiver’s court returns
in the direction of the net, or, in singles, leaves the receiver’s court after touching it by either
of the sidelines. This is because a player in a wheelchair, by definition, is restricted in the
extent of his or her ability to stretch and a service returning towards the net or going out
from the sidelines is regarded as unfair. The ball can cross the sideline after one or more
bounces. However, in singles play and where the ball is travelling towards the sideline, if the
receiver strikes the ball before it crosses a sideline or takes a second bounce on his or her
side of the playing surface, the service is considered good, and no let is called.

A POINT
Decision

Each rally that is not a let results in the award of a point and the laws specify the various
reasons for which a point is scored. The decisive stage of a rally is usually that at which the
ball goes out of play and the umpire should beware of making a decision based on what he
or she expects to happen, without allowing for the possibility that the rally may be ended in
some quite different way that may invalidate his or her decision.

For instance, the ball may be returned by a player, well wide of the table, so that it is clear
that it will not touch the opponent’s court; but the rally does not end until the ball goes out
of play and either player may still win the point. If, in these circumstances, the opponent
moves the playing surface while the ball is in play, it is the player who struck the wide return
who wins the point, even though the return was unlikely to be good. The rule regarding
moving the playing surface is more than 50 years old and comes from a time where we had
no rollaway tables; nowadays tables have hinges and a light push or even stamping on the
floor can move the playing surface. Because of this, most umpires do not apply the rule
strictly and it would be impossible to play wheelchair table tennis if "moving the playing
surface” was enforced. Only lifting, permanent shifting, displacement, or intentional shaking
the tabletop should result in the awarding of a point.

Not all points are scored for reasons directly related to play, such as the failure to make a

good service or a good return. For example, if while making a potentially winning hit a player

accidentally touches the playing surface with his or her free hand or moves the table while

the ball is in play, his or her opponent will score a point, whether or not he or she is likely

to be able to make a good return. 6
1
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ralli let olur. Bununla beraber, top dogru yar1 sahaya hi¢ degmez ve engellenmez ise karsilayan
bir say1 kazanir.

Serviste, top aga degdiginde, ralli sona ermeden 6nce oyunu durdurabilecek baska bir isaretin
verilmesinin diginda hakem ve yardimci hakem, top dogru yari alana degene kadar
bekleyecekler ve uygun anonsu yapacaklardir (Ek-C Onerilen El Isaretleri ve Anonslari’na
bakiniz.).

Eger, hakem ya da yardimci hakemden biri; serviste topun aga degdiginden emin ise, ralli let
olur. Topun serviste kurallara uydugu bunun diginda nete degdigi konusunda sadece siiphe bile
varsa, bir ya da daha fazla oyuncunun ayni siipheye sahip olma riski bulundugu igin ve sonug
olarak oyunun akisma tim dikkatlerini veremeyeceklerinden oyunun devam etmesine izin
vermektense, let demek daha iyidir.

Serviste topun nete degdigine bunun disinda kurallara uygun bir servis olduguna inanan bir
oyuncu bazen elini havaya kaldirabilir veya topu tutabilir ve hakemin let demesini isteyebilir.
Hakem, net olmadigindan emin olmadik¢a ve bilhassa servisci, rakibiyle ayni fikirde ise
cogunlukla kendisi de onlara uyacaktir. Ancak, bunu yapmak igin zorunluluk altinda olmadigin
ve let demez ise oyuncularin oyuna devam etmesi gerektigini a¢iklamalidir.

Oyun Durmalari

Let’in bir bagka yaygin sebebi; baska masadan oyun alanina giren bir top veya oyuncularin
irkilmesine neden olacak kadar gurdltili ani bir ses gibi rallinin sonucunu etkileyebilecek bir
karigikliktir. Burada yine, rallinin sona erip karigikligin 6nemli olup olmadigina karar vermeyi
beklemektense, oyunun durma riski var ise derhal let demek daha iyidir.

Rallinin basinda bulunma riski olan olaylardan dolay1 normalde let verilmemelidir. Ornegin,
partneriyle ¢arpistigi igin iyi bir karsilama yapamayan veya panolarin iizerine yuvarlanan bir
oyuncu lehine let verilmez, ancak olay; oyun kosullarim1 rakibe dezavantaj yaratacak sekilde
bozarsa, let verilebilir.

Hazir Olmama

Topu karsilamaya ¢alismamak kosulu ile eger karsilayan hazir degilse, hakem let verebilir.
Bununla beraber, karsilayanin vurus yapmama gergegi let oldugunu dogrulamaz. Bunun igin
hakem, karsilayanin gercekten hazir olmadigi i¢in mi yoksa zor oldugu agik¢a goriinen bir
servisi karsilamak i¢in isteksiz mi oldugunu kararlastirmak zorundadir. Hazir olmadiklarinda
oyuncular bir elini havaya kaldirarak bunu gostermeleri icin tesvik edilmelidirler.

Tekerlekli Sandalyeli Oyun

Karsilayan, fiziksel engelden dolay1 tekerlekli sandalyeli bir oyuncu ise, top karsilayanin yari
sahasinda durursa veya karsilayanin yar1 sahasina dokunduktan sonra ag yoniinde geri gelirse
veya teklerde, karsilayanin yari sahasina dokunduktan sonra herhangi bir kenar cizgisi
tarafindan karsilayanin yari sahasim terk ederse, ralli let olur. Tamim geregi, tekerlekli
sandalyedeki oyuncunun uzanma yetenegi bir 6lgiide kisitlandigi i¢in aga dogru geri gelen veya
kenar cizgilerinden ¢ikan servis haksiz kabul edilir. Top bir ya da birka¢ ziplamayla kenar
cizgisinden ¢ikabilir. Bununla beraber, tekler oyununda; top kenar ¢izgisine dogru giderken,
karsilayan, topa kenar ¢izgisini terk etmeden veya kendi oyun yiizeyi tarafinda ikinci kez
ziplamadan Once vurursa, servis iyi kabul edilecek ve let verilmeyecektir.

SAYI

Karar

Let olmayan her ralli say1 karariyla sonuglanir ve kurallar sayir olarak sonuglanmasi igin
nedenleri ile belirlenmistir. Bir rallinin karar asamasi genellikle, topun oyun alani digina
gitmesidir. Hakem; kararmi gecersiz kilabilecek, sekilde rallinin beklentilerinden tamamen
farkli sonuglanmasi olasiligini da g6z 6niine almali ve kararini olugan olgulara gore vermelidir.
Ornegin, top bir oyuncu tarafindan masanin ¢ok agigindan karsilanabilir ve rakibin yari alanma
degmeyecegi ¢ok agik olabilir. Ancak, ralli top oyun dis1 kalincaya kadar sona ermeyeceginden,
say1 bu ana kadar her iki oyuncu tarafindan da kazanilabilir. Bu 6rnekte, rakip oyuncu top heniiz
oyunda iken, oyun ylizeyine ¢arparak oyun ylizeyini hareket ettirebilir ve say1 iyi bir karsilama
yapmamis olmasina ragmen son karsilamayi yapan oyuncunun olacaktir. Oyun ylzeyinin
hareket ettirilmesiyle ilgili kural 50 yildan daha eskidir ve tekerlekli masalarin olmadig1 bir
donemden kalmadir. Giliniimiizde masalarin menteseleri vardir ve hafif bir itme ya da yere
basma bile oyun yiizeyini hareket ettirebilir. Bu nedenle ¢cogu hakem bu kurali kati bir sekilde
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12.3.3

The umpire must never award points for reasons that are not supported by the laws, perhaps
because he or she considers that one player “deserves” a point or that another should be
penalised for an unfair action. The umpire should always be able to justify any decision he
or she makes by reference to a law, and it is for this reason that he or she should study
carefully and understand all of the reasons for which a point may be scored.

Some infringements of the laws or regulations do not automatically stop play and the umpire
may have to do so by calling the score. In some cases, it will be obvious to the players why
the rally has ended; where it is not obvious the umpire or assistant umpire should be ready
to explain the reason for his or her decision. He or she may be able to do so by means of
signs or by using one of the standard terms of explanation (18.4.2).

If all players are in a wheelchair due a physical disability and who do not maintain contact
with the seat or cushion with the rear side of at least one of the thighs just before striking
the ball is considered to be gaining an unfair advantage and the opponent is awarded a
point.

If all players are in a wheelchair due to a physical disability, a player may only touch the
table with his or her racket hand to restore balance, only after a shot has been played,
provided the playing surface does not move. The player is not allowed to use the table as
an extra support before striking the ball. Similarly, the player may not use his or her free
hand on the table as an extra support or touch the playing surface at any time during the
rally. In a doubles match neither player can touch the table with either hand during play
with the exception of that only the player that strikes the ball may do so to restore balance,
but only after a shot has been played.

Edge Balls

It is necessary to decide whether a ball that touches the edge of the table makes contact on
or below the playing surface, and the path of the ball before and after it touches the table
can help the umpire or assistant umpire to arrive at the correct decision. If the ball first
passed over the playing surface the return is good, but if it touched while it is still rising
from below the level of the playing surface it almost certainly touched the side.

The main difficulty arises when a ball arrives from outside, and above the level of, the playing
surface, and here the best guide is the direction of the ball after contact with the table. There
is no infallible guide but, if, after touching the edge, the ball travels upwards, it is reasonable
to assume that it touched the playing surface but, if it continues downwards, it is more likely
to have touched the side.

The assistant umpire is solely responsible for edge ball decisions at the side of the table
nearest to him or her. If he or she believes that the ball touched the side he or she should
call "side”, and the umpire must award a point to the opponent(s) of the last striker. Only
the umpire can decide on edge balls at the ends and at the side nearest to him or her.

Doubt

An umpire who is certain that he or she has made a correct decision should not change it
simply because the players think he or she is wrong, but he or she may appear officious if
he or she insists on maintaining a decision with which both players or pairs strongly disagree.
There is also a risk that the player who benefited from the decision may then deliberately
fail to make a good service or return, and this will diminish the umpire’s authority.

A decision should never be reconsidered solely at the request of the player who would benefit
from a change, even if his or her opponent offers no objection, and a request for
reconsideration should be ignored once another rally has started. Exceptionally, where both
players or pairs are sure that a decision is wrong and the umpire can accept that he or she
may have been mistaken, he or she would be wise to accept the correction.

When there is a genuine doubt in the mind of the umpire, he or she should give the benefit
of the doubt to the player who may have committed an offence, provided he or she is certain
that an opponent has not been adversely affected. If, however, there is a risk that a player’s
attention has been distracted during the play because he or she too suspected that his or
her opponent infringed a law or regulation but was not penalised, the rally should be declared
a let.
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uygulamamaktadir ve “oyun ylizeyini hareket ettirme” kurali uygulansaydi tekerlekli sandalye
masa tenisi oynamak imkansiz olurdu. Sadece masanin kaldirilmasi, kalic1 olarak kaydirilmast,
yer degistirmesi veya kasitli olarak sallanmasi puan verilmesine neden olmalidir.

Tiim sayilar, iyi bir servis atamama veya iyi bir karsilama yapamama gibi oyun ile dogrudan
ilgili nedenlerden dolay1 kazanilmaz. Ornegin; bir oyuncu say1y1 kazanacak hamleyi yaparken
kazara serbest eli ile oyun yiizeyine dokunursa ya da top oyunda iken masay1 hareket ettirirse,
rakibinin iyi bir karsilama yapip yapmamasina bakilmaksizin say1y1 kaybeden taraf olacaktir.
Hakem kurallarla tanimlanmayan nedenlerle herhangi bir say1 vermemelidir. Ciinkii, o sayiy1
bir oyuncunun “hak ettigi” veya digerinin kétl niyetli bir hareketinin cezalandirilmasi gerektigi
gibi disiincelerle say1 karar1 verilemez. Hakem, daima verdigi her kararin gegerli nedenlere
day1li oldugunu, kural maddelerini de referans gostererek dogrulayabilmelidir. Bu nedenle, sayi
kaydinin nedenlerini incelemis ve anlamis olmalidir.

Bazi kural ve yonetmelik ihlalleri oyunun otomatik olarak durmasini saglamayabilir ve hakem
bu durumda skoru anons ederek oyunu durdurabilir. Baz1 durumlarda rallinin sona erme nedeni
oyuncular icin de bellidir. Rallinin sona erme nedeninin oyuncular tarafindan anlasiimadigi
durumlarda hakem veya yardimci hakem kararm nedenlerini agiklamaya hazir olmahidir. Hakem
ya da yardimci hakem, isaretlerle veya 18.4.2 deki standart agiklama terimlerinden birini
kullanarak agiklama yapabilir.

Fiziksel engelinden dolay1 tekerlekli sandalyede oynayan bir oyuncu, topa vurmadan hemen
once kalcalarmin en az biri ile oturdugu yer veya minder ile temasin1 koruyamaz ise (her iki
kalcasini kaldirirsa), kendine haksiz avantaj sagladigi diistiniiliir ve rakibine bir say1 verilir.
Fiziksel engelinden dolay: tekerlekli sandalyede oynayan bir oyuncu, sadece vurus yaptiktan
sonra dengesini saglamak i¢in oyun yiizeyini hareket ettirmemek kosulu ile sadece raket eliyle
masaya dokunabilir. Topa vurmadan Once, oyuncunun ilave bir destek olarak masayi
kullanmasina izin verilmez. Benzer sekilde, oyuncu serbest elini ilave destek olarak masa
iizerinde kullanamaz ve ralli sirasinda herhangi bir anda oyun yiizeyine dokunamaz. Bir ¢ift
maginda, bu her iki oyuncuya uygulanir.

Kenar Toplar

Masa kenarina ¢arpan toplarda temas noktasmin oyun yiizeyi iizerinde mi yoksa altinda mu
olduguna karar vermek gereklidir. Burada, topun masaya temasindan 6nceki ve sonraki rotas,
dogru karara ulasmada hakeme veya yardimci hakeme yardimci olacaktir. Eger, top masaya
temastan once yuzeyin Uzerinden gegmigse karsilama iyi bir karsilamadir. Ancak, oyun
ylizeyinin altinda bir seviyeden karsilanmis ve yilikselmekte olan bir top ise, hemen hemen
kesinlikle yan yiize ¢arpmustir.

Asil zorluk, top oyun yiizeyinin iistiinde bir seviyeden ve aciktan geldiginde ortaya ¢ikar. Bu
durumda en iyi rehber; topun masaya degdikten sonraki yoniidar. Kusursuz rehber yoktur ancak,
eger top yana dokunduktan sonra yukari dogru giderse, oyun yiizeyine degdigini farz etmek en
mantiklisidir. Fakat eger asagi dogru devam ederse, yana degmesi daha olasidir.

Yardimc1 hakem, masanin kendine yakin taraftaki yan yuz toplarinda tam ve tek yetkilidir. Eger
yardimc1 hakem topun yan yiize degdigi kararinda ise, “yan yiiz” anonsu yapacaktir. Hakem de
bu anons iizerine sayiy1 son vurusu yapan oyuncunun rakibine verecektir. Hakem, sadece
kendine daha yakin olan yan yiiz ve kenarlara temasta karar verebilir.

Siiphe

Dogru karar verdiginden emin olan bir hakem, oyuncularin kendisini hatali bulmasindan dolay1
kararmi kolayca degistirmemelidir. Ancak, hakem her iki oyuncunun veya ciftin kuvvetle
hemfikir olmadiklar1 bir karar siirdiirmekte 1srar ederse, isgiizar goriinebilir. Bununla beraber,
karardan ¢ikar saglayan oyuncunun daha sonra kasten iyi bir servisi atmama veya iyi bir
karsilamay1 yapmama riski vardir. Bu durum hakemin otoritesini azaltir.

Rakibi itirazda bulunmasa bile sadece degisiklikten yarar saglayabilecek bir oyuncunun
istegiyle bir karar asla tekrar gozden gegirilmemelidir. Takip eden ralli bagladiktan sonra
yeniden degerlendirme istegine itibar edilmemelidir. Istisnai olarak, her iki oyuncu ya da gift
kararmn yanlig oldugundan emin ise, hakem hatali oldugunu kabul edebilir ve bu durumda hatay:
diizeltmeyi kabul etmesi akillica olacaktir.
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13
13.1
13.1.1

13.1.2

CONTINUITY OF PLAY
Time-out

In addition to the statutory intervals between games, each player or pair, or their captain or
adviser on their behalf, is entitled to one time-out period of up to 1 minute during an
individual match. Making a T-sign with the hands indicates the request, which can be made
only between rallies after the start of the game. In the unlikely event of one player requesting
a time-out and the other player also requesting a time-out before play has resumed this is
allowed. The intention of the rule is that requests for a time-out may be made in the period
between successive rallies in a game.

On receiving the request, the umpire should suspend play and hold up a white card, calling
"Time Out” and raising the arm above the head, on the side of the player or pair making the
request. The assistant umpire should then place a special signboard (or white marker) on
the court of the player or pair making the request, approximately 15cm from the end of the
table and on the centre line, and according to the Referee briefing. After placing the special
signboard (or white marker) and before removing it from the table, the assistant umpire
shall stand beside his or her table. Play is resumed when this player or pair is ready to do
so, or at the end of 1 minute, whichever is the sooner. The special signboard (or white
marker) should then be removed from the table and a white marker be placed near the score
indicator, next to the score of the player or pair who requested the time-out. If an umpire
is working without an assistant, he or she should show the white card, and, if it canbe done
easily, place a special signboard (or white marker) on the court of the player or pairmaking
the request.

Y a

* Non-flat side.
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Hakemin aklinda kesin bir siiphe olmasi halinde; rakibin de olumsuz etkilenmeyecegi
konusunda emin olmasi kaydiyla, itirazda bulunan oyuncunun siiphesine olumlu yaklagmalidir.
Ancak, eger bir oyuncunun dikkatinin, rakibinin bir kurali veya yonetmeligi ihlal etmesine
ragmen cezalandirilmadig siiphesiyle dagilma riski var ise, ralli i¢in let karar1 verilmelidir.

OYUNUN SUREKLILIGI

Mola

Kuralla belirlenen setler arasindaki aralara ilave olarak, her oyuncu veya ciftin, onlarin
antrenoriniin, kaptaninin veya onlar adina bir 6giitgliniin mag¢ boyunca 1 dakikaya kadar mola
suresi isteme hakki vardir. Mola istegi, set bagladiktan sonra sadece ralliler arasinda ve ellerle T
isareti yapilarak belirtilir. Mola alan bir oyuncu moladan dondiikten hemen sonra rakibi de mola
isterse, bu istege izin verilir. Kuralin amaci, mola taleplerinin bir oyunda birbirini takip eden
ralliler arasindaki dénemde yapilabilecegidir.

Mola istegi halinde hakem; oyunu durdurmali ve istegi yapan oyuncu veya ciftin tarafindaki
kolunu basin iistiine kadar kaldirarak beyaz kart gostermelidir. Daha sonra yardimci hakem
istegi yapan oyuncu veya ¢iftin yari sahasi lizerine 6zel bir belirteg (veya beyaz markor)
koymalidir. Ozel belirteci koyduktan sonra (veya beyaz markor) ve masadan almadan énce
yardimc1 hakem, yardime1 hakem masasiin yaninda ve mola alan oyuncu ya da giftin tarafinda
ayakta duracaktir. Istegi yapan oyuncu ya da ¢ift hazir oldugunda veya 1 dakikanin sonunda,
hangisi daha erkense, oyun yeniden baslatilir. Daha sonra 6zel belirte¢ (veya beyaz markdor)
masadan alinmali ve beyaz markdr mola isteyen oyuncu veya ¢iftin sayisinin bitisigine, say1
panosunun yanina yerlestirilmelidir. Hakem yalniz olarak mag yonetiyorsa, beyaz Kkart
gostermeli ve kolayca yapilabilirse, istegi yapan oyuncu veya g¢iftin yar1 sahasi {izerine 6zel
belirteg (veya beyaz markor) koymalidir.

® Markorin diiz tarafi TV-kameraya bakmalidir

‘ ‘
¢ Diiz olmayan taraf
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 The marker for time-out on the court of the player or pair making the request, approximately 15cm
from the end of the table and on the centre line, and according to the Referee briefing.

13.1.3 If a captain/adviser and a player/pair disagree whether a time-out is to be taken, the captain
has the final decision in a team match and the player/pair in an individual match.

13.1.4 If both players/pairs ask for a time-out at the same time, the time allowed is still up to 1
minute, but they need not return earlier unless both players/pairs are ready to resume.
Neither player/pair is entitled to another time-out in that individual match.

13.2 Time-wasting

13.2.1 The requirement is for play to be continuous throughout a match, apart from authorised
intervals, but if, for example, the ball goes outside the playing area, clearly play cannot
continue until it is returned. The intent of the regulation is to prevent deliberate time-
wasting, such as by repeated bouncing of the ball, long pauses before serving and prolonged
discussions with a doubles partner, which should be firmly discouraged.

13.2.2 Players may practice for up to 2 minutes, but as soon as they have finished, they should
start play, even if the practice period has lasted for less than 2 minutes.

13.3 Towelling

13.3.1 It is the duty of the umpire to ensure that any interruptions are as short as is practicable
and that players do not take advantage of any concessions to gain extra rest periods or
disturb the rhythm of an opponent’s play. The pace of modern table tennis, especially when
played in warm conditions, makes occasional breaks for towelling necessary but such breaks
are now limited to specified stages of play.

13.3.2 Players are entitled to brief breaks for towelling after every 6 points from the start of a game,
and at the change of ends in the last possible game of a match. Spectacle wearers can have
particular problems, especially in hot conditions, and the umpire may allow them short
breaks for cleaning between any rallies.

13.3.3 The purpose of the restriction on towelling is to prevent it being used as a delaying tactic,
either to gain extra rest time or to disturb the rhythm of an opponent’s game. There is no
reason why players may not towel at times which do not further interrupt the continuity of
play, such as when the ball is being retrieved from outside the playing area, but care must
be taken that players do not deliberately cause such breaks. In some playing conditions it
might be practical to allow a very short towel break outside specific breaks to avoid moisture
on playing equipment.

13.4 Damaged Equipment

13.4.1 Another possible reason for an interruption of play is damage to playing equipment. No
interval can be allowed for a player to fetch a new racket if the one he or she is using is
damaged, because he or she is required to be able to replace it in the playing area. If he or
she is unable to replace a racket immediately, call the referee.

13.4.2 Replacement of a damaged ball should not be allowed to hold up play unduly, but players
should be allowed a few practice rallies with the new ball before resuming play.

13.4.3 The failure of a light or other serious disturbance of the playing area that could cause delay
should be reported immediately to the referee, who may transfer the match to another table
if one is available. 19
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Markérii, mola alan oyuncu veya ciftin sahasinda, masanin ucundan yaklagik
15 cm uzaklikta, orta gizgi izerinde ve baghakem yonlendirmesine gore yerlestirin.

Eger bir kaptan veya ogiit¢ii ya da bir oyuncu veya ¢ift, molanin alinip alinmamasinda
anlagamazlar ise, son karar; bir takim maginda kaptanin, bir bireysel magta ise oyuncu veya
ciftin olacaktir.

Eger, her iki oyuncu veya cift ayn1 anda mola isterse, izin verilen mola yine 1 dakikaya kadar
olacak ve her iki oyuncu veya ¢ift oyuna baslamak i¢in hazir olmadikga bu stre sonundan daha
once donmeleri gerekmeyecektir. Artik, bu bireysel magta taraflarin bagkaca bir mola haklari
kalmayacaktir.

Zaman Gegirme

Gegerli aralar disinda, mag¢ boyunca oyunun siirekli olmasi esastir. Ancak, 6rnegin, top oyun
alaninin disina giderse, donene kadar oyun agik¢a devam edemez. Bu hiikiimden amag; topun
siirekli ziplatilmasi, servisten once uzun beklemeler ve ciftlerde es ile uzatilan goriismeler gibi
kasitll zaman gegirmelerden kag¢inilmasinin saglanmasidir ve bu tiir hareketlere kesinlikle izin
verilmemelidir.

Alistrrma slresinin sonunda oyuncularin antrendrlerinden veya ogiitgiilerinden 6giit veya
talimat almasma izin verilmez. Oyuncular 2 dakikaya kadar alistirma yapabilirler. Bu siire
tamamlaninca, hatta alisma ¢alismasi 2 dakikadan kisa bir zaman diliminde bitirilmisse bile,
derhal oyuna baslamalidirlar.

Havlu ile Kurulanma

Aralarin olabildigince kisa olmalarini ve oyuncularmn fazladan dinlenme siiresi kazanmak ya da
rakibinin oyun ahengini bozmak i¢in herhangi bir ayricaliktan yararlanmamasini saglamak
hakemin gorevidir. Bilhassa sicak ortamlarda oynandiginda modern masa tenisinin oyun hizi,
havlu ile kurulanma igin bazi molalar1 gerekli kilar. Ancak, boyle molalar oyunun belirli
asamalartyla sinirhdir.

Oyuncularin set basladiktan sonra her 6 sayida bir ve mac¢in miimkiin olan son setinde saha
degisiminde havlu ile kurulanmak i¢in kisa mola haklar1 vardir. Gozliik takanlar bilhassa sicak
ortamlarda belirgin bi¢cimde sorun yasarlar, bu ytizden hakem bu sporculara gozltklerini silmek
icin ralli aralarinda kisa mola izni verebilir.

Havlu ile kurulanmay1 kisitlamanin amaci; fazladan dinlenme zamam kazanmak ya da rakibin
oyun temposunu bozmak amaciyla oyunu geciktirme taktigi olarak kullanilmasini 6nlemektir.
Topun oyun alaninin disindan getirilmesinde oldugu gibi oyunun siirekliligini uzun slre
kesmeyen zamanlarda oyuncularin havlu ile kurulanmamasi i¢in hi¢bir sebep yoktur ancak,
oyuncularin bilerek bu kesintilere sebep olmamasi i¢in Onlem alinmalidir. Bazi oyun
kosullarinda, oyun ekipmaninin nemlenmesini 6nlemek i¢in belirli molalar diginda ¢ok kisa bir
havlu molasina izin vermek uygun olabilir.

Hasarh Donatim

Oyunun Kkesilmesinin bir baska olas1 nedeni; oyun donatimindaki hasardir. Kullanmakta oldugu
raketi hasarlanan bir oyuncunun raketini oyun alani iginde degistirmesi gerektigi igin,
oyuncunun yeni bir raket almak amaciyla oyun alaninin disina gitmesine izin verilmez. Eger
oyuncu raketi hemen degistiremiyorsa, bashakem c¢agirilmalidir.

Hasarl bir top degisiminin oyunu gereginden fazla durdurmasina izin verilmemelidir. Ancak,
oyun yeniden baslamadan Once oyuncularin yeni top ile birkag alistirma vurusu yapmasina izin
verilmelidir.
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13.5 Injury

13.5.1 If, owing to accident or illness, a player is unable to continue the umpire must report
immediately to the referee. The referee may authorise an emergency suspension of play for
the player to receive treatment or to recover by resting, provided he or she is satisfied that
the break in continuity will not unfairly affect an opponent and that the player will be able
to resume play within a reasonably short time. The timekeeper should time the suspension
from the time when the referee is called, not from the time he or she arrives at the playing
area.

13.5.2 No interval can be allowed where the disability is due to illness or unfitness that was present
or to be expected at the start of the match, or to effects such as exhaustion resulting from
the way in which play has proceeded. If an interval is granted, it should be as short as
possible and not longer than 10 minutes, but if anyone in the playing area is bleeding, play
must not be resumed until all traces of blood have been removed.

13.5.3 Once a player has been granted an interval for recovery from injury, normally he or she
should be allowed no further such interval during that match. Exceptionally, where the first
interval was very short, another brief interval may be allowed for treatment provided that it
is not likely to be prejudicial to the opponent and that the total period for which play is
suspended during the match does not exceed 10 minutes.

13.5.4 If a player with a disability is unable to play temporarily due to the nature of his/her disability
or condition, the referee may, after consulting a medical classifier or doctor at the
competition, allow a medical recovery time of the shortest practical duration, but in no
circumstances more than 10 minutes.

13.6 Leaving Playing Area

13.6.1 Players must normally remain in or near the playing area throughout an individual match,
except with the permission of the referee; during intervals between games and time-outs
they shall remain within 3 metres of the playing area under the supervision of the umpire.

13.7 Rest Periods

13.7.1 Players should not be allowed to extend the intervals between games and should be called
back if they have not returned at due time. Each interval is limited to 1 minute and if players
do not take all the time available to them at one interval, they may not claim extra time at
the next. It is not necessary for the players or pairs to agree on taking a rest period, which
must be allowed if any player wishes to take one.

14 ORDER OF SERVING, RECEIVING AND ENDS
14.1 Choice

14.1.1 Before the start of a match, the choice of serving, receiving and ends is decided by lot,
usually by tossing a coin or disc having two distinct sides. The player who wins the right to
choose first may decide to serve or to receive first or to start playing at a particular end of
the table. If he or she decides to serve or receive first his or her opponent has the right to
choose an end and vice versa, so that both players have a choice to make.

14.1.2 In each game of a doubles match, the pair due to serve first may choose which of them will
serve first and in the first game the opposing pair must then decide which of them will
receive first. In subsequent games, the striking order is defined by the initial order, which
reverses for each game. When first one pair scores 5 points in the last possible game of a
match, players change ends, and the receiving pair must change their order of receiving.

14.1.3 In a doubles match between A, B and X, Y, the only two possible orders of striking are A-X-
B-Y-A- and A-Y-B-X-A-, but the sequence may start with any player, depending on the
choices made at the start of each game. The umpire should note the striking order at the
start of the match and of the first server in each game, so that any errors can be corrected
by reference to the appropriate starting point. Between games, it is best to wait until both
pairs have returned to the table before asking which player is to serve.

14.1.4 In doubles when at least one player of a pair is in a wheelchair due to a physical disability,
the server first makes a service and the receiver makes a return, but thereafter either player
of the pair may make a return. However, if any part of a wheelchair or foot of a standing
player crosses the imaginary extension of the centre line of the table, the umpire will award
a point to the opposing pair-
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Aydinlatma sorunu ya da gecikmeye neden olabilecek oyun alaninin ciddi bir aksakligi derhal
bashakeme bildirilmelidir. Baghakem, eger miimkiin olursa magi bir bagka masaya alabilir.
Sakatlanma

Kaza ya da rahatsizlanmadan dolay1r eger bir oyuncu devam edemez ise, hakem derhal
bashakeme bildirmelidir. Bashakem, oyunun durmasmin rakibi haksiz bicimde
etkilemeyeceginden ve oyuncunun makul bir kisa sire iginde oyuna yeniden
baslayabileceginden tatmin olmasi kosuluyla bir oyuncunun tibbi tedavi gérmesi ya da
dinlenerek kendine gelmesi amaciyla oyunun acilen durdurulmasina izin verebilir. Zaman
tutucu, bashakemin oyun alanina geldigi andan itibaren degil cagrildigi andan itibaren
duraklama zamanini tutacaktir.

Magcin basinda olan ya da beklenen rahatsizlik, bitkinlik veya mactan kaynaklanan yorgunluk
gibi etkilerden dolay1 olan sakatliklar i¢in mola izni verilemez. Oyun alanindaki kanamali
birinin durumu harig, 10 dakikayr gegcmeyen mimkiin oldugunca kisa bir beklemeye izin
verilebilir. Oyun alanindaki kan izleri temizlenene kadar oyun yeniden baslatilmamalidir.

Bir oyuncuya sakatliginin giderilebilmesi icin bir ara verilmisse, normal olarak o oyuncuya mag
boyunca bdyle bir duraklama izni verilmemelidir. Istisna olarak, ilk aramn ¢ok kisa oldugu
hallerde tedavi amagli bir diger kisa araya, rakibe kars1 taraf tutucu olmamak ve ma¢ boyunca
toplam duraklama suresi 10 dakikay: gegmemek kosulu ile izin verilebilir.

Eger engelli bir oyuncu engeli veya kondisyon yapisindan dolay1 gegici olarak oynayamaz ise,
bashakem, yarigmadaki tibbi simiflandirict veya doktora damstiktan sonra her durumda 10
dakikadan fazla olmayacak sekilde pratik olan en kisa tibbi iyilesme siiresine izin verebilir.
Oyun Alanindan Ayrilma

Bashakemin izni disinda, oyuncular normal olarak bir bireysel ma¢in basindan sonuna kadar
oyun alamnin i¢inde ya da kenarinda kalmahidirlar. Ancak, set aralarinda ve molalardaki gecerli
duraklamalarda, hakemin gézetiminde oyun alanindan 3 metre mesafeye kadar ayrilabilirler.
Dinlenme Sureleri

Oyuncularin set aralarindaki siireleri uzatmasima izin verilmemelidir ve zaman doldugunda
donmemislerse, cagrilmalidirlar. Her ara 1 dakika ile sinirlidir ve eger oyuncular kendilerine
taninan tiim zamani kullanmazlarsa, diger ara igin fazladan siire isteginde bulunamazlar. Bir
oyuncuya istediginde ara icin izin verileceginden, oyuncularin ya da ¢iftlerin ara izni almak icin
anlagsmalar1 gerekli degildir.

SERVIS ATMA, SERVIS KARSILAMA VE SAHA DEGIiSiMi SIRASI

Secim

Cogunlukla iki farkli yiizii olan bir metal para veya diski, ma¢in basinda havaya atarak kura ile
servis atma, karsilama ve sahalarm se¢imi kararlastirilir. Ik segme hakkmi kazanan oyuncu; ilk
servisi, ilk kargilamay1 veya istedigi sahada oyuna baslamay1 kararlastirabilir. Eger, ilk servis
atmaya veya ilk servis karsilamaya karar verirse, buna karsilik olarak, her iki oyuncunun segim
yapma hakki olmasi i¢in rakibi de sahay1 segme hakkina sahiptir.

Cift maglarimin her setinde, ilk servis atma sirast gelen ¢ift kendi aralarinda servisi kimin
atacagina Kkarar verebilir. Ilk sette rakip cift servisi kimin karsilayacagini kararlastirmak
zorundadir. Takip eden setlerde vurus sirasi ilk siraya gore belirlenir ve her set i¢in degisir.
Magin miimkiin olan son setinde bir ¢ift 5 sayiya ilk ulastiginda, ciftler sahalar1 ve karsilama
siralarint degistirmelidirler.

A, B ve X, Y arasindaki bir ¢ift maginda miimkin olan sadece iki vurus siras1 vardir: Bunlar; A-
X-B-Y-Ave A-Y-B-X-A’dir. Ancak, mag¢in degisik sathalarinda yapilan segimlere dayali olarak,
bu sira herhangi bir oyuncu ile baslayabilir. Hakem, dogru baslama vurusunu referans alarak
hatalarin diizeltilebilmesi i¢in mag¢in basindaki vurus sirasim ve her setteki ilk servisciyi not
etmelidir. Setler arasinda, hangi oyuncunun servis atacagini sormadan once her iki ¢iftin de
masaya donmesini beklemek en iyisidir.

Tekerlekli sandalyede oynayan fiziksel engelli iki oyuncu ¢iftler maginda, dnce servisci servis
atacak, sonra karsilayan karsilama yapacak, bundan sonra ciftlerden herhangi biri, siraya
bakilmaksizin karsilama yapabilecektir. Ancak, oyuncunun tekerlekli sandalyesinin hicbir kismi
masa orta ¢izgisinin hayali uzantisinin diger tarafina gegmeyecektir. Eger gecerse, hakem rakip
cifte bir say1 verecektir. Bu, bir “karigik ¢ift” (bir ayakta ve bir tekerlekli sandalyeli) beraber
oynuyorken de uygulanir. Her bir oyuncu (ilk servis ve ilk kargilamadan sonra) topu
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Errors

The correction of errors in striking order or ends is based on two principles. First, as soon as
the error is discovered play is stopped and is resumed with the correct order or ends; second,
any points that have been scored while the error persisted count as though it had not
occurred. If an error is noticed during a rally, the umpire should immediately declare a let,
and not wait until the ball is next out of play.

The score that has been reached usually determines who should be serving and receiving
but if, in doubles, the pair who should have served first in a game did not do so, the umpire
cannot know which of them would have served first. If this happens, he or she should ask
them immediately who would have been their first server, and he or she can then calculate
the order in which play will resume.

EXPEDITE SYSTEM
Principle

The expedite system is the method provided by the laws to prevent unduly long games,
which may result from negative play by both players or pairs. Unless 18 points in total have
been scored, it is introduced automatically after 10 minutes’ play in a game or at any earlier
time at the request of both players or pairs.

Under the expedite system the serving player or pair has 13 strokes including the service
stroke in which to win the point. If the receiving player or pair safely makes 13 good returns,
the receiving player or pair wins the point. The game is won, as in normal play, by the player
or pair first scoring 11 points or, if the score reaches 10-10, by the player or pair first
establishing a lead of 2 points.

The serving order throughout each game is the same as for a normal game, but service
changes after each point instead of after every 2 points. At the start of each game the first
server, and in doubles the first receiver, is determined by the order established at the start
of the match, even though the same players may have been serving and receiving at the
conclusion of the preceding game.

Procedure

When the time limit is reached, unless at least 18 points have been scored, the timekeeper
should call "Time” loudly. The umpire should then declare a let if necessary and tell the
players that the remainder of the match will be conducted under the expedite system. If the
ball is in play when the time limit is reached, the next server is the player who served for
that rally; if it is not in play, the next server is the player who received in the preceding
rally.

Thereafter, in each rally the stroke counter is required to count aloud the return strokes of
the receiving player or pair, including the return of service, from “one” to “thirteen”. The call
should be made immediately after the receiver has struck the ball and not delayed until the
return has been judged good or the ball has gone out of play. If the 13th return is good, the
umpire should call "stop” and award a point to the receiver.

ADVICE TO PLAYERS

Players may receive advice at any time except during rallies provided that continuity of play
is not affected. Whilst there is no longer any specific regulation regarding advice between
the end of practice and the start of play, this is to be actively discouraged as it would delay
the start of the match.

In a team event, he or she may receive advice from anyone authorised to be at the playing
area, but in an individual event, he or she may receive advice from only one person, who
must be nominated to the umpire before the match. Where a doubles pair consists of players
from different Associations, each may nominate an adviser. These advisers are treated as a
single unit for the purposes of the advice regulations. A single warning applies to both, and
if either of the pair gives advice illegally after either has been warned, both should be sent
away from the playing area.

When anyone tries to give advice illegally the umpire should first warn him or her by holding
up a yellow card so that it is clearly visible to everyone concerned, but there is no need for
him or her to leave his or her chair to do so. In a team match, such a warning applies to
everyone on the “team bench”. If in that team match anyone again gives advice illegally,
the umpire should hold up a red card and send that person away from the playing area.
Another adviser cannot replace an adviser who is sent away from the playing area for giving
advice illegally.
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karsilayabilir. Fakat her bir oyuncu masanin kendi yarisinda kalmak zorundadir. Oyuncunun
tekerlekli sandalyesinin higbir parcasi veya ayaktaki oyuncunun bir ayag: orta ¢izginin hayali
uzantisinin diger tarafina gecemez.

Hatalar

Vurus sirasindaki ya da sahalardaki hatalarin diizeltilmesi iki prensibe dayalidir: Birincisi, hata
farkina varilir varilmaz oyun durdurulur ve oyun dogru sira ve saha ile yeniden baslatilir.
Ikincisi, hatada 1srar edilirken kaydedilen sayilar hi¢ hata olmamuis gibi gegerli sayilir. Eger bir
hata bir ralli sirasinda fark edilirse, hakem derhal let demeli ve topun oyun digina ¢ikmasini
beklememelidir.

Ulasilan sayilar cogunlukla Kimin servis atacagini, kimin karsilayacagini belirler. Fakat eger Gift
maginda, bir sette ilk servis atmig olmasi gereken cift servis atmamis ise, hakem hangisinin ilk
servis atmasim gerektigini bilemez. Eger bu olursa, hakem derhal onlarin hangisinin ilk servisci
oldugunu sormalidir, daha sonra oyunun baslayacagi siray1 hesaplayabilir.

CABUKLASTIRILMIS SiSTEM

Prensip

Cabuklastirilmug sistem; her iki sporcu ya da ¢iftin olumsuz oyunundan ortaya ¢ikabilecek agirt
uzun setleri 6nlemek igin kurallarla belirlenmis bir metottur. Her iki oyuncu veya cift toplam 18
sayiya ulagsmadikga, bir set 10 dakika icinde bitmemis ise, otomatik olarak ya da her iki oyuncu
veya c¢iftin istegiyle daha énce herhangi bir zamanda ¢abuklastirilmis sisteme gegcilir.
Cabuklastirilmis sistemde servis atan oyuncu veya ¢ift, sayiy1 kazanmast igin servis vurusu dahil
13 vurusa sahiptir. Eger, servis karsilayan oyuncu ya da ¢ift 13 iyi karsilama vurusu yaparsa,
karsilayan oyuncu veya ¢ift say1y1 kazanir. Normal bir sette ilk 11 sayiya ulasan oyuncu veya
¢ift oyunu kazanir. Eger, sayilar 1010 olursa fazladan 2 sayiy1 ilk elde eden oyuncu veya ¢ift
seti kazanur.

Her setin basindan sonuna kadar servis sirasi normal bir settekinin aynisidir. Ancak, servis
degisimi her 2 sayidan sonra degil her sayidan sonra olur. Her setin basinda ilk servis atan
oyuncu, ¢iftler maginda ilk karsilayan oyuncu, daha dnceki sette servis atmis ya da karsilamig
olsa bile mag¢in basinda tespit edilmis olan siraya gore belirlenir.

Yontem

Skor 18 sayiya ulasmadik¢a, zaman limitine erisildiginde zaman tutucu yiiksek sesle “zaman”
anonsu yapacaktir. Hakem daha sonra gerekli ise let diyecek ve oyunculara magin geri kalan
kisminin ¢abuklastirilmis sisteme gore oynanacagini bildirecektir. Zaman limitine erisildigi
esnada top oyunda ise, takip eden servis¢i kesilen rallinin servisini atan oyuncu olacaktir. Yok,
eger top oyun dist kaldig1 sirada zaman limitine erisilmis ise, ilk servis¢i, bir dnceki rallinin
karsilayan oyuncusu olacaktir.

Bundan sonra, karsilayan oyuncu veya giftin karsiladigi servis dahil diger karsilama vuruslarim
“bir” den “on 1i¢” e kadar yiiksek sesle sdyleyecek bir vurus sayici gereklidir. Karsilayan topa
vurdugunda say1 hemen sdylenmeli ve karsilamanin iyi olup olmadig1 ya da topun disar1 ¢ikip
cikmadig gibi durumlarla gecikilmemelidir. Eger 13. karsilama iyi ise, hakem “dur” demeli ve
karsilayana bir say1 vermelidir.

OYUNCULARA OGUT

Oyuncular, oyunun siirekliligini etkilememek kaydiyla, ralliler disinda herhangi bir zamanda
ogiit alabilirler. Alistirma siiresi bitimi ile oyun baslangici arasinda 6giit alinmasina iliskin 6zel
bir diizenleme bulunmamakla birlikte, magin baglamasini geciktirecegi i¢in bu durum kesinlikle
tavsiye edilmemelidir.

Bir takim yarigmasinda oyuncu oyun alaninda bulunmasina izin verilen herhangi bir kisiden
Ogiit alabilir; ancak bir bireysel yarismada ismi magtan dnce hakeme bildirilmis olmasi1 kosulu
ile sadece bir kisiden ogiit alabilir. Cift oyuncularm farkli federasyonlardan oldugu durumda her
oyuncu bir 6giit¢ii ad1 verebilir. Bu dgiitgiiler, 6giit kurallarma uygun olmasi igin tek bir kisi gibi
dusiiniilecektir. Tek bir uyar1 her iki ogiitgliye uygulanir. Eger 6giitciilerden herhangi biri
uyarildiktan sonra herhangi biri kural dis1 6giit verirse, her iki 6giitcii oyun alanindan
uzaklastirilacaktir.

Herhangi bir kisi kural dig1 6giit vermeye ¢alistiginda, hakem herkesin agik¢a gorebilmesi i¢in
0 kisiyi Once sar1 kart gostererek uyarmalidir. Hakemin bu hareket igin sandalyesini terk
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A dismissed adviser must go far enough away to ensure that he or she cannot influence play.
In an individual event, he or she may not return until the match ends, in a team event,he or
she may not return until the end of the team match except to play, when he or she may
return only for the duration of his or her individual match. If he or she refuses to leave,gives
advice from spectator seats, or returns before he or she is entitled to do so the umpireshould
suspend play and report to the referee.

The "behaviour” regulations include provision for use of the penalty point system to control
advice given illegally, but its application should be limited to situations where it is clear that
it is the player who is seeking advice. It would be unfair to penalise a player for simply
receiving advice that he or she has not sought and may not want and in most cases it is
better to deal directly with the illegal adviser.

The assistant umpire may often be in a better position than the umpire to see that advice is
being given illegally during play. If advice is given illegally the assistant umpire should
immediately draw this to the umpire’s attention, interrupting play if necessary, by calling
“"stop” and raising his or her hand. The umpire should then take any appropriate action.

BEHAVIOUR
Responsibility of the Umpire

Deliberately unfair or offensive behaviour is not common in table tennis and is usually limited
to a small minority of players and coaches, but its effects may be very damaging, and it is
often difficult to control. Because misbehaviour can take many forms, it is impractical to lay
down precise rules and setting and applying acceptable standards of conduct is more a
matter of judgment and common sense than of factual decision.

The umpire should be ready to respond immediately to any sign that bad behaviour by a
player or coach is likely to be unfair to an opponent, to offend spectators or to bring discredit
to the sport. If he or she tolerates early lapses in good behaviour, however trivial, without
even a disapproving glance he or she will find it much harder to impose proper discipline if
these lapses later become more persistent or serious.

The umpire should, however, avoid over-reaction to possibly unintentional instances of
unseemly behaviour, for this could lead to resentment and animosity that will undermine his
or her authority. When he or she takes action, he or she should always try to do so in a way
that does not make the situation worse, either by drawing undue attention to an incident
that may not have been generally noticed or by appearing to victimise a player or coach.

An example of behaviour, which might justify action by the umpire, is shouting during play,
in annoyance or elation, but in deciding how to react the umpire should take account of the
environment in which it occurs. If the general noise level is so high that the player’s shouting
is hardly noticeable, it is more sensible not to stop play but to wait until the end of the rally
before speaking to the offending player.

Another example of bad behaviour is gross disrespect of match officials by players or
coaches, usually to demonstrate disagreement with a decision. This may take the form of
persistent protest, alteration of the score indicators or even threats against the officials.
Such behaviour detracts from the presentation of the sport and from the authority of the
match officials and must be strongly resisted.

When misbehaviour occurs, the umpire has to decide whether the offence is so serious that
he or she must suspend play and report immediately to the referee. Although this option is
always available and should be used when appropriate, it should rarely be necessary on the
first occasion and in most circumstances the initial action should be to give the offender a
warning.

The assistant umpire may often be in a better position than the umpire to see misbehaviour.
If this occurs, the assistant umpire should immediately draw this to the umpire’s attention,
interrupting play if necessary, by calling “stop” and raising his or her hand. The umpire
should then take any appropriate action.

Warning

Unless the incident is so seriously unfair or objectionable that formal action cannot be
avoided, a quiet informal word of warning or even a warning signal should be sufficient to
make the offender aware that such behaviour is unacceptable. Wherever possible, this
should be done without interrupting play, taking advantage of the next natural break such
as the end of the rally or the end of the game.

When, however, the umpire believes that an opponent may have been adversely affected or
that the behaviour is likely to offend spectators or otherwise to be detrimental to the sport
he or she should immediately declare a let and formally warn the offender, by holding up a
yellow card, that further misbehaviour will incur penalties.
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etmesine gerek yoktur. Takim maginda; bu sekilde bir uyar1 “takim banki (bench)” Uzerinde
oturan herkese uygulanir. Aym takim maginda herhangi bir kisi yeniden kural dis1 6giit verirse,
hakem kirmiz1 kart gostermeli ve o kisiyi oyun alanminin digina gondermelidir. Kural dis1 6giit
verdigi i¢in, oyun alamindan uzaklastirilan bir 6giitctiniin yerine bir baska 6glit¢ii gecemez.
Uzaklastirilan bir 6giitcii, oyunu etkileyememesi igin yeterince uzaga gitmelidir. Bir bireysel
yarismada 6glit¢i mag bitene kadar geri ddnemez, bir takim yarigmasinda ise; oynamasi gereken
ma¢ hari¢ takim mag1 bitene kadar geri donemez. Ayrilmay:1 reddederse veya dénmesi
gerekenden daha 6nce donerse, hakem oyunu durdurmali ve baghakeme bildirmelidir.
“Davranig” kurallari, kural dis1 verilen 6giidi kontrol etmek igin say1 cezasi sisteminin kullanim
kosulunu kapsamaktadir. Fakat, bu uygulama bir oyuncunun &giit aldigmin kesin oldugu
durumlarla smirlidir. Ogiit almak igin gaba gdstermeyen ve istemedigi bir 6giidii alan bir
oyuncuyu cezalandirmak haksizca olabilir. Birgok durumda, dogrudan kural dis1 6giit verenle
ilgilenmek daha iyidir.

Kural dig1 6giidiin verilmesini gérmek i¢in, yardimec1 hakem hakeme gore ¢cogu kez daha iyi bir
pozisyonda olabilir. Eger kural dis1 6giit verilirse, yardimc1 hakem gerekli olursa “dur” diyerek
ve elini kaldirarak oyunu durduracak ve derhal hakemin dikkatini bu olaya ¢ekecektir. Hakem
daha sonra gerekli olan iglemi yapacaktir.

DAVRANIS

Hakemin Sorumlulugu

Kasithi centilmenlik disi ve ¢irkin davranig masa tenisinde yaygin degildir ve kiguk bir
azmliktaki oyuncular ve antrendrler ile siirlidir. Fakat etkileri ¢ok zarar verici olabilir ve gogu
kez kontrol etmesi zordur. Kétii davranig ¢ok ¢esitli olabilecegi igin, kesin kurallar belirlemek
pratik olmaz. Kabul edilebilen davranis standartlarinin konulmasi ve uygulanmasi; olaylara
dayanan karardan ¢ok, bir yargi ve sagduyu konusudur.

Hakem, bir oyuncu veya antrentriin rakip oyuncu ic¢in centilmenlige aykir1 olabilecek, seyirciyi
kizdirabilecek veya sporun giivenini zedeleyebilecek kétii davranis belirtisine derhal karsilik
vermeye hazir olmalidir. Eger hakem, oyunun baslarinda iyi ama gereksiz davranisi
onaylamadigin1 gosterecek sekilde oyuncu ile géz temasinda bile olmaz ise ve tolerans
gosterirse, bu sathalarin daha sonra giderek 1srarci ve ciddi olmasi durumunda gerekli disiplini
kabul ettirmenin daha zor oldugunu anlayacaktir.

Ancak hakem, kasitli olmayan yakigiksiz davrams Grneklerine asir reaksiyon gdstermekten
kacinmalidir. Aksi halde kiiskiinliik ve nefret yaratip, otoritesini zayiflatabilecektir. Hakem
daima kosullar1 daha kétiiye gotiirebilecek davranislardan kaginmalidir. Ornegin; genel olarak
fark edilmeyen olaylara gereksiz 6l¢tide dikkati cekecek veya bir oyuncu veya antrendrii magdur
edecek sekilde bir tavir icinde olmamalidir.

Hakemin hareketini hakli ¢ikarabilecek bir davranis 6rnegi de oyun sirasinda taciz ya da seving
bagirmasidir; ancak hakem nasil tepki gosterecegini kararlastirirken olayin oldugu ortami da
hesaba katmalidir. Eger genel gurdltli seviyesi, oyuncunun bagirmasinin duyulmasini
zorlastiracak kadar yiiksek ise, oyunu durdurmadan hatali oyuncu ile konugmak i¢in rallinin
sonuna kadar beklemek daha mantiklidir.

Bir bagka kotii davramig 6rnegi; oyuncularin ve antrendrlerin, ¢ogunlukla karar ile hemfikir
olmadiklarin1 gostermek icin, mag¢ gorevlilerine karsi yaptiklar1 biylk saygisizliktir. Bu
saygisizlik; siirekli itiraz, say1 panolarinin degistirilmesi veya hatta gorevlilere karsi tehdit
biciminde olabilir. Bdyle davramislar sporun sunumunu ve mag gorevlilerinin otoritesini
zedeleyeceginden kesinlikle engellenmelidir.

Koti davranis oldugunda hakem; sucun, oyunun durmasini gerektirecek ve derhal baghakeme
bildirilecek kadar ¢ok ciddi olup olmadigina karar vermek zorundadir. Bu segenek her zaman
olmasina ve uygun oldugunda kullanilmasina ragmen, ilk olayda nadiren gereklidir ve birgok
durumda ilk eylem, suclu oyuncuya bir uyar1 vermeyi gerektirir.

Kot davranigt gérmek icin, yardimci hakem, hakeme gore cogu kez daha iyi bir pozisyonda
olabilir. Eger kotli davrams olursa, yardimci hakem gerektiginde “dur” diyerek ve elini
kaldirarak oyunu durduracak ve derhal hakemin dikkatini bu olaya cekecektir. Hakem daha
sonra gerekli olan islemi yapacaktir.

Uyan

Olay, ¢ok ciddi boyutlarda centilmenlik dis1 veya resmi uyariy1 kaginilmaz kilan nahos 6lgiide olmadikga,
suclu oyuncuyu boyle bir davranisin kabul edilemez oldugu konusunda uyarmak icin gayri resmi, sakin
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When a formal warning has been given, a yellow marker should be placed near the score
indicator, next to the score of the player who has been warned. Similarly, if a player has had
a penalty point awarded against him or her, both a yellow and red marker should be placed
near the score indicator, if space permits. If both the umpire and assistant umpire are using
score indicators, then the cards should be placed on both the umpires’ indicator. These
warnings apply for the remainder of the individual match or, in a team event, the remainder
of the team match, and subsequent offences will incur penalty points.

It should be remembered that, once a formal warning has been given, subsequent offences
must automatically be penalised by the award of points. The umpire should not be afraid to
use this procedure when it is justified, but if a formal warning is given too readily, he or she
may find that he or she has to penalise a player at a critical stage of a match for an offence
that, to many people, may appear trivial.

Penalties

If a player who has been formally warned commits a further offence in the same match the
umpire should award 1 penalty point to his or her opponent and for a third offence, he or
she should award 2 points, each time holding up a yellow and a red card together to show
the action he or she has taken. Should misbehaviour continue after the umpire has imposed
these penalties, he or she should suspend play immediately and report to the referee.

Penalty points may sometimes be awarded after a game has ended, or 2 penalty points
might be awarded against a player when his or her opponent needs only 1 point to win the
game. If the match has not ended any “unused” points are transferred to the next game of
that individual match, so that it starts at the score of 0-1 or 0-2 in favour of the offender’s
opponent (but, if the match has ended, they should be ignored). In this case, the server is
the one who should have been serving at that score according to the sequence established
at the beginning of the match.

In a team match, warnings and penalties are carried over to subsequent individual matches.
A doubles pair is regarded as having incurred the higher of any warnings or penalties incurred
by either of the players; thus, if one has been warned in a previous match and theother had
incurred 1 penalty point, a first offence by either of them in the doubles match would incur
2 penalty points. A warning or penalty during a doubles match applies to the pair during that
match, but only the offending player will carry it over to a subsequent individual match. The
following examples illustrate this point:

In a team match with 4 singles and 1 doubles matches, players A & B are paired to play the
doubles match. In their first singles matches in this team match, A was warned, and B
incurred a penalty point. In the second game of the doubles match A intentionally breaks
the ball by stepping on it. The umpire awards 2 penalty points against A/B. In their next
singles matches, each player carries forward a yellow/red card - i.e., they each have 2
misbehaviour offenses.

Both players of a doubles pair (A and B) have misbehaved immediately following the loss of
a game (one player threw the racket, the second one shouted bad words). Yellow card to
player A and yellow/red to player B. It makes no difference whether it is in the same moment
or a little bit later. A warning or penalty incurred by either player of a doubles pair shall
apply to the pair. The next game of that doubles match starts at the score of 0-1 or 1-0 in
favour of the offender’s opponent. In the next individual match of this team match each
player starts with a yellow card.

Cards carry forward between individual matches (singles and doubles) but penalty points do
not.

In a team match, it is necessary to record warnings and penalties so that they can be
transferred to later matches, but it is advisable to do so also in individual events. This will
allow the referee to take account of persistent bad behaviour when deciding, for example,
whether to disqualify a player. The record can conveniently be a note on the scoresheet,
stating who was warned or penalised and at what stage of the match, with a brief description
of the offence. This recording of warnings should also be applied to coaches for similar
reasons.

It is clearly impracticable to award penalty points against a coach, and it would be unfair to
award them against a player on whose behalf he or she may be protesting. If, after a formal
warning, a coach continues to misbehave he or she should be shown a red card and sent
away from the playing area until the end of the match or, in a team event, of the team
match; where this action is taken the incident should be reported to the referee.

Responsibility of the Referee

The referee may disqualify a player from a match, an event or a whole competition,
depending on the gravity of the offence. This is a matter for his or her judgment, but, when
a player is reported for continuing to misbehave after the award of 2 penalty points, the
referee would normally disqualify him or her, holding up a red card. In very serious cases,
he or she would also make a formal report to the player’s parent Association.
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bir uyar1 sozli veya hatta bir uyari isareti yeterli olacaktir. Bu tiir uyarilar, ne zaman miimkiin olursa,
oyunu kesmeden ralli sonu veya set sonu gibi dogal duraklamalardan yararlanilarak yapilmalidir.

Ancak hakem, rakibin olumsuz etkilenebilecegine inanirsa veya davranigin seyircilerin olasi tepkilerine
yol agacagini veya spor i¢in zararli olacagini diisiiniirse, derhal let anonsu yapmali ve ilgiliyi sar1 kart
gostererek ve takip eden kotii davranisin cezalara neden olabilecegini belirterek resmen uyarmalidir.
Resmi bir uyar1 yapildiginda, bir sar1t markdr say1 panosunda uyarilan oyuncunun sayisinin
yanina yerlestirilmelidir. Benzer sekilde, bir oyuncuya ceza sayisi verildiginde say1 tabelasi
uzerinde yeterli bosluk varsa hem sari hem de kirmizi markdr sayr panosunun yanina
yerlestirilmelidir. Hem hakem hem de yardimci hakem say1 panosu kullaniyorsa, bu durumda
kartlar sadece yardimc1 hakemin say1 panosuna konacaktir. Bu uyari, bireysel ve takim mag¢inin
kalani igin gegerlidir ve bundan sonraki suglar ceza sayisi ile cezalandirilacaktir.
Unutulmamalidir ki, bir defa resmi bir uyar1 yapildiginda sonraki suclar mutlaka otomatik olarak
aleyhine say1 ile cezalandirilmalidir. Bu durum gerekli oldugunda hakem, bu uygulamay1
kullanmaktan korkmamalidir. Fakat bir resmi uyari ¢ok basit olarak verilirse, hakem magin
kritik bir asamasinda bircok kisiye 6nemsiz gorlnebilecek bir sug¢ igin bir oyuncuyu
cezalandirmak zorunda kalacagini da bilmelidir.

Cezalar

Resmen uyarilmig bir oyuncu, ayn1 magta daha biyiik bir sug islerse, hakem rakip oyuncu lehine
1 ceza sayisi, Uglincii sug icin 2 ceza sayisi verecek ve her seferinde suglu oyuncuya sari ve
kirmuzi kartlart birlikte gosterecektir. Hakem bu cezalar1 uyguladiktan sonra eger kot davranig
devam ederse, derhal mag1 durdurmali ve bashakeme bildirmelidir.

Ceza sayilar1 bazen bir set bittikten sonra verilebilir veya rakibinin seti kazanmas: igin sadece 1
saylya ihtiyaci varken diger oyuncu aleyhine 2 ceza sayisi verilebilir. Eger mag¢ bitmemis ise
“kullanilmayan” sayilar o bireysel magin sonraki setine aktarilir. Sonraki set suglu oyuncunun
rakibinin lehine sayilar 0-1 veya 0-2 olarak baslar. Fakat, mag¢ bitmis ise “kullanilmayan” sayilar
dikkate alinmaz. Bu durumda, mag¢in basinda belirlenen siraya gore servis atiyor olmasi gereken
oyuncu servisgi olacaktir.

Bir takim maginda, uyarilar ve cezalar takip eden bireysel maglara tagmir. Ciftlerin hangisinin
uyarisi Veya cezasi Yiksekse o dikkate alimir. Bu ylizden, eger oyuncularin biri bir 6nceki macta
uyar1 almus, diger oyuncu 1 ceza sayis1 almis ise, iki oyuncunun birinin yapacagi ilk hatada, ¢ift
2 ceza sayist ile cezalandirilacaktir. Bir ¢ift magindaki uyar1 veya ceza o magtaki ¢ifte uygulanir.
Ancak, sadece hatali olan oyuncunun cezasi takip eden bireysel maga tasimr. Asagidaki 6rnek
bu say1y1 agiklamaktadir:

4 tek, 1 ¢ift maginin oldugu bir takim maginda, A ve B ¢ift maginda beraber oynayacaklardir. A
ve B oynadiklar1 bireysel maglarda, A sar1 kart goriir, B ise 1 ceza sayisi ile cezalandirilir. Cift
maginin 2. setinde A, kasten topun Ustline basarak kirar. Hakem A/B aleyhine 2 ceza sayis1 verir.
Ave B sonraki bireysel maglarma sari/kirmizi Kart ile baslar. A ve B oyuncular1 2 hatali davranis
sucuna sahip olur.

Bir ciftin her iki oyuncusu da (A ve B) oyunun kaybedilmesinin hemen ardindan kéti
davraniglarda bulunmustur (A raketi firlatmus, B kotii sozler sdylemistir.). A oyuncusuna sar1
kart ve B oyuncusuna sarvkirmizi kart gosterilmelidir. Ayn1 anda veya biraz sonra olmasi fark
etmez. Ciftlerin herhangi bir oyuncusuna yapilan uyar1 veya ceza gift icin gegerli olacaktir. Bu
ciftler maginin bir sonraki seti 0-1 ya da 1-0 skorla ihlalde bulunan giftin rakibi lehine baslar.
Bu takim maginin bir sonraki bireysel maginda her oyuncu sar1 kartla baslar.

Kartlar bireysel maglar (tekler ve ciftler) arasinda gegerli olur, ancak ceza sayilar1 gegerli olmaz.
Bir takim magindaki uyarilarin ve cezalarin daha sonraki maclara aktarilabilmesi igin
kaydedilmesi gerekir. Bununla beraber, bireysel maglarda da kayit tutulmasi tavsiye edilir. Bu
kayit, baghakemin, drnegin bir oyuncuyu diskalifiye edip etmeyecegine karar verirken 1srarci
kotli davraniglart hesaba katmasim kolaylastiracaktir. Kayit, macin hangi asamasinda hangi
oyuncunun uyarildigini veya cezalandirildigini, hatamin kisa bir tarifi ile beraber iade edilen mag
kagidi tizerinde uygun bir not seklinde olabilir. Bu uyar1 kaydi benzer nedenlerden dolay1
ogitgiiler icin de tutulmalidir.

Bir 6giitcii aleyhine ceza sayisi vermek agikca uygulanmaz. Ayrica, antrendriin sorumlu oldugu
bir oyuncu aleyhine de ceza sayisi vermek adil olmaz. Resmi bir uyaridan sonra bir antrenor
kotli davranmaya devam ederse kendisine kirmmzi kart gosterilmeli ve magin sonuna kadar,
takim magc1 ise takim maginin sonuna kadar oyun alaninin disina gonderilmelidir. Bu eylem
oldugunda, bagshakeme bildirilmelidir.
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Usually, the referee learns of instances of bad behaviour from the umpire, but he or she may
sometimes be able to see them and to take action before the umpire has invoked his or her
attention. He or she can also anticipate possible problems by, for example, watchingat least
part of any match involving a player who has previously been warned or penalised for bad
behaviour, to make sure that such behaviour does not continue.

Even where there has been no previous incident it may be obvious from the reaction of
spectators that one or more of the players in a match is/are misbehaving. By watching the
match, the referee may find that the umpire is no longer in control of play and in this
situation he or she should take action on his or her own initiative, either by telling the umpire
what he or she must do or by dealing directly with the offending player.

MATCH CONDUCT
Score Calling

The umpire should call the score clearly, taking care that the tone of his or her voice does
not suggest partiality towards one player or pair; he or she may place a slight emphasis on
the number of points that has changed as a result of the rally. If he or she is using a
microphone he or she may need to adjust his or her speaking level, and/or the position of
the microphone, and he or she should remember that it may well cause remarks that were
not intended for the public to be generally audible.

The score should normally be called as soon as the rally has been decided and the umpire
should not wait until he or she judges that the players are ready to resume play. However,
if there is loud applause or a player is retrieving the ball from the back of the playing area
he or she may prefer to delay his or her call slightly until he or she is satisfied that both
players or pairs will be able to hear it.

The umpire should call first the number of points scored by the player or pair due to serve
next, then the number of points scored by the opposing player or pair. At a change of service,
he or she should point to the next server. This may be followed by the name of the next
server. Whether or not to name the server should be covered at the referee’s briefing, with
the main aim being that all umpires at an event act consistently. If it is not covered at the
referee’s briefing, it is recommended not to call the server’s name at each change of service.
At the start of a game, the server’s name should be announced first.

Whilst it is optional for the umpire to use the players’ names, he or she should be sure how
to pronounce players’ names correctly. The umpire should verify correct pronunciation
before the match is started.

When each player or pair has scored, say, 4 points the score may be called either as "4-4”
or "4-all”; the score 0 may be expressed as either “"zero” or "love”. At the start of a game,
the umpire should announce "Smith to serve”, “"Love all” or "Zero-Zero”, to avoid the risk of
players starting before the call is complete. If the rally is a let, the umpire should repeat the
existing score, to confirm that no point has been scored.

In a team match the name of the team may be used instead of, or as well as, the player’s
name. It is, however, a requirement to point to the next server. Thus, in a team match
between France and Poland, the opening announcement could be “Kinski of Poland to serve,
0-0”. During an individual game the score might be called as "6-4, France” and the
announcement after an individual match could be "11- 6 Game to Poland, Poland wins by 3
games to 0; Poland leads by 1 match to 0”.

In an international competition both the score and, when the expedite system is in operation,
the number of strokes must normally be called in English, but a different language may be
used by agreement between the umpire and both players or pairs. Other announcements
should be made in English unless it is clear that another language is more acceptable to
spectators.

See Appendix D for Field of Play Procedures.

Signals

In addition to calling the score, it is recommended that the umpire use hand signals to
indicate certain decisions, especially where the noise level makes it difficult for a score call
to be heard. Even if the umpire delays his or her call to allow for a burst of applause to
subside or a player to return from retrieving the ball, a prompt signal will allow score
indicators to be updated without having to wait for the score to be announced.

The umpire must point with his or her hand to the next server at a change of service. He or
she may also indicate the award of a point by raising the arm nearer to the player or pair
who won it, so that the upper arm is horizontal, and the forearm is vertical, with the closed
hand upward—If he or she declares a let or wishes to delay the resumption of play he or she
should raise one hand above his or her head, and the assistant umpire should use the same 4
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Bashakemin Sorumlulugu

Baghakem; bir oyuncuyu sucun ciddiyetine gdre bir magctan, bir yarismadan veya bitiniyle bir
turnuvadan diskalifiye edebilir. Bu, bagshakem i¢in bir karar konusudur ancak, bir oyuncu 2 ceza sayisi
(2. sar/kirmiz1 kartlar) verildikten sonra kotii davranigina devam ettigi ig¢in bashakeme bildirilir ise
bashakem normal olarak kirmzi kart gdstererek oyuncuyu diskalifiye edecektir. Ayn1 zamanda ¢ok ciddi
durumlarda; baghakem, oyuncunun kendi federasyonuna resmi bir rapor yazdirabilir.

Baghakem, k6til davranig 6rneklerini cogunlukla hakemden 6grenir. Fakat bazen bunlar1 kendisi
de gorebilir ve mag hakeminin dikkatini ¢gekmeden énce kendisi harekete gecebilir. Bununla
beraber, baghakem; bu tiir davranislarin devam etmediginden emin olmak igin kotii davranig
yiizinden daha 6nceden uyari almig veya cezalandirilmis bir oyuncunun maginin bir béliimiinii
izleyerek olas1 sorunlar1 dnceden tahmin edebilir.

Onceden bir olay meydana gelmese bile, bir magcta; bir ya da daha fazla oyuncunun kot
davranmakta oldugu seyircilerden gelen tepkiden agikga bellidir. Bagshakem mag1 izleyerek
hakemin arttk oyunu kontrol edemedigini anlayabilir. Bu durumda hakeme ya ne yapmasi
gerektigini sOylemeli ya da sug isleyen oyuncu ile dogrudan muhatap olarak kendi inisiyatifi ile
hareket etmelidir.

MAC YONETIMI

Sayilarin Soylenisi

Hakem, ses tonunun bir oyuncu veya ciftin tarafini tuttugu izlenimi vermedigine dikkat ederek,
sayilar1 anlagilir sekilde sdylemelidir. Ancak, rallinin sonucu olarak degisen sayilar iizerinde
hafifce vurgu yapabilir. Mikrofon kullamiliyorsa, kendi ses seviyesini ve/veya mikrofonun
konumunu ayarlama geregi olabilir. Ayarsiz ses seviyesi, seyircileri ilgilendirmeyen
konusmalarin mikrofon vasitasiyla duyulmasi i¢in iyi bir nedendir.

Sayilar normal olarak ralli sonucuna karar verilir verilmez sdylenmeli ve hakem oyuncularin
yeniden oyuna baslamaya hazir olduklar1 kararmi verene kadar beklememelidir. Bununla
beraber, eger ¢ok fazla alkislama sesi varsa veya bir oyuncu oyun alani1 disina kagan topu alip
geri getiriyorsa, hakem her iki oyuncu veya ¢iftin duyabileceginden tatmin olana kadar sayilari
sOylemeyi biraz geciktirmeyi tercih edebilir.

Hakem, 6nce servis atacak olan oyuncunun veya ¢iftin sayilarini daha sonra rakip oyuncu veya
ciftin sayilarin1 sdylemelidir. Servis degisiminde servis atacak oyuncu isaret edilecektir. Bunu,
servis atacak oyuncunun adi izleyebilir. Bir yarismadaki tiim hakemlerin tutarli hareket etmesi
temel amaci ile servisginin adinin sdylenip sdylenmeyecegi bashakem bilgilendirme
toplantisinda  konusulmalidir. Eger bashakem bilgilendirme toplantisinda bu durum
konusulmamissa, her servis degisiminde servis¢inin adinin sdylenmemesi tavsiye edilir. Her
setin baslangicinda, ilk énce servisginin adi sdylenmelidir.

Oyuncularin isimlerini sdylemek tercihe bagli olmakla beraber, hakem oyuncularm isimlerinin
dogru olarak nasil telaffuz edileceginden emin olmalidir. Dogru telaffuz magin baslamasindan
once dgrenilmelidir.

Her oyuncu ya da ¢ift say1 kazandiginda 6rnegin; 4’er sayiya ulastiklarinda skor; ya dort-dort
(4-4) ya da dorder (Four all) seklinde sdylenebilir. O (sifir) sayisi ya “zero” ya da “love” seklinde
ifade edilebilir. Setin baginda hakem, “0—-0 Okan” seklinde anons yapabilir ama en iyisi, anons
bitmeden oyuncularin oyuna baglama riskinden kaginmak icin “Servis atan Okan 0-0 “seklinde
sOylemektir. Eger ralli let olmus ise, hakem bagka say1 olmadiginin dogrulanmasi i¢in mevcut
sayilar1 tekrarlamahidir.

Takim maginda, oyuncunun adi ve takim adi veya sadece takim adi kullanilabilir. Bununla
birlikte, bir sonraki servisciyi isaret etmek bir gerekliliktir. Ornegin, Fransa ile Polonya
arasmdaki bir takim maginda bagslangi¢ anonsu “Servis atan Polonya’dan Kinski, 00" seklinde
olabilir. Set suresince skor “6—4 Fransa” seklinde sdylenebilir. Bir bireysel magtan sonra anons;
“11-6, Set Polonya’nin, Polonya 3-0 kazandi. Polonya, magta 1-0 6nde.” seklinde olabilir.

Bir uluslararasi yarigmada ¢abuklastirilmis sisteme gecildiginde hem skor hem de vurus sayisi
normal olarak Ingilizce sdylenmelidir. Fakat, hakem ile her iki oyuncu veya ciftin anlasmasiyla
farkli bir dil kullanilabilir. Bir bagka dilin seyirciler tarafindan daha kabul goren bir dil oldugu
belirgin olmadikga, diger anonslar ingilizce olarak yapilmalidir.

Oyun Alan1 Uygulamalari i¢in EK-D’ye bakimz.

Isaretler

Sayilar1 s6ylemenin yam sira kesin kararhiligini gdstermesi igin, bilhassa giiriiltii nedeniyle
sayilarm duyulmasmin zorlagtigi durumlarda; hakeme el isaretlerinin de kullanmasi Onerilir.
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19
19.1

19.2

19.3

signal to attract the umpire’s attention when he or she makes a decision within his or her
jurisdiction. Hand signals should be clear and positive, but they must not be unnecessarily
flamboyant or aggressive.

See Appendix C for examples of correct hand signals and recommended calls by the umpire
and assistant umpire during match situations. The judgement on illegal services is one of
the most challenging situations of table tennis officiating because there are so many kinds
of illegal service actions that cannot be expressed by a single hand signal. Both umpire and
assistant umpire are recommended to use these hand signals to allow not only players but
also coaches and spectators to understand the situation better. The umpire or assistant
umpire will first show the hand signal for the illegal service. If the player questions or asks
for clarification, the umpire or assistant umpire will verbally communicate using the simple
term e.g. not high enough or below the playing surface.

Time Keeping

The timekeeper must time the practice period, intervals between games and any authorised
suspension of play. During a game, the timer should be stopped during significant breaks in
play and re-started as soon as the next rally begins. Examples of such breaks are pauses
for towelling, the change of ends in the last possible game of a match, delays while the ball
is being retrieved from outside the playing area and appeals to the referee. Retrieving the
ball while still in the playing area is not a reason to stop the timer.

Explanations

It is not usually necessary to have to explain umpiring decisions, and gratuitous
announcements should be avoided. For example, if a player serves the ball into the net, he
or she has clearly not made a good service and there is no need to call “fault”. If, however,
the rally is decided in a way that does not automatically end play or which may not be
obvious a brief explanation may be given, using standard hand signals and/or the standard
terms listed below.

The recommended explanatory terms are,

service not good “fault”.

net touched by player, clothing or racket “"touched net”.
playing surface moved "moved table”.
free hand touched playing surface “hand on table”.
ball obstructed by player “obstruction”.
ball touched same court twice “double bounce”.
ball deliberately struck more than once by same player “"double hit”.

ball struck by wrong player in doubles “wrong player”.
in doubles service, ball touched wrong half-court "wrong side”.

A fuller explanation should be given if necessary - for instance, where a service has been
ruled illegal and the player is not sure which of the requirements he or she failed to meet.
Language problems can often be overcome by the use of signs, such as pointing to the edge
of the playing surface if a player has not noticed that the ball touched it, or demonstrating
an aspect of service action that has been penalised (See Appendix C).

SCORE INDICATORS

The score is usually displayed on one or more score indicators. The correct use of score
indicators is an important element in the presentation of a match and the umpire should
make sure that the officials operating them are aware of their duties. Operators must await
the umpire’s call or signal before changing the score and must never anticipate decisions
that they do not have the authority to make.

Most score indicators have two sets of large numbers to show the points scores and two
smaller sets of numbers for the games scores. These indicators can provide a great deal of
useful information, provided they are used consistently. Before a match the games score
indicators should be left blank and not set to 0-0 (see Appendix A) until both players or pairs
arrive in the playing area, as a guide to whoever is controlling the programme of play.

Before a game starts the points score indicators should be blank and should not show "0-
07; this score should be displayed only when the umpire calls it to announce the start of the
game. At the end of a game, the indicators should be left showing the final points score until
just before the start of the next game, for the benefit of spectators, before being returned
to the blank position.
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Hakem, alkis sesinin dinmesine ya da kagan bir topu almaya giden oyuncunun dénmesine olanak
saglayacak kadar sayilarin séylenmesini geciktirse bile, hemen verilen bir isaret, sayilarin anons
edilmesini beklemeden say1 panosunun diizeltilmesine firsat tamyacaktir.

Hakem, servis degisiminde yeni servisgiyi eliyle isaret etmelidir. Sayiy1 kazanan oyuncu veya
ciftin tarafindaki kolunu iist kol kism1 yatay, 6n kol kismi dikey durumda ve kapali el yukari
bakacak sekilde sayi1 verdigini belirtebilir. Eger, hakem let derse veya oyunun yeniden
baslamasim geciktirmeyi isterse, bir elini bagmimn iistiinde bir seviyeye kaldirmalidir. Yardimci
hakem kendi iradesiyle bir karar verdiginde ma¢ hakeminin dikkatini ¢gekmek i¢in ayni isareti
kullanmalidir. El isaretleri agik ve kesin olmali, gereksiz olarak abartili ve kigkirtici olmamalidir.
Mag yonetimi sirasinda, hakem ve yardimer hakemin dogru el isaretleri 6rnekleri ve dnerilen
anonslar1 i¢in Ek-E’ye bakimiz. Kural dis1 servisler hakkinda karar vermek masa tenisi
hakemliginin en zorlu durumlarindan biridir. Ciinkii tek bir el isaretiyle ifade edilemeyecek
kadar ¢ok sayida kural dis1 servis hareketi vardir. Hem hakemin hem de yardimci hakemin,
sadece oyuncularin degil antrendrlerin ve seyircilerin de durumu daha iyi anlamalarimi saglamak
icin bu el isaretlerini kullanmalar1 6nerilir. Hakem veya yardimci hakem ilk olarak kural digt
servis i¢in el isaretini gosterecektir. Oyuncu soru sorar veya agiklama isterse, hakem veya
yardimc1 hakem yeterince yiksek degil veya oyun yizeyinin altinda gibi basit bir terim
kullanarak sozlii olarak iletisim kuracaktir.

Zaman Tutma

Zaman tutucu; alisma c¢alismasi Suresine, setler arasindaki sureye ve yetki verilen oyun
duraklama surelerine ait zamani tutmahdir. Set sirasinda kronometre oyundaki Onemli
beklemeler sirasinda durdurulmali ve ilk ralli baslar baglamaz tekrar baslatilmalidir. Bu tiir
beklemelere drnek; havlu ile kurulanma, magin miimkin olan son setinde sahalarin degisimi ve
oyun alani digina kagan topun getirilmesinde gegen gecikmelerdir. Oyun alani iginde olan topu
almak, kronometreyi durdurmak igin bir sebep degildir.

Aciklamalar

Hakemlik Kkararlariin agiklanma zorunlulugu c¢ogunlukla yoktur ve keyfi anonslardan
kaginilmalidir. Ornegin; bir oyuncu servisini nete degdirmis ise agikga iyi bir servis atmamustir
ve “hata” demek gereksizdir. Bununla beraber, eger ralli oyunu otomatik olarak durdurmayacak
sekilde sonuglanmis veya ¢ok belirgin degil ise standart el isaretlerini ve/veya standart terimleri
kullanarak kisa bir agiklama yapilabilir.

Onerilen agiklayic1 terimler sunlardr:

o Kural dis1 SErVIS atillmasl ........ccveeeiiiivieeeiiiieee e serre et e s strre e ebreee e “Hata”
e Oyuncunun kendisi, giysisi veya raketinin nete degmesi.................... “Nete Temas”
e Oyun yuzeyinin hareket etmeSi.........ccccvvviieeiiie i “Masa Oynad1”
e Oyun yizeyine serbest elin degmesi .........cccovvevriiiiiieiieniienie e “El Masada”
e Topun oyuncu tarafindan engellenmesSi...........ccceviveiiieeiiie e, “Engelleme”
e Topun ayni sahaya iki kez temas etmeSi.........cccoevvrveiiieiiienie s, “Ciftleme”
e Topun ayni oyuncu tarafindan kasten iki kez vurulmasi ................c....... “Cift Vurus”
e Citlerde topun yanlis oyuncu tarafindan vurulmasi...............cccve.. “Yanlis Oyuncu”
e Ciftlerde serviste topun yanlis yar1 sahaya degmesi..........cccocvervrnnnenn “Yanlig Saha”

Gerektiginde daha ayrintili aciklama yapilabilir. Ornegin; bir servisin kural dis1 sayilmasi
halinde oyuncu hangi geregi yerine getiremediginden emin degilse. Dil sorunlar1 ¢ogu kez
isaretlerle ¢oziilebilir. Ornegin; bir oyuncu topun yan yiize degdigini gérmemis ise, yan yiiz
isaret edilebilir veya cezalandirilacak olan servisin sekli oyuncuya gosterilebilir.” (Ek-C’ye
bakiniz.).

SAYI TABELALARI

Sayilar ¢gogunlukla bir ya da daha fazla sayi tabelasi iizerinde gosterilir. Say1 tabelasinin dogru
kullantm1 bir mag¢in sunumunda 6énemli bir unsurdur. Hakem; sayi tabelasini kullanan
gorevlilerin gorevlerinin bilincinde olduklarindan emin olmalidir. Say1 tabelasim kullananlar,
sayilar1 ¢evirmeden 6nce hakemin sayilar1 sdylemesini veya isaretini beklemek zorundadirlar
ve vermeye yetkili olmadiklar sayilar1 asla énceden belirtmemelidirler.

Say1 tabelalar1 genellikle skor gosteren ve biiyilik rakamlardan olusan iki say1 grubuna ve set
sayilarini belirlemek {izere daha kii¢lik rakamlardan olusan ayr1 iki say1 grubuna sahiptir. Bu
say1 gruplart dogru kullanildiklarinda, pek ¢ok faydali bilgi verebilirler. Mag 6ncesi set sayilari
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In no circumstances should the result of a game be shown simultaneously on the points and
games score indicators. The games score should not be changed until the final points score
in that game is reset so that, for example, until shortly before the start of the 4th game of
a match the indicators may show a games score of 1 to each player and a point’s score of
11-7, but not 2-1 and 11-7.

Score indicators are normally placed in front of the umpire or assistant umpire, or both,
facing towards the players, and in this position, it is often difficult for spectators seated at
the ends of the playing area to see them. The operator may rotate it by up to 45° to his or
her left and/or right at suitable intervals during play, such as at a break for towelling or
when retrieving the ball from the rear of the playing area, or at change of service. Provided
the score indicator is reasonably light, and the operator feels it is necessary to do so, the
operator may also raise the score indicator whilst rotating it.

Most manual score indicators can display points scores up to about 20 and rarely will the
score in a game exceed this figure. If this stage is reached it is suggested to revert to 10-
10, a score at which the alternation of service is expected. However if there are electronic
scoreboards also in use, or the manual score indicator doesn’t stop at 20 (e.g. 25), it is
better to revert to 0-0 (or 5-5 if the scoreboard stops at 25) to avoid confusion For example,
if the score is shown as 21-20 on the electronic scoreboard (or 26-25 on a manual scoreboard
which goes to 25) it is better to show 1-0 (or 6-5) on the manual indicator ratherthan 11-10.

See Appendix A for examples of the correct use of score indicators.

CONCLUSION

Whether working alone or as part of a team, the work of match officials can be difficult and
demanding. They must be fair but not indulgent, firm but not officious and confident without
being obtrusive. For most people these qualities are acquired only through experience, but
it is hoped that the guidance given in this booklet will be of assistance to all those seeking
to improve their competence as match officials.
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bos birakilmali ve her iki oyuncu veya ¢ift oyun alanina gelene kadar O (sifir)’1 gostermemelidir.
Boylece oyunlarin program akisini kontrol eden ilgililere bir kilavuz gorevi yapmus olurlar.

Bir set baglamadan 6nce, say1 tabelasi bos birakilmali, 0-0’1 gostermemelidir. Sayilar sadece
hakem set baslangicini duyurmak i¢in sayilari sylediginde ¢evrilmelidir. Bir setin sonunda;
say1 tabelasi bos pozisyona getirilmeden Once seyircilerin yarari i¢in diger set baslangicinin
hemen Oncesine kadar son sayilar1 gosteren sekliyle birakilmalidir.

Higbir kosulda, bir setin sonunda oyun sayilar1 ve set sayilari say1 tabelasinda ayni anda
gosterilmemelidir. Set sayilari, 0 setteki son oyun sayilar sifirlanana kadar degistirilmemelidir.
Ornegin, bir magin 4. setinin baglamasindan hemen dncesine kadar say1 tabelast; setleri 1-1 ve
sayilar1 11-7 olarak gosterebilir fakat setleri 2—1, sayilar1 11-7 olarak gosteremez.

Sayi tabelalar1 normal olarak, hakemin veya yardime1 hakemin veya her ikisinin birden 6niinde,
yuzleri oyunculara dénuk olarak bulunurlar. Bu konumlari ile oyun alaninin kenarlarinda oturan
izleyiciler tarafindan izlenmeleri genellikle zordur. Say1 tabelasimi kullanan, oyun siiresince
uygun araliklarla, 6rnegin havlu kullanma aralarinda veya arenanin arkalarindan topun alinmasi
ya da servisin el degistirmesi sirasinda tabelay1 soluna ve/veya sagina 45°’ye kadar cevirebilir.
Say1 tabelasinin oldukga hafif olmasi ve kullanicinin o sekilde yapmasinin gerekli olduguna
inanmast kosulu ile kullanici say1 tabelasini saga sola gevirirken yukariya da kaldirabilir.
Birgok manuel sayi tabelasi sayilar1 yaklagik 20’e kadar gosterebilir ve bir sette sayilar nadiren
bu rakami gecer. Genellikle en iyisi, sayilar1 servis degisiminin beklendigi skor olan 10—10’a
geri getirmektir. Ancak elektronik sayi tabelalar1 ve manuel say1 tabelalar1 ayni anda
kullamliyorsa ve manuel say1 tabelasi 20’de bitmiyorsa (6rnegin 25), karisikligi dnlemek i¢in O-
0’a (veya say1 tabelas1 25°te duruyorsa 5-5’¢) getirmek daha iyidir. Ornegin, skor elektronik say1
tabelasinda 21-20 (veya 25’e giden manuel say1 tabelasi 26-25) olarak gosteriliyorsa, manuel
say1 tabelasinda 11-10 yerine 1-0 (veya 6-5) gostermek daha iyidir.

Sayi tabelasinin dogru kullanim Ornekleri igin Ek-A’ya bakiniz.

SONUC

Tek basina veya bir ekibin elemani olarak gdrev yaparken, mag gorevlilerinin isi gic olabilir ve
Ozveri gerektirebilir. Mag gorevlileri adil olmali fakat hosgoriilii olmamali, kararli olmali ama
isgiizar olmamal1 ve taraf tutan degil, giivenilir olmalidir. Cogu kisi igin bu nitelikler sadece
deneyim ile elde edilebilir. Umit ederiz ki, bu kitapgikta verilen kilavuz bilgiler, mac gorevlisi
olarak yeteneklerini gelistirmek isteyen herkese yardimer olacaktir.
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Appendix A - Match Procedure for Match Officials

1

10

11

If there is a call area, umpires must be present at the time given by the referee. In the call area the

umpire should get the scoresheet, check the colour of the shirts, and shorts/skirt for team matches
and doubles, that are brought by the players, check the name or back numbers, register the name
of the advisers, execute the ball selection, and test the rackets (except for VOC). In casethe racket
is selected for official racket control, the racket should be brought to the Racket ControlCentre.

Before going to the playing area, check that you have all the necessary equipment, such as net
gauges (plastic and weighted), disc or coin for tossing, towel, balls, scoresheet, pen, stopwatch,
and coloured cards. Make sure that you understand how to complete the scoresheet.

If possible, and not done earlier in the call-area, before entering the field of play make sure that
team players, and doubles pairs of the same Association, in World, Olympic or Paralympic
competition are similarly dressed and that opposing players or pairs are wearing shirts of clearly
different colours; report any non-compliance that you cannot resolve, or any doubt about clothing
or rackets, to the referee.

On arrival at the playing area, check that the table and surrounds are correctly positioned and that
the net is properly adjusted for tension and height, that the clamp is properly affixed to the table
and the net cord is not hanging down. The table should be quickly checked for cleanliness and wiped
down if necessary. If a microphone is to be used, if practical make sure that it is working properly
and that you know the correct voice level.

Set the indicators to the blank position - that is, so that they show no points or game scores (Figure
1). In a team match, check that the match score indicator is set correctly. When both players or
pairs arrive in the playing area, set both game score indicators to "0” (Figure 2).

Figure 1: Before players arrive.

Figure 2: When players arrive.

If not done earlier, before practice begins, check that the players shown on the score sheet are in
the playing area and are wearing either their correct number or have their name displayed, and that
their rackets are acceptable. If you leave this until later and there is a wrong player or an illegal
racket, time spent practising will have been wasted.

Decide who will have the choice of service and ends by tossing a two-coloured disc or a coin in front
of both players or pairs, making sure that they know how to call. Do not let the disc or coin fall on
to the table and, preferably, not on to the floor.

When both players or pairs have made their choices, note on the scoresheet who is the first server
and, in doubles, the first receiver. Unless you are certain of the correct way to pronounce the players’
names, ask them how they wish their names to be called.

In an individual event, establish who the designated advisor is for each player or pair. In a team
event, check that the number of people on the team bench, including players, coaches, and other
team officials, does not exceed the permitted number.

Give the players a ball that you have taken at random, either from those they have chosen before
the match or, if they have not chosen any, from a box of balls of the type specified for the
competition. When the multi-ball system is in place use any one of the selected balls (see 6.2.2.1).

Time the practice period and recall players as soon as the permitted time is up. Make sure that they
do not delay the start of the match after the practice period has ended.
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EK A - MAC GOREVLILERI iCIN ONERILEN UYGULAMALAR

1.

10.

11.

Eger bir cagr alami varsa, hakemler bashakem tarafindan verilen saatte orada bulunmalidir.
Cagr1 alaninda hakem mag kagidini almali, oyuncular tarafindan giyilecek tisortlerin ve takim
magclar1 veya Giftler icin sort/eteklerin rengini kontrol etmeli, isim veya sirt numaralarini kontrol
etmeli, 0giitciilerin ismini yazmali, top segimini gergeklestirmeli ve raketleri kontrol etmelidir
(VOC harig). Raketin kontrol igin secilmesi durumunda, raket “Raket Kontrol Merkezine”
getirilmelidir.

Oyun alanina gitmeden once, ag Olger, kura i¢in disk veya metal para, toplar, mag kagidi,
kronometre ve ikaz kartlar1 gibi tiim gerekli ekipmanin yanmmnizda oldugunu kontrol edin. Mag
kagidinin nasil doldurulacagini anladiginizdan emin olun.

Mimkiinse, oyun alanina girmeden Once, takim oyuncularinin ve ayni federasyona bagl ¢ift
oyuncularmin aym giysilere sahip olduklarindan, rakip oyuncularin veya ciftlerin agikga farkl
renklerden olusan forma giydiklerinden emin olun. Cozemeyecegin herhangi bir kural dist
durumu veya giysi ya da raketler hakkindaki herhangi bir siipheyi bashakeme bildirin.

Oyun alanna varildiginda, masanin ve gevre panolarinin dogru sekilde konumlandirildigina,
filenin gerginlik ve yiikseklik agisindan dogru sekilde ayarlandigini, file demir takiminin
masaya diizgiin sekilde sabitlendigini ve file ipinin asagi sarkmadigini kontrol edin. Masanin
temizligi hizlica kontrol edilmeli ve gerekirse silinmelidir. Eger bir mikrofon kullanilacaksa,
mikrofonun diizgin ¢alistigindan ve dogru ses seviyesini bildiginizden emin olun.

Say1 tabelasini tamamen bos pozisyona getirin, yani sayi1 tabelasinda say1 ya da set sayilari
olmayacaktir (Sekil 1). Bir takim maginda, takim isimlerinin yazili oldugu mag say1 tabelasinin
dogru yerlestirildigini kontrol edin. Her iki oyuncu ya da ¢ift oyun alanina geldiginde, her iki
set sayisini 0’a getirin (Sekil 2).

Sekil 1. Oyuncular gelmeden dnce.

0 0

Sekil 2. Oyuncular geldiginde.
Eger daha once yapilmamis ise, alistirma baslamadan once, mag¢ kagidindaki oyuncularin
masadaki oyuncular oldugunu, oyuncularin sirtlarindaki numaralarm ve isimlerin dogru
oldugunu ve raketlerinin kurallara uygunlugunu kontrol edin. Bu kontroll sonraya birakirsan ve
yanlig bir oyuncu veya kural dis1 bir raket varsa, alistirma igin gegen sure bosa gegmis olacaktir.

Oyuncularin kura 6ncesi yapilacak segimleri bildiklerinden emin olarak, her iki oyuncu veya
ciftin oniinde iki tarafi renkli bir diski ya da bir madeni paray1 dondiiriip havaya atarak servis
veya saha se¢imini kimin yapacagina kurayla karar verin. Diskin ya da madeni paranin masa
ylizeyine ya da yere diismesine izin vermeyin.

Her iki oyuncu ya da cift secimlerini yaptiginda, kimin ilk servis atacagini ve ¢iftlerde kimin ilk
kargilayan olacagimi mag¢ kagidi Uzerine not alin. Oyuncularin adlarimin dogru telaffuz
biciminden emin olmadikg¢a, onlardan adlarinin nasil séylenmesini istediklerini 6grenin.

Bir bireysel magta, her bir oyuncu veya cift i¢in belirlenen 6glit¢iiyii tespit edin. Bir takim
maginda; oyuncular, antrendrler ve diger takim gorevlileri dahil, “takim banki (bench)”
tizerindeki kisilerin sayisinin izin verilen sayiy1 asmadigini kontrol edin.

Magtan 6nce secilmis olan toplardan veya hi¢ secilmemisler ise turnuva i¢in belirlenmis olan
tipteki toplarin oldugu kutudan rasgele alinmis olan bir topu oyunculara verin. Coklu top sistemi
uygulandiginda, secilen toplardan herhangi birini kullanilmalidir (6.2.2.1°e bakiniz.).

Aligtirma siiresinin saatini tutun ve izin verilen siire biter bitmez oyuncular1 geri ¢agirin.
Alistirma stiresi sona erdikten sonra, oyunculari 6giit almadigindan veya oyunun baslamasin
geciktirecek bagka bir sey yapmadiklarindan emin olun.
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Before play starts, ensure that towels are placed in a receptacle provided near the umpire or
assistant umpire and are not left draped over surrounds. Any other items, such as tracksuits and
bags, should be placed outside the playing area.

When the players are ready point to and name the first server, call “love-all” or “zero-zero”. In a
team match, you may use the player’s name or the team’s name, or both. Set the points score
indicators to "0-0” (Figure 3).

0 0

Figure 3: At 0-0 in 15t game

Start the timer as the first player serves, stop, and re-start it for substantial breaks in play, such as
time spent for towelling or retrieving the ball from outside the playing area. Call “time” if play lasts
for 10 minutes, unless expedite is already in operation or at least 18 points in total have been
scored.

After the end of each rally indicate the result by the appropriate hand signal, and as soon as
practicable thereafter by calling the new score or repeating the last score in the event of a let. If
there is to be a change of service, point to the next server. You may also name the next server. Do
not change the indicators until the umpire has signalled or called the award of a point (Figure 4).

4 6

Figure 4: At 4-6 in 15t game

Discourage players from wasting time by such means as seeking advice, wandering around the
playing area between rallies, persistent bouncing of the ball before serving or prolonged discussion
with a doubles partner.

Only during rallies, make sure that the players are not given advice, either by speech or by signals.
On the first occasion warn anyone advising illegally, if the offence is repeated, send the adviser
away from the playing area for the remainder of the match or, in a team match, for the remainder
of the team match.

At the end of a game, call the score, announce the winner and. Leave the indicators showing the
final points score, without changing the games score (Figure 5). Be alert and look for any
misbehaviour immediately following the end of a game and record the result on the scoresheet.

/ 11

Figure 5: At end of 15t game

If necessary, remind players that they must leave their rackets on the table between games unless
you give permission for them to be removed. If they are removed, remember that they must be
inspected again before the next game. However, if the racket is strapped to the hand allow the
player to retain it that way.

After each game, and during authorised intervals, collect and retain the match ball. Check that
surrounds are in their correct positions. Time the interval between games, and other authorised
intervals, and recall players as soon as the permitted time is up.

During intervals, do not wander round the playing area talking to other match officials. Stay in your
seat unless you need to move for reasons such as retrieving the ball or adjusting the table, net, or
surrounds.
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12.

13.

14.

15.

16.

17.

18.

19.

20.

21.

Oyun baslamadan 0nce, havlularin hakemin ya da yardimc1 hakemin yaninda bulunan havluluk
icinde bulunduklarindan ve gevre panolari iizerinde asili olmadiklarindan emin olun. Egsofman,
canta gibi diger esyalar oyun alaninin diginda olmalidir.

Oyuncular hazir olduklarinda, ilk servisgiyi isaret edin, adimi sdyleyin ve sifir-sifir diyerek
oyunu baslatin. Takim maginda; oyuncunun adini, takim adini veya her ikisini sdyleyebilirsin.
Skor sayilarini “0-0”a getirin (Sekil 3).

0 0 0 0
Sekil 3. 1. sette sayilar 0-0 iken.

flk oyuncu servis attiginda, kronometreyi ¢alistirin. Kurulanma, oyun alanimn disina giden
topun alinmasinda gecen stre gibi oyun icindeki 6nemli duraksamalarda kronometreyi
durdurup-galistirin. Daha 6nceden ¢abuklastirilmis sisteme geg¢ilmemis ise veya her iki oyuncu
ya da ¢ift toplam 18 sayiya ulagmamuglar ise, set siiresi 10 dakika siirdiigiinde “zaman” diye
belirtin.

Her ralli bittikten sonra, olabildigince hizli bir sekilde, isaretle daha sonra da yeni sayilari
sOyleyerek veya bir let durumunda son sayilari tekrar ederek sonucu belirtin. Bir servis
degisikligi olacaksa, yeni servis¢iyi gosterin. Ayni zamanda, yeni servisginin adini séylenebilir.
Hakem isaret etmedik¢e veya say1 anonsu yapmadikca, say1 tabelasinda degisiklik yapmayin

(Sekil 4).
0 4 6 0

Sekil 4. 1. sette sayilar 4-6 iken.

Ralliler arasinda oyun alaninda amagsizca dolagma, servis atmadan énce topu 1srarla ziplatma,
0giit alma veya ¢iftlerin birbiri ile uzun siiren tartismalar1 gibi yontemlerle, oyuncularin zaman
gecirmelerine izin vermeyin.

Ralliler sirasinda, oyuncularin sozle veya isaretle 6giit almadiklarmdan emin olun. 1k seferinde,
kural dig1 6giit vereni uyarin (sar1 kart gostererek). Eger sug tekrarlanir ise, giitgliyli magin geri
kalan1 igin veya bir takim maginda; takim maginin geri kalan1 igin oyun alanindan uzaklastirin.
Set sonunda; skoru, kazanani ve mevcut set sayilarini sdyleyin ve mag¢ kagidi iizerine sonucu
yazin. Set sayilarini degistirmeden, say1 tabelasini son sayilar1 gosterecek sekilde birakin (Sekil
5). Set veya mag bitiminde kot davranis olup olmadigi konusunda dikkatli olun.

27 11| 2

Sekil 5. 1. setin sonunda.
Eger gerekiyorsa, oyunculara, aksine bir izin vermediginiz siirece, set aralarinda raketlerini
masa Ustiine birakmalar1 gerektigini hatirlatin. Eger birakmamuglarsa, diger set baslamadan 6nce
raketlerin yeniden kontrol edilmesi gerektigini unutmayin. Bununla beraber, raket ele sarili ise,
oyuncunun raketi bu sekilde tutmasina izin verin.
Her setten sonra ve izin verilen aralarda mag¢ topunu alin ve yanimzda bulundurun. Cevre
panolarmin yerlerini kontrol edin. Set arasindaki siireyi ve izin verilen aralarin siirelerini tutun
ve izin verilen siire dolar dolmaz oyuncular1 geri ¢agirin.
Mag¢ icinde uygun aralarda, diger gorevliler ile konusmayin, oyun alaninda amagsizca
dolagmayin. Oyun alani i¢indeki topu almak veya masay1, neti ya da gevre panolarini diizetmek
gibi nedenler icin yerinden kalkma gereksinimi olmadikga, sandalyede oturun.
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22

23

24

25

Just before the players return for the next game, set the points score indicators to the blank position
and alter the appropriate games score indicators to reflect the result of the previous game (Figure
6). Remember to change round any yellow, red or white markers. Set the points indicators to "0-0”
when the umpire calls that score (Figure 7).

Figure 6: Just before 2" game

0 0

Figure 7: At 0-0 in 2" game

At the end of a match, announce the result and, in a team match, the new team match score.
Complete the scoresheet and ask the players (in an individual match) or the team captains (in a
team match) to sign it, as required. Often this is not necessary and whether to have the scoresheet
signed should be covered at the umpires’ briefing by the referee. Leave the indicators showing the
final points score and the previous games score (Figure 8).

12 10

Figure 8: At end of match

Return the scoresheet promptly to the appropriate officials. Before leaving the playing area, collect
the match ball and any spares, as well as any items of clothing, towels or other property that have
been left behind. If necessary, collect rackets designated for an after-match test. Reset the
indicators to the all-blank position (Figure 1).

Finally, make sure that you are aware of and are ready to apply any additional procedures or special
methods of presentation that have been agreed for the particular competition at which you are
officiating; if you are in any doubt, consult the referee.

Training videos on procedures can also be found on the URC website:

https://www.ittf.com/committees/umpires-referees/video
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22.

23.

24.

25.

Diger set i¢in oyuncular donmeden az 0nce, say1 tabelasini bos pozisyona getirin ve set sayilarini
onceki setteki skoru gosterecek hale getirin (Sekil 6). Varsa, sar1 veya beyaz kartlarm yerini
degistirmeyi unutmayimn. Hakem yeni set i¢in 0-0 baslangi¢c anonsu yaptiginda, say1 skorunu 0—
0’a getirin (Sekil 7).

Sekil 6. 2. setten hemen dnce.

1 0 0 0
Sekil 7. 2. sette sayilar 0-0 iken.
Magin sonunda, magin sonucunu; bir takim maginda yeni takim maginin skorunu séyleyin. Mag
kagidini doldurun ve oyunculardan (bireysel magta), kaptanlardan (takim maginda) gerekirse
mag¢ kagidini1 imzalamalarini isteyin. Genellikle bu gerekli degildir ve mag kagidinin imzalatilip

imzalatilmayacagi konusu bashakem bilgilendirme toplantisinda ele alinmalidir. Say1 panosunu,
son sayilar1 ve 6nceki set sayilarini gosterir durumda birakin (Sekil 8).

211210 2

Sekil 8. Mag sonunda.
Mag kagidimi geciktirmeden ilgili gorevliye geri gétiiriin. Oyun alanini terk etmeden 6nce, mag
topunu alin. Giysi, havlu veya diger esyalarin oyun alaninda kalmamasini saglaym. Eger
gerekirse, mag sonrasi kontrol i¢in belirlenmis olan raketleri alin. Say1 panosunu tamamen bos
konumuna getirin (Sekil 1).
Son olarak, yonettiginiz yarigma ile ilgili olarak yapilmasi istenen 6zel uygulamalari veya ek
prosedurleri yerine getirdiginizden emin olun. Herhangi bir siipheniz varsa bashakeme danisin.

Prosediirlerle ilgili egitim videolart URC web sitesinde de bulunabilir:

https://www.ittf.com/committees/umpires-referees/video

Page 29


http://www.ittf.com/committees/umpires-referees/video

Appendix B- Match Officials Code of Conduct

As with the high standard of professionalism and conduct required of players, ITTF requires a high
standard of professionalism and conduct from its officials as well as all officials participating in
ITTF sanctioned and recognized events. ITTF officials not observing the stated guidelines may be
subject to a formal disciplinary process.

Match officials, especially while in official clothing, are ambassadors of the sport, of ITTF and of
their Associations. At an international competition, they are the guests of the host Association and
must respect its traditions and social customs. The following guidelines, which are not exhaustive,
are intended as an aide-memoire on the aspects of conduct to which special attentionshould be
given.

1 MATCH OFFICIALS SHOULD

1.1 Study and make sure they understand all the relevant rules, duties and procedures for the
competition at which they are officiating.

1.2 Bein good physical condition, with normal or corrected vision and normal hearing.

1.3 Bein appropriate uniform and maintain their appearance and personal hygiene.

1.4  Be prompt for all assignments.

1.5 Maintain strict impartiality and avoid any relationship with players or coaches that might
cast doubt on that impartiality.

1.6  Refer all issues not related to their duties to the referee or other appropriate tournament
official.

1.7  Wherever practical, avoid unaccompanied and unobserved one-on-one activity (when in a
supervisory capacity or where a power imbalance may exist) particularly with people under
the age of 18 years.

1.8 Ensure their decisions and actions contribute to a safe environment.
1.9  Ensure their decisions and actions contribute to a harassment free environment.

1.10 At all times conduct themselves in a professional and ethical manner, respecting the
authority and interests of the referee, the organisers, other tournament officials, players
and the public.

2 MATCH OFFICIALS SHOULD NOT

2.1 Discuss tournament incidents or other issues related to their duties with players,
spectators, or media, but should refer any such matters to the referee and the tournament
committee.

2.2  Accept personal gifts from players, coaches, and teams. Gifts provided by a host
organisation to all officials can be accepted.

2.3 Consume alcoholic beverages or take drugs or medications that will inhibit performance
before their match on the day they are to officiate.

2.4 Publicly criticise other officials or otherwise bring the sport into disrepute, including use of
social media.

2.5 Tolerate harmful or abusive behaviours but report them to the Chair of the URC where the
issue is not resolved to the satisfaction of the parties concerned.

Please refer to the ITTF Handbook for the policies adopted in relation to Anti-Harassment and
Illegal Betting and Corruption.

The URC reserves the right to take action if an official deviates from this code of conduct.
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EK B - GOREVLILERIN YONETIM KURALLARI

Oyunculardan istenen yiiksek profesyonellik ve davranig standartlarinda oldugu gibi, ITTF de kendi
gorevlilerinden ve ITTF onayli ve taninmis etkinliklere katilan tiim gorevlilerden yiiksek profesyonellik
ve davranis standartlar1 talep etmektedir. Belirtilen kurallara uymayan ITTF gorevlileri resmi bir disiplin
stirecine tabi tutulabilir.

Mag gorevlileri, oOzellikle tniformalim iken, kendi federasyonlarmnin, ITTF’nin ve sporun elgisi
konumundadirlar. Bir uluslararasi yarigmada, onlar, ev sahibi federasyonun misafiridirler ve o tilkenin
sosyal adet ve gelencklerine uymalidirlar. Asagidaki kilavuz, ¢ok kisaca 6zel dikkat gdsterilmesi
gereken hususlarda bir hafiza tazeleme amacini tasimaktadir.

1.
1.1.

1.2.
1.3.
14.
1.5.
1.6.
1.7.
1.8.

1.9.
1.10.

2.2.
2.3.
2.4.

2.5.

MAC GOREVLILERININ YAPMASI GEREKENLER:

Gorev aldiklar1 yarigma ile ilgili prosedurleri, gorevleri ve tum ilgili kurallar1 ¢aligmali ve
anladiklarindan emin olmalidir.

Iyi bir fiziksel kondisyona, gérme ve duyma yetenegine sahip olmahdir.

Uygun kiyafeti giymeli, gorinimlerine ve kisisel hijyenlerine dikkat etmelidir.

Her tirli gbreve hazir olmalidir.

Kesin tarafsizligin1 korumali ve tarafsizligi konusunda siiphe yaratabilecek sekilde oyuncular
ve antrendrler ile iligskilerden kaginmalidir.

Kendi gorev alani iginde olmayan konularda Bashakeme veya diger ilgili turnuva gorevlilerine
bagvurmalidir.

Her yerde, 0zellikle 18 yasindan kiigUk kisilerle refakatsiz ve gézetimsiz bire bir etkilesimlerden
(gbzetmen sifatiyla veya gili¢ dengesizliginin olabilecegi durumlarda) kaginmalidir.

Onlarmn kararlarinin ve eylemlerinin guvenli bir ortama katkida bulunmasini saglamalidir.
Onlarin kararlarimin ve eylemlerinin tacizden uzak bir ortama katkida bulunmasini saglamalidir.
Hakemin, organizatorlerin, diger turnuva gorevlilerinin, oyuncularin ve halkin otoritesine ve
cikarlarma saygi gostererek her zaman profesyonel ve etik bir sekilde davranmalidir.

MAC GOREVLILERININ YAPMAMASI GEREKENLER:

Turnuva ile ilgili olaylar1 veya kendi gorevleri ile ilgili diger konulari, oyuncular, seyirciler veya
medya ile gorisilip tartismamali, ancak bu tiir konular1 Bashakeme ve turnuva komitelerine
goturmelidir.

Oyuncu, antrendr ve takimlardan makul degerler disinda hediye kabul etmemelidir. Ev sahibi
organizasyonca tim gorevlilere verilen hediyeler kabul edilebilir.

Gorev yapacaklar gilin, maglarmdan 6nce, performanslarini etkileyecek ilag veya tibbi tedavi
almamali, alkollli icecekler kullanmamalidur.

Diger gorevlileri acik¢a elestirmemeli veya sosyal medyanin kullanimi dahil sporu
cirkinlestirecek baskaca davramslarda bulunmamalidir.

Zararl veya taciz edici davramslara hoggorii gostermeyin. Onlar1 Hakem/Bashakem Komitesine
bildirin. Komite konuyu ilgili organlarin memnuniyetine goére ¢ézmeyecektir.

Taciz karsiti, kural dis1 bahis ve riigvet ile ilgili olarak kabul edilmis olan ilkeler icin litfen ITTF el
kitabina bakiniz.

Eger bir gorevli bu davranis kurallar1 disina ¢ikacak olursa, URC (Hakem/Bagshakem Komitesi) tedbir
alma hakkin1 sakli tutar.
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Appendix C - Recommended Hand Signals and Calls

1. Next server and winner of game/match 2. Let/Stop

3. Point

When making hand signals ensure that they are clearly separated. For example, do not indicate
a point with one arm and at the same time indicate the next server with the other arm.
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EK C - ONERILEN EL iSARETLERI VE ANONSLAR

1. Servisgi ve Set/Ma¢ Kazanani 2. Let/Dur

El isareti verirken, isaretlerin birbirinden agikg¢a ayr1 olmasi gerektiginden emin olun. Ornegin, bir kol
ile say1 isareti verirken ayn1 anda diger kol ile servisgi isareti vermeyin.
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Hand Signals for Illegal Services

1 If the ball does not rise at least 16cm after leaving the palm of the free hand, umpire or
assistant umpire shall show the hand signal as shown in Figure 1

Verbal communication: Not high enough

1 If service does not start with the ball resting freely on the open palm of server’s stationary
free hand, umpire or assistant umpire shall show the hand signal as shown in Figure 2

Verbal communication: Palm not open

Figure 2 Palm not opened.

2 If service start with the ball resting freely on the fingers of server’s stationary free hand,
umpire or assistant umpire shall show the hand signal as shown in Figure 3
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KURAL DISI SERVISLER ICIN EL iISARETLERI

1. Top serbest elin avug i¢inden ¢iktiktan sonra en az 16 cm yikselmezse, hakem veya
yardimc1 hakem Sekil 1°de gosterildigi gibi el isaretini gosterecektir.

Sozli Tletisim: “YETERINCE YUKSEK DEGIL.”

and”

Sekil 1. Yeterince yiiksek degil.

2. Servis, top servis atan oyuncunun sabit duran serbest elinin agik avug icinde serbestce
dururken baslamazsa, hakem veya yardimci hakem Sekil 2’de gosterildigi gibi el
isaretini gosterecektir.

Sozlu Tletisim: “AVUC ICI ACIK DEGIL.”

Sekil 2. Avug ici agik degil.
3. Servis, top servis atan oyuncunun sabit duran serbest elinin parmaklar1 Uzerinde

serbestce dururken baglarsa, hakem veya yardime1 hakem Sekil 3°te gosterildigi gibi el

isaretini gOsterecektir.
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Verbal communication: Ball resting on the fingers.

Figure 3 Ball resting on the fingers.

3 If the ball is under the level of the playing surface from the start of service until it is struck,
umpire or assistant umpire shall show the hand signal as shown in Figure 4

Verbal communication: Below the playing surface

31
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Figure 4 below the playing surface
4 If the ball is inside the server’s end line from the start of service until it is struck or is struck
inside the server’s end line, umpire or assistant umpire shall show the hand signal as shown

in Figure 5
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Sozlu iletisim: “TOP PARMAKLARIN UZERINDE DURUYOR.”

4.

Top, servisin baslangicindan vurus yapilana kadar oyun yizeyinin seviyesinin

altindaysa, hakem veya yardimci1 hakem Sekil 4’te gOsterilen el isaretini gosterecektir.

S6zli Tletisim: “OYUN YUZEYININ ALTINDA.”

5.

P

e
)

.

Sekil 4. Oyun yiuzeyinin altinda.

Top, servisin baslangicindan vuruluncaya kadar servis atanin ug ¢izgisinin i¢inde ise
veya servis¢inin ug¢ ¢izgisinin i¢inde vurulmus ise, hakem veya yardimci hakem Sekil

5’te goOsterilen el isaretini gosterecektir.
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Verbal communication: Inside the end line

Figure 5 inside the end line

6 If the ball does not project near vertically upwards, umpire or assistant umpire shall show
the hand signal as shown in Figure 6 (1) to 6 (2)

Verbal communication: Not vertically

| NS
Figure 6(1) Not vertically
7 If the ball is hidden from the receiver by the server or his or her doubles partner or by
anything they wear or carry, umpire or assistant umpire shall show the hand signal as shown in
Figure 7
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So6zIi {letisim: “UC CiZGISININ ICINDE.”

RIS :
Sekil 5. Ug ¢izgisinin iginde.
6. Eger top dikey olarak yukariya dogru ¢ikmiyorsa, hakem veya yardimci hakem Sekil
6(1) ile 6(2)’de gosterildigi gibi el isaretini gosterecektir.
SozIu iletisim: “DIKEY DEGIL.”

5

-

b 'r ., R ' A ;.\‘ P ! .
i | [ ‘ S
] I‘ 3 ' (‘ \3 §

Sekil 6(1). Dikey degil. Sekil 6(2). Dikey degil.

7. Eger top, servis atan oyuncu veya ¢iftler maginda partneri tarafindan ya da giydikleri
veya tasidiklar1 herhangi bir sey tarafindan servis karsilayandan gizlenirse, hakem veya

yardimc1 hakem Sekil 7°de gosterildigi gibi el isaretini gostermelidir.
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Verbal communication: Hidden by what or whom (elbow, shoulder, head or partner)

If the player asks the reason why or where, the umpire will use his or her index finger to show it
. For example, if the ball is hidden from the receiver by the server’s shoulder, the umpire shall
show the hand signal as shown in Figure 7 (1)

Verbal communication: hidden by shoulder.
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Sozlu fletisim: “ENGELLEME (DIRSEK, OMUZ, BAS VEYAES).”

Sekil 7. Engelleme.
Eger oyuncu nedenini veya nerede oldugunu sorarsa, hakem isaret parmagini kullanarak
bunu gosterecektir. Ornegin, top servis atan oyuncunun omzu tarafindan servis
karsilayandan gizlenmisse, hakem Sekil 7(1)’de gosterildigi gibi el isaretini
gOsterecektir.

Sekil 7(1). Omuz tarafindan engelleme.
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A B (o] D E
1 SITUATION Uglzl’af LS UMPIRE'S CALL AU'S SIGNAL AU'S CALL
Point with open "X to serve, 0-0" (or
2 |Start of game hand to first server |other agreed None None
1 announcement)
Point with open
3 |Change of service |hand to next server|None None None
1
Resumption of play |Point with open
4 |after authorised hand to next server|Repeat score None None
interval 1
Raise the arm
nearer the
winner(s) of the
point so that the
5 |Point upper arm is New score None None
horizontal and the
forearm vertical,
with the closed
hand upward 3
As soon as the ball As soon as the ball
touches the correct "et" and repeat touches the correct
6 |Net-cord service court raise arm . court raise arm None*
above head ?, point previous score above head ?, point|
to net if necessary to net if necessary
Raise the arm
nearer the receiver
so that the upper "Fault" and advise
. arm is horizontal . . Raise arm above umpire, if
7 |lllegal service Fault" and new score 5 .
and the forearm head necessary, who will
vertical, with the call new score
closed hand
upward 3
. Indicate point for
In doubles service, receive r3f) point to |, .
8 [|ball bounces on T Fault" and new score |None None
wrong half- court centre line if
necessary.
9 Fault ;ervice (e.g., Indigate é)oint for New score None None
ball misses table) receiver
Service of doubtful
legality where "Let", warn server,
decided by the Raise arm above 4 7
10a . > and repeat previous |None None
umpire (1st head
occasion in a score
match)
Service of doubtful
legality where "Stop", warn
10b decided by the Raise arm above “Let", and repeat Raise arm above |server, and advise
assistant umpire head ? previous score head ? umpire, who will
(1st occasion in a call "Let”
match)
Service of doubtful
legality where
11a Zifplacl(fed(?grgggr f‘ggéiiéi §D oint for "Fault" and new score |None None
occasion by same
player or pair)
Service of doubtful
legality where "Fault", if
decided by the Indicate point for Raise arm above |necessary, advise
11b . : 3 New score > ; .
assistant umpire receiver head umpire, who will
(further occasion by call new score
same player or pair)
[nterruption of_p lay Raise arm above “Let" and repeat Raise arm above " ”
12 ((e.g., ball coming head ? revious score head ? Stop
into playing area) p
Error in order of " en
serving, receiving or{Raise arm above Let", correct order
13 ! and repeat previous |None None

ends discovered
during a rally

head ?

score
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1 DURUM HAKEMIN iSARETI HAKEMIN ANONSU YARDI?&;IE%KEMIN H AKE%%'X,%NSU
....... servis atiyor,
Agik el ile ilk servisgiyi | 0-0 de. (veya mutabik
2 Set baslangtct goster (1 nolu isaret) kalinmis baska Yok Yok
anons)
Acik el ile yeni
3 Servis degisimi servisciyi goster Yok Yok Yok
(1 nolu isaret)
Izin verilen Acik el il .
cik el ile yeni
4 du(;)a,llj:]al;?]ag:r?lggrr:ra Servisgiyi g('jster Sayllarl tekrar Soyle Yok Yok
baslamast (1 nolu isaret)
El kapali, kolun tistii
yatay, kolun alt1 dik
5 S durumda iken sayryi . }
ayl kazanan taraftaki kolunu |  Yeni sayilari sdyle Yok Yok
yukar1 dogru kaldur.
(3 nolu isaret)
Top masanin dogru Top masanin dogru
tarafina deger degmez, “Let” de. Onceki tarafina deger degmez,
6 Fileye degen servis kolu basin iistiine kadar I 'tekrarla kolu bagn iistiine kadar Yok *
kaldir (2 nolu isaret), sayratt ) kaldir (2 nolu isaret),
gerekirse neti goster. gerekirse neti goster.
El kapali, kolun {istii
yatay, kolun alt1 dik - “Hata” de. Hakeme
7 K . durumda iken karsilayan “Hata” de. Kolu bagmn {istiine kadar bilgi ver. Gerekirse
ural dis1 servis . . . kaldur. :
taraftaki kolunu yukari Yeni sayilar1 soyle. (2 nolu isaret) hakem yeni skoru
dogru kaldur. } sOyleyecektir.
(3 nolu isaret)
Cift maginda serviste, Kar.sllaya.m lein sayl w »d
8 topun yanlig yar1 Isarcti goster, . ~Hata e | Yok Yok
sahaya degmesi (3 nolu .1$a.re.t). gerekirse Yeni sayilar1 soyle.
orta ¢izgiyi igaret et.
B Karsilayan i¢in say1
Hatal1 servis (Orn; . -
° topun 1skalanmast) E%a;gtllugigig.) Yeni sayilari soyle. Yok Yok
Hakem tarafindan
verilen kurallara Kolu bagin iistiine kadar “Let” de. Servisgiyi
10a uygunlugu stipheli kaldir uyar ve dnceki Yok Yok
servis karar1 (mag (2 nolu isaret) sayilar1 tekrarla.
icindeki ilk olayda)
Yardimer hakem
tarafindan verilen - - “Dur” de. Servisgiyi
1op | Kurallara uygunlugu Kolu basll?a?slt:ne kadar “Let” de. Onceki | KoM basll?a;‘slt;me kadar |\t vie hakeme bilgi
stipheli servis karar1 (2 nolu isaret) sayilar1 tekrarla. (2 nolu isaret) ver. Hakem “Let”
(mag icindeki ilk diyecektir.
olayda
Hakem tarafindan
verilen kurallara
uygunlugu siipheli Karsilayan igin say1 “Hata” de
1la servis karari (ayni isareti goster. Yeni 1 56 le Yok Yok
oyuncu veya Giftin (3 nolu isaret) sayilart SOyle.
daha sonraki
olayinda)
Yardimer hakem
tarafindan verilen “Hata” de. Hakeme
kurallara uygunlugu Kargilayan i¢in say1 Kolu bagin iistiine kadar bilai ver Cerekirse
11b | siipheli servis karari isareti goster. Yeni skoru soyle kaldir h grver. €
4 . akem yeni skoru
(ayn1 oyuncu veya (3 nolu isaret) (2 nolu isaret) ) .
L2 . sOyleyecektir.
¢iftin daha sonraki
olayinda)
Oyunun durmast Kolu bagin iistiine kadar “Let” de. Onceki Kolu bagin iistiine kadar .
12 (Orn; oyun alanina kaldir savilar tekrarla kaldur. Dur” de.
giren top) (2 nolu isaret) v ) (2 nolu igaret)
- . Kolu bagin iistiine kadar “Let” de. Hatay1
13 Ralli sirasinda tespit kaldir duzelt ve dnceki Yok Yok

edilen servis atma,

(2 nolu isaret)

sayilari tekrarla.
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A

B

Cc

Advice given during

Raise arm above
head ? holding up a

"Let", if ball is in play,

Raise arm above

"Stop" and inform

14 |rally, first yellow card towards|\warn adviser and head 2 umpire
occurrence offender, without |repeat previous score P
leaving chair
Raise arm above "Let", if ball is in play,
Advice given during |head 2 holding up a |send adviser away . . . .
15 |rally, subsequent red card towards |from the playing area, ﬁa/se 2arm above Sto/.) and inform
occurrence offender, without |and repeat previous ead umpire
leaving chair score
Ball obstructed by Ind/ca'te point for Raise arm above "Stop" and advise
16 player the wu7ner(s) of New score head 2 umpire
the point 3
Any other situation "Stop”, new score,
17 which does not Raise arm above |plus any additional N
. 2 one None
automatically stop |head call necessary under
play 18.4
Edge ball at side Indicate point for Point to place of
18 |nearest to AU the winner(s) of New score contact if “"Edge”
ending the rally the point 3 necessary
Indicate point for
Edge ball at any the winner(s) of
19 |other side ending the point 3 Point to |New score None None
the rally place of contact if
necessary
Ball hits side of Indicate point for Raise arm above
20 |tabletop nearest to |the winner(s) of New score head 2 “Side”
AU ending the rally |the point 3
Time reached for
end of practice or Raise arm above
21a |between games (if |None None head 2 "Time”
assistant umpire is
timekeeper)
Time reached for
end of practice or Raise arm above
21b |between games (if head 2 "Time” None None
umpire is
timekeeper)
"Let" if necessary,
Time limit (if Raise arm above |announce that Raise arm above
22 |assistant umpire is |head ?, after AU's |expedite will apply head 2 “Time”
timekeeper) signal and call and repeat previous ea
score
"Time", announce
23 Time limit (if umpire|Raise Zarm above |that expedite will None None
is timekeeper) head apply and repeat
previous score
Raise arm above Place a special
head ? holding up signboard (or white
white card to the marker) on court of
. side of the player requesting player
24 lgsguest for time- or pair requesting |"Time-out” or pair. Stand next |None
the time-out until to the AU table
the AU has placed until it is time to
a special signboard remove signboard
on the table (or white marker)
Raise arm above
Request for time- head ? holding up
o5 [out white card to the |.r . o
(if no assistant side of the player
umpire) or pair requesting
the time-out
Remove special
. .. |When players signboard (or white|Raise arm above
26 End. of t/me-oz_Jt (.'f return, point with . marker) from table |head ? and call
assistant umpire is Repeat previous score

timekeeper)

open hand to next
server !

and place white
marker by score
indicator

“Time” if players
have not returned
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karsilama veya saha
dizenindeki hata
Kolu bagin iistiine kadar Eser top ovunda ise
o s kaldir, sandalyeden “g » P OYUNAa 156, | iolu basin iistiine kadar PPN
14 yun sirasinda 5giit kalkmadan kabahatli Let” de. Ogiitcuyii kaldir Dur” de.
verilmesi, ilk olay Kisiye dogru tutarak sari uyar, onceki sayilar 2 nolu isz'iret) Hakeme bildir.
kart goster (2 nolu isaret) tekrarla.
Oyun sirasinda 6giit kalkm,a dan ka};)ahatli “Let” de. Oglitgliyii | Kolu basin tistiine kadar “Dur” de.
15 verilmesi, daha Kisive dodru tutarak oyun alanindan kaldur. Hakeme bildir.
sonraki olay klin}]l_leZI E‘gﬂl g(‘ljls?e? uzaklastir ve onceki (2 nolu isaret)
(2 nolu isaret) sayilari tekrarla.
16 Oyuncunun topu Saysla}tll I(ia zigtain t'(?srtaefrlgm Yeni sayilari sdyle ol baS;(f;ludSlfru“e wadar “Dur” de.
engellemesi Yl 1saretl ) o4 yie. . Hakeme bilgi ver.
(3 nolu isaret) (2 nolu igaret)
Oyunu otomatikman | Kolu basin istiine kadar “Dur” de
17 durdurmayan bagska kaldir Yeni savilar S.('j le Yok Yok
herhangi bir kusur (2 nolu isaret) i vie.
Yardimci hakeme - -
. Sayiy1 kazanan taraf icin Kolu bagin iistiine kadar
yakin taraftaki kenar . - . o « »
18 . . sayl isareti goster. Yeni sayilari sdyle. kaldr. Kenar” de.
top nedeniyle rallinin (3 nolu isaret) (2 nolu isaret)
sona ermesi § $
Sayiy1 kazanan taraf icin
- sayl isareti goster.
19 Iéler;};taankgil kbe]r: ;,atsc])(s (3 nolu isaret) Yeni sayilar1 soyle. Yok Yok
Gerekirse temas yerini
goster
Yardimer hakem
tarafinda masa yan Sayiy1 kazanan taraf icin Kolu bagin tistiine kadar
20 ylizline ¢arpan top sayl isareti goster. Yeni sayilari soyle. kaldr. “Yan Yiiz” de.
nedeniyle rallinin (3 nolu isaret) (2 nolu isaret)
sona ermesi
Aligsma sonunda veya
setler aras1 sonu Kolu bagin iistiine kadar
2la | ulagilan zaman (Eger Yok Yok kaldir. “Zaman”
yardimci hakem (2 nolu igaret)
zaman tutucu ise)
Aligsma sonunda veya
setler aras1 sonu Kolu bagin iistiine kadar
21b | ulasilan zaman (Eger kaldir. “Zaman” Yok Yok
hakem zaman tutucu (2 nolu isaret)
ise)
Yardimer hakemin Ggetl)( ”i(sle’ tLit de.
Zaman limiti isareti ve anonsundan abux agtiriimiy e
o e sistemin Kolu bagin iistiine kadar
22 | (Eger yardimci hakem | sonra kolu bagin iistiine -
- uygulanacagint duyur kaldur. « »
zaman tutucu ise) kadar kaldir N : . Zaman” de
(2 nolu isaret ve onceki sayilar (2 nolu isaret)
isaret) tekrarla.
“Zaman” de.
Zaman limiti Kolu bagin tistiine kadar Cablsliléltaésrgﬁllnns
23 (Eger hakem zaman kaldir y Yok Yok
tutucu ise) (2 nolu isaret) uygulanacagin duyur
ve Onceki sayilart
tekrarla.
Beyaz karti, mola Mola isteyen oyuncu
isteyen oyuncu veya Gift veya ¢iftin yarl sal}a51
tarafina dogru bakacak tzerine Gzel bir belirteg yok
2| o | b | g | b Ool e
yardime1 hakem masa zamana kadar yardimci
usttine 6zel bir belirteg hakem masasinin
koyana kadar havada tut yaninda ayakta bekle.
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Cc

D

27

End of time-out (if
umpire is
timekeeper)

When players
return, point with
open hand to next
server 1

Raise arm above head|
2 and call “Time” if
players have not
returned; repeat
previous score

Remove special
signboard (or white
marker) from table
and place white
marker by score
indicator

None

28

Bad behaviour (1st
occasion)

Hold up yellow card
towards offender,
without leaving
chair

"Let" if ball is in play,
warn offender and
repeat previous score

Raise arm above
head ? Place yellow
marker by score
indicator

"Stop" and inform
umpire

29

Bad behaviour (2nd
and 3rd occasions)

Hold up yellow and
red card towards
offender, without
leaving chair,
indicate point for
the winner(s) of
the point 3

"Let", if ball is in play,
new score after
awarding penalty
point(s)

Raise arm above
head ? Place
yellow/red markers
by score indicator if]
space allows

"Stop" and inform
umpire

Point with open

Game winner and

30 |End of game . B agreed post-game None None
hand to winner announcement
Point with open Match score and

31 |End of match P agreed post-match None None

hand to winner !

announcement

When the ball touches the net during service, the umpire should wait until the ball touches the correct court or half-
court and make the appropriate call, rather than introduce an additional signal or call before the rally is over that
may interfere with play.

* If the service is a let and the umpire does not stop play then the assistant umpire should call "Stop”.

Superscript numbers in the table refer to the Hand Signals diagrams.

UMPIRE’S CALLS

a) Time wasting: Players shall not intentionally delay the game by:
- Taking too much time before service
- Taking too much time as receiver when the server is ready
- Taking too much time to collect the ball in between rallies
- Taking too much time during towel break

- Delaying game to seek advice from the coach
- Not coming back immediately to the table when umpire or assistant umpire call

” Time”.

The purpose of this call is defined as intentionally delaying the game in any way.

b) Ball abuse: Players shall not violently, dangerously or with anger, hit, kick, or throw

the ball during their presence in the Field of Play. The purpose of this call is.
defined as intentionally or recklessly hitting a ball out of the playing area, hitting a
ball dangerously or recklessly within the playing area or hitting a ball with
disregard of the consequences.

c) Racket abuse: Players shall not violently, dangerously or with anger hit,

kick or throw their racket within the Field of Play. The purpose of this call is
defined as intentionally, dangerously, and violently destroying or damaging the
racket or intentionally or violently hitting the net, court, Umpire’s desk or other,
fixture, with the racket, during a match, out of anger or frustration.

d) Equipment abuse: Players shall not violently, dangerously or with anger
hit, kick, lift or throw any equipment within the Field of Play. The purpose of this
call is defined as intentionally, dangerously, violently, or recklessly destroying or
damaging equipment during a match out of anger or frustration.
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Beyaz karti, mola
Mola istegi isteyen oyuncu veya Gift
25 | (Eger yardimci hakem | tarafina dogru bakacak “Mola” de.
yoksa) sekilde bag seviyesinin
Ustiine kadar kaldur.
e Ozel belirteci masadan -
Mola sonu Oyuncular dondiigiinde “ . Eger oyuncular
- . . L Onceki sayilar al ve say1 tabelasinin > .
26 | (Eger yardimci hakem | agik el ile yeni servisgiyi tekrarla bevaz markdr donmemis ise,
zaman tutucu ise) goster (1 nolu isaret) ' yanina kgy “Zaman” de.
Oyuncular dondiigiinde Eger oyuncular Ozel belirteci masadan
Mola sonu Acik el il > Py is ise 1 tabel
(Eger hakem zaman gik el ile yeni __donmenig ise, al ve say1 tabelasinin yok
27 tutucu ise) servisciyi goster Zaman” de. Onceki yanina beyaz markor
(1 nolu isaret) sayilan tekrarla. koy.
Eger top oyunda ise, | Kolu basin iistiine kadar
Kétii davranig Sandalyeden kalkmagian “Let” de; sugluyu kaldir (2 nolu isaret) “Dur” de.
sart kart1 sugluya dogru N . L
28 (1.olay) tut uyar ve onceki Say tabelasinin yanina Hakeme bildir.
’ sayilari tekrarla. sar1 kart koy.
Sandalyeden kalkmadan Eger top oyunda ise, | Kolu basin iistiine kadar
sar1 ve kirmizi karti o .
- - Let” de. Ceza kaldir (2 nolu isaret) i~y
Kotii davranig sugluya dogru tut. . - Dur” de.
29 . sayi(larini) verdikten | Eger bos yer varsa, say1 .
(2. ve 3. olaylar) Sayi(lar) kazanan i¢in . Hakeme bildir.
say! isareti goster sonra yeni sayilar1 tabelasinin yanina sar1
(3 nolu isaret) soyle. ve kirmizi kartlar1 koy.
Set sayilarini sdyle
30 Set sonu Acik el ile kazanan ve mutabik kalinmig Yok Yok
goster (1 nolu isaret) olan set-sonu
anonsunu yap.
Mag sayilarini sOyle
31 Mag sonu Atk el ile kazanan: ve mutabik kalinmig Yok Yok
goster (1 nolu isaret) olan mag-sonu
anonsunu yap.

Servis sirasinda top fileye degdiginde, ralli sona ermeden 6nce oyunu durdurabilecek baska bir isaretin
verilmesi veya anonsun yapilmasi disinda hakem, top dogru yar1 alana degene kadar bekleyecek ve
uygun anonsu yapacaktir.

* Eger servis let ise ve hakem oyunu durdurmaz ise, 0 zaman yardime1 hakemin “Dur” demesi gerekir.

HAKEM ANONSLARI

a) Zaman kayb1: Oyuncular asagidaki yollarla oyunu kasith olarak geciktiremezler:

- Servisten 6nce ¢ok fazla zaman gecirmek,

- Servisgi hazir oldugunda, karsilayanin hazir olmak ¢ok fazla zaman gegirmesi,

- Ralliler arasinda topu almak i¢in ¢ok fazla zaman gecirmek,

- Havlu molas: sirasinda ¢ok fazla zaman gegirmek,

- Ogiitgiiden 6giit almak igin oyunu geciktirmek,

- Hakem veya yardimc1 hakem “Zaman” anonsu yaptiginda hemen masaya dénmemek.
Bu anonsun amaci, oyunu herhangi bir sekilde kasith olarak geciktirmek olarak tanimlanir.

b) Topun kétlye kullanilmasi: Oyuncular Oyun Alaninda bulunduklar: slirece topa siddetle, tehlikeli bir
sekilde veya 6fkeyle vuramaz, tekmeleyemez veya firlatamazlar. Bu anonsun amaci, bir topa kasitli veya
dikkatsizce oyun alam digina vurmak, bir topa oyun alani iginde tehlikeli veya dikkatsizce vurmak veya
bir topa sonuglarini g6z ard: ederek vurmak olarak tanimlanir.

) Raketin kotiiye kullanilmasi: Oyuncular Oyun Alani iginde raketlerini siddetle, tehlikeli bir sekilde
veya Ofkeyle vuramaz, tekmeleyemez veya firlatamazlar. Bu anonsun amaci, raketin kasitl, tehlikeli ve
siddetli bir sekilde tahrip edilmesi veya zarar verilmesi ya da mag sirasinda 6fke veya hayal kiriklig:
nedeniyle raketle fileye, arenaya, hakem masasina veya diger ekipmanlara kasith veya siddetli bir
sekilde vurulmasi olarak tanimlanur.

d) Ekipman koétiiye kullanilmasi: Oyuncular Oyun Alani i¢indeki higbir ekipmana siddetle, tehlikeli bir
sekilde veya Ofkeyle vuramaz, tekmeleyemez, kaldiramaz veya firlatamaz. Bu anonsun amaci, bir mag
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e) Physical abuse: Players shall not, at any time, physically abuse any official,
opponent, spectator, or other person within the precincts of the Field of Play. The
purpose of this call is the unauthorized touching of an official, opponent, spectator.
or other person.

f) Verbal Abuse: Players shall not, at any time, verbally abuse an official, opponent,
spectator or other person within the precincts of the Field of Play. Verbal abuse is

defined as a statement directed at an official, opponent, spectator, or other person.

that implies dishonesty or is derogatory, insulting or otherwise abusive.

g) Audible Obscenity: Players shall not use an audible obscenity during their
presence in the Field of Play. Audible obscenity is defined as the use of words.
commonly known and understood to be profane and uttered clearly and loudly
enough to be heard.

h) Visible Obscenity: Players shall not make obscene gestures of any kind during
their presence in the Field of Play. Visible obscenity is defined as the making of
signs by a player with hands, body and/or racket or balls that commonly have an
obscene meaning.

i) Unsportsmanlike Conduct: Players shall, always conduct themselves in a
sportsmanlike manner and give due regard to the authority of officials and the
rights of opponents, spectators, and others. Unsportsmanlike conduct is defined as
any misconduct by a player that is clearly abusive or detrimental to the success
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sirasinda 6fke veya hayal kirikligi nedeniyle kasitli, tehlikeli, siddetli veya dikkatsizce ekipmani tahrip
etmek veya zarar vermek olarak tanimlanir.

e) Fiziksel kotii davranis: Oyuncular, Oyun Alam simirlart iginde higbir zaman herhangi bir hakeme,
rakibe, seyirciye veya bagka bir kisiye fiziksel kotii davramista bulunamazlar. Bu anonsun amaci bir
hakeme, rakibe, seyirciye veya baska bir kisiye izinsiz olarak kotl davranilmasidir.

f) Sozlu kotu davranis: Oyuncular, Oyun Alani sinirlart iginde higbir zaman bir hakeme, rakibe, seyirciye
veya bagska bir kisiye sozlii hakarette bulunamazlar. SozIii hakaret, bir hakeme, rakibe, seyirciye veya
baska bir kisiye yoneltilen ve sahtekarlik ima eden veya asagilayici, hakaret edici veya bagka bir sekilde
kufiirld bir ifade olarak tanimlanar.

g) Sesli kufir: Oyuncular Oyun Alaninda bulunduklar stire boyunca kuftirlt séz kullanamazlar.
Isitilebilir, yaygin olarak bilinen, kiifiir oldugu anlasilan ve duyulabilecek kadar agik ve yiiksek sesle
sOylenen kelimelerin kullanimi sesli kiifur olarak tanimlanir.

h) El/Kol hareketi: Oyuncular Oyun Alaninda bulunduklari stre boyunca higbir sekilde el/kol
hareketlerinde bulunamazlar. Goriiniir bir sekilde el/kol hareketi, bir oyuncunun elleriyle, viicuduyla,
raketiyle veya toplariyla genellikle kiiflir anlami tasiyan isaretler yapmasi olarak tanimlanir.

i) Sportmenlik dis1 davranis: Oyuncular her zaman sportmence davranmali ve hakemlerin otoritesine,
rakiplerin, seyircilerin ve digerlerinin haklarina gereken saygiyr gostermelidir. Sportmenlik dis1
davranis, bir oyuncu tarafindan agikg¢a kiifiirlii veya basariya zarar veren herhangi bir yanlis davranig
olarak tanimlanur.
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Appendix D- Field of Play Procedures

INTRODUCTION

Everything that is visible and can occur within the view of spectators and media (reporters, television, and
photographers) is considered field of play. From the moment an umpire or a referee enters the field of play they are
bound by the field of play conduct and procedures.

The actions and performance of every umpire on the field of play must be uniform in all aspects — not just in
conducting a match but also on the way they walk to/from the assigned playing areas, performing their pre- and
post-match duties as well as interactions with players, spectators, and other officials on the field of play.

PRE-MATCH PREPARATIONS

Umpires should report to the Referee - or designated assistant who handles umpire schedules - at least 55 minutes,
for team events, or 30 minutes for individual events, before the start of their assigned session, to prepare and get
ready to perform their duties.

The umpire is responsible for the draw (team events) as well as pre-match ball selection, racket inspection and
control of shirts (colour and advertisements), and in doubles/teams also shorts or skirt check. He or she should check
the players’ numbers or name if they are to be used and, in some events, it is recommended to ask coach orplayer
for the preferred side of bench. The umpire should ask for the name of the designated advisor in non-team events.
He or she should conduct these duties at the designated area at least 20 minutes before the start of a matchand make
sure the choices are recorded on the scoresheet.

After having done these duties, the umpire waits in the Call Area before going to field of play. The umpire team
should be ready with the scoresheet and balls (as well as tested rackets when applicable). Approximately 5 minutes
before the scheduled start of each match (or immediately after the end of the previous match), the umpire team
starts the “walk-in procedure” to their designated table.

Before entering the field of play, the umpire and assistant umpire should confer and discuss any issues pertaining to
the upcoming match. They should agree on who will time the warmup period, intervals between games (typically the
assistant umpire) and who will time the time-outs taken (typically the umpire). They should both be clear on how
they will communicate during a match without necessarily having to confer physically between points or between
games.

Just before entering the field of play, the umpire and assistant umpire should line up near the field of play entrance
and get set to walk in together as a team. The umpire should be in front with the scoresheet and ball box held in his
or her left hand. When the multi-ball system is in use, the balls are preferably brought in earlier; either by the
assistant umpire or another match official, e.g., ball boy/girl.

Neither the umpire nor the assistant umpire should be carrying anything else in their hands into the field of play.
Everything an umpire and assistant umpire require to carry out their duties — pen, stopwatch, net gauges (plastic
and weighted), yellow/red/white cards, coin, towel - should be in the folder used as a clipboard for the scoresheet
or in their pockets and not externally visible or dangling from the uniform or around the neck. Place all handbags
and personal belongings in a designated area outside the field of play. The only exception to this may be rackets
which have been tested and are carried in paper envelopes (or bags if envelopes are not available) by the umpire or
assistant umpire. These should be carried as if they were a folder, not a bag.

ARRIVAL AT PLAYING AREA - RECOMMENDED WALK-IN / WALK-OUT PROCEDURES

When the umpire team is ready, they enter the field of play in a straight line, in uniform step, with the umpire leading
the way to the assigned playing area. During the feature matches on the last day there may be appropriate
introductory music announcing the presentation of the players and officials to the field of play.

With or without introductory music, the umpire team should walk in a straight line, calmly, with deliberate step, and
nominal hand motions. The objective is not to emulate a military parade, but rather a spirit that a unified team is on
the way to perform an assigned task.

It is usual that there will be an assembly of a group of umpires to enter the field of play as a team - each proceeding
to their respective table. In that case, umpires and assistant umpires will assemble at the designated staging area.
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EK D - OYUN ALANI PROSEDURLERI

GIRIS

Gortilebilir olan ve seyirci, medya, TV ve fotografcilarin goriis alani icinde olusabilecek her sey oyun
alam olarak kabul edilir. Hakem veya bashakem, oyun alammna girdigi andan itibaren, oyun alam
yonetimi ve proseddrlerine tabidir.

Her hakemin oyun alanindaki hareket ve performanslari, sadece bir magin yonetiminde degil,

gorevlendirildikleri arenaya giris ve ¢ikislari, ma¢ Oncesi ve sonrasi gorevlerini yerine getirigleri,
oyuncu, seyirci ve diger gorevlilerle iletisimleri gibi her konuda bir 6rnek olmalidir.

HAKEMLERIN MAC ONCESI HAZIRLIKLARI

Hakemler, gorevlerini yerine getirmek {izere hazirlanmak i¢in kendilerine verilen gorev baslamadan
takim miisabakalar1 i¢in en az 55 dakika Once veya bireysel miisabakalar i¢in en az 30 dakika dnce
bashakeme veya yardime1 baghakeme bilgi vermelidir.

Hakem kura ¢ekiminin (takim miisabakalar1) yani sira mag¢ oncesi top sec¢imi, raket kontrolil ve tigort
kontrolii (renk ve reklamlar) ve ayrica ¢iftlerde/takimlarda sort veya etek kontroliinden sorumludur.
Hakem, eger kullanilacaksa oyuncularin numaralarini veya isimlerini kontrol etmeli ve baz
musabakalarda 6giitciiye veya oyuncuya tercih edilen “takim bank1 (bench)” tarafin1 sormalidir. Hakem,
takim mag1 olmayan miisabakalarda atanmig 6giit¢iiniin adin1 sormalidir. Hakem bu gérevleri magin
baslamasindan en az 20 dakika 6nce belirlenen alanda yerine getirmeli ve bilgileri mag¢ kagidina dogru
yazildigindan emin olmalidir.

Hakem bu gorevleri yerine getirdikten sonra, oyun alanina gitmeden 6nce kendisine ayrilan alanda
bekler. Hakem ekibi ma¢ kagidi ve toplarla (ve varsa test edilmis raketlerle) birlikte hazir olmalidir. Her
magin planlanan baslangicindan yaklasik 5 dakika once (veya bir dnceki magin bitiminden hemen
sonra), hakem ekibi kendilerine ayrilan masaya “giris prosediirlerini” baslatir.

Hakem ve yardimci hakem, oyun alanina girmeden 6nce, gorevlendirildikleri magla ilgili olarak kendi
aralarmda gorismelidirler. Bu goriismede; alisma siiresini, setler arasi siireleri (genellikle yardime1
hakem) ve mola zamanlarin1 (genellikle hakem) kimin tutacagi konularinda anlagsmalidirlar. Mag
sirasinda, direkt olarak konusmadan, sayilar ve setler arasinda nasil bir iletisim kuracaklari konusunda
da anlasmis olmalidirlar.

Oyun alanina girmeden hemen énce, hakem ve yardimer hakem, oyun alaninin girisinin yakininda bir
araya gelmeli ve oyun alanina bir tim halinde birlikte yurlyerek girmelidirler. Hakem, sol elinde mag
kagidi ve top kutusuyla 6nde yirimelidir. Coklu top sistemi kullanildiginda, toplar yardimci hakem
Veya baska bir mag gorevlisi tarafindan (6rnegin top toplayici erkek/kiz) tercihen daha erken getirilir.
Hakem ve yardimeci hakem oyun alanina ellerinde herhangi baska bir sey tasiyarak girmemelidir. Mag
yonetiminde gerek duyacaklar1 (kalem, kronometre, ag olger, sari-kirmizi-beyaz kartlar, havlu, kura
diski) her sey ceplerinde bulunmali, disaridan gériiniir veya tiniformalarindan ya da boyunlarindan
sarkar bir sekilde olmamalidir. TUm el ¢antalar1 ve kisisel egyalar oyun alaniin disinda belirlenmis olan
yere birakilmalidir. Bunun tek istisnasi, test edilmis ve hakem ya da yardimci hakem tarafindan kagit
zarflar icinde tasian raketler olabilir. Raketlerin poset iginde degil bir dosya gibi tasinmasi gerekir.

OYUN ALANINA GELIS — ONERILEN GIiRiS/CIKIS PROSEDURLERI

Hakem ve yardimci hakemden olusan hakem timi hazir oldugunda, oyun alanina bir hizada ve uygun
adimlarla hakem Onde olmak iizere arka arkaya yiiriimelidir. Yarigmanin son giinii yapilan 6nemli
karsilagsmalarda oyuncularin ve gorevlilerin oyun alanina girig ve tanitimlarinda, uygun tanitim miizigi
kullanilabilir.

Miizik esliginde veya miiziksiz, hakem timi sakin, kararli bir sekilde ve normal el salinimlari ile bir
dogru hat tizerinde yiiriimelidirler. Bunda amag, bir askeri toren izlenimi vermek degil, daha ziyade,
atandiklar1 gorevi yapmaya giden gorevlilerin takim ruhunun sergilenmesidir.

Cesitli masalarda gorevli hakemlerden bir grup olugmasi ve oyun alanma bir ekip olarak birlikte
girmeleri de mimkindir. Bu durumda hakem ve yardime1 hakemler, belirlenen bir yerde toplanacaklar,
hakem gruplar1 gorevlendirildikleri masa sirasina gore siraya girecekler ve oyun alanina bir grup
halinde, tek sira olarak, en 0ndeki hakemle uygun adimlarla yiirtiyerek gideceklerdir.
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Umpire teams will line up in order of their table assignments and walk into the field of play as a group, in step,
following the first person in line.

As each team of officials reaches their respective playing area, they turn and continue according to the procedures
without or with formal presentation. With formal presentation on several tables, the umpires are sometimes
instructed to stand and wait until all umpire teams have arrived at their respective positions.

Without formal presentation
At the start of the match, the umpire and assistant umpire walk into the playing area as a team. They should go to
each one’s station directly to start their duties, without shaking hands.

At the end of the match, after all post-match duties are completed, the umpire and assistant umpire should wait for
their partner at their own station and then walk out as a team when ready, without standing at attention. The umpire
is to lead when walking out.

With formal presentation

At the start of the match, the umpire and assistant umpire should follow the directions of the Referee / Competition
Manager. Upon the entering the playing area, the umpire team stands, feet together and hands to the side. The
umpire should keep scoresheet and balls in left hand in the absence of any alternative directives by the Referee /
Competition Manager. If tested rackets are brought in, the umpire or assistant umpire should keep those also.
There is no need to step forward when introduced, just a nod (not bow) will do. The umpire-team may shake hands
before starting their pre-match procedures.

At the end of the match, after all post-match duties are completed, the umpire and assistant umpire should wait for
their partner at the designated spot as directed by the Referee / Competition Manager. If no instruction is given, the
umpire and assistant umpire should wait for his or her partner at their own station and then walk out as a team
when ready, without standing at attention. The umpire is to lead when walking out.

An umpire should never step over any barrier. He or she should always open a space between two barriers, step
around gently, and close that space after passing through.

There may be a designated entry point for the umpire team to enter each playing area. Typically, the entry point
into each playing area should be one of the nearest corners on the side of the umpire’s chair.

When available, the field of play announcer should present the umpires to the spectators and the media by name
and association.

Under some conditions - typically during feature matches — players will also walk in with or after the umpire team.
The normal order is umpire-players-assistant umpire. In that case, players, pairs or teams would stand next to the
umpire and the other players, pairs or teams would stand next to the assistant umpire.

PRE-MATCH PROCEDURE

Before the start of the warmup period, the umpire should:

Complete racket checks. If rackets have been checked pre-match, which will be the case in most major tournaments,
rackets will be brought to the table in paper envelopes (or bags). The umpire (or assistant umpire) takes the rackets
out of the envelopes and places the rackets on the same half of the table for the players to pick up. Place the rackets
so that no part extends outside the table to minimize the risk of falling off. It is recommended rackets are placed
with the coloured side up. Do not hand the envelopes containing the rackets to the players. For full details of workflow
procedures regarding racket checking please refer to the URC page of the ITTF website
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Her gorevli grubu kendi masalar1 hizasina geldiklerinde, ana gruptan ayrilarak gérevli olduklari oyun
alanina donerler ve dogruca hakem sandalyesine giderler. Oyun alanina girdiklerinde, hakem ve
yardimc1 hakem, hakem sandalyesinin iki yaninda ayakta dururlar ve tim hakem gruplar1 kendi
masalarmin bulundugu oyun alanlarindaki yerlerini alincaya kadar dylece beklerler.

Resmi Sunum Olmadan

Magin baglangicinda, hakem ve yardimci hakem bir ekip olarak oyun alanina girer. Gorevlerine
baglamak igin el stkismadan dogrudan kendi yerlerine gitmelidirler.

Magin sonunda, mag sonrasi tiim gorevler tamamlandiktan sonra, hakem ve yardimci hakem kendi
yerlerinde birbirlerini beklemeli ve hazir olduklarinda hazir olda durmadan ekip olarak disar1 ¢tkmalidir.
Disar1 ¢ikarken hakem 6nden gitmelidir.

Resmi Sunum Oldugunda

Magin baglangicinda, hakem ve yardimei hakem Baghakem/Miisabaka Yoneticisinin talimatlarini takip
etmelidir. Oyun alanina girdikten sonra, hakem ekibi ayaklarini birlestirerek ve ellerini yana agarak
ayakta durur. Bashakem/Miisabaka Yoneticisi tarafindan bagka bir talimat verilmedigi takdirde, hakem
mag kagidim ve toplar1 sol elinde tutmalidir. Kontrol edilmis raketler getirilirse, hakem veya yardimci
hakem bunlar1 da saklamalidir.

Sunumda adi okundugunda 6ne ¢ikmaya gerek yoktur, sadece bas sallamak (egilmek degil) yeterli
olacaktir. Hakem ekibi mag 6ncesi prosedirlerine baslamadan 6nce tokalasabilir.

Magin sonunda, mag¢ sonrasit tim gorevler tamamlandiktan sonra, hakem ve yardimcit hakem,
Bashakem/Miisabaka Yoneticisi tarafindan belirtilen yerde birbirlerini beklemelidir. Herhangi bir
talimat verilmemisse, hakem ve yardimci hakem kendi yerlerinde birbirlerini beklemeli ve hazir
olduklarinda hazir olda durmadan ekip olarak disar1 ¢ikmalidir. Disar1 ¢ikarken hakem dnden gitmelidir.
Bir hakem ¢evre panolar: {izerinden atlamamalidir. Daima iki ¢evre panosunu aralamali, arasindan
kibarca gegcmeli ve daha sonra ¢evre panosu araligini diizgiin bir sekilde kapatmalidir.

Hakem timlerinin girecegi her oyun alaninin giris noktalar1 belirlenecektir. Bu, genellikle hakem
sandalyesinin bulundugu oyun alani kenarmin en yakin kosesi olacaktir.

Mlmkin oldugunda, oyun alani spikeri, hakemleri, seyircilere ve medyaya isimlerini ve
federasyonlarini bildirerek tanitmalidir.

Bazi hallerde, 6rnegin final maglarinda, oyuncular da hakemlerle birlikte veya hemen arkalarindan oyun
alanina girerler. Normal sira hakem-oyuncular-yardimci  hakem seklindedir. Bu halde,
takimlardan/ciftlerden biri hakemin yaninda, digeri yardime1 hakemin yaninda siralanacaktir. Oyuncu
ve hakemlerin sunumundan sonra mag 6ncesi prosediirler baslayabilir.

MAC ONCESI PROSEDUR

Alisma c¢alismasi periyodu baslamadan dnce, hakem;

Raketlerin kontroliinii yapar. Eger raketler birgok biiyiik turnuvada olmasi gerektigi gibi magtan dnce
kontrol edilmis ise, kagit zarflar (veya posetler) icinde masaya getirilecektir. Hakem (veya yardimci
hakem) raketleri zarflardan ¢ikarir ve oyuncularin almasi igin raketleri masanin ayni yarisma yerlestirir.
Raketlerin disme riskini en aza indirmek igin hicbir par¢ast masamin digma g¢ikmayacak sekilde
yerlestirir. Raketlerin renkli tarafi yukar1 bakacak sekilde yerlestirilmesi tavsiye edilir. Raketleri igeren
zarflar oyunculara verilmez. Raket kontroli ile ilgili is akis1 prosediirlerinin tiim ayrintilar1 igin Litfen
ITTF web sitesinin URC sayfasina bakiniz.
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o Takim Banki (Bench) ® Takim Banki (Bench)

® Yardimc¢i Hakem ® Hakem

® Renkli taraf yukari-Siyah olmayan tarafi gostermek i¢in
® Saplar masanin iizerinde-raketlerin masadan diisme riskini azaltmak igin

*
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e Check shirt colour, if not completed earlier

e Check short/skirt colour (in doubles/team), if not completed earlier

Check player numbers (neatly pinned and advertisement fully visible) or names, if required by the Referee or
organising committee

Confirm the designated advisor for non-team events.

Perform the coin toss to determine serving/receiving and choice of ends.

Ensure the assistant umpire is ready to start the stopwatch for the practice period if he or she is keeping time.
Complete the relevant information on the scoresheet.

Sit in the umpire’s chair for the duration of the practice period.

While the umpire is conducting his or her duties with the players, the assistant umpire should:

e Ensure the point and game indicators are cleared to blank. Once both players or pairs are present in the playing
area change the game indicators to 0-0

Check that net clamps are fastened tightly to the table and don'’t leave the cord hanging.

Check the net tension and height.

Check the cleanliness of the table and floor - remove any debris.

Organise and straighten out surrounds.

Place name cards in proper place, if provided by the referee or organising committee

Start the stopwatch as soon as practice starts.

Sit in the assistant umpire’s chair during the remainder of the practice period.

Occasionally the umpire’s chair does not have a table or place to put the scoresheet. In this case, it is recommended
that the assistant umpire completes the scoresheet.

START OF THE MATCH

At the start of the first game:

e When time is up, whoever is keeping time should raise his or her hand and call "Time”.

e Ensure that the server has the ball before making any announcement. Do not ask for the ball back before making
the announcement and then subsequently give it back after the announcement, as this is not a good presentation.

o When the server is ready, glance to see that the receiver is ready.

e Announce the players’ family names.

"Keen versus Boll”
“"First game”

e Point to the server and call.

"Keen to serve”
“"Love all” or “"Zero-Zero”

As soon as the umpire announces “love all” the assistant umpire changes the score to 0-0, the timekeeper starts the
stopwatch, and the match begins.

The umpire should make every effort to pronounce the name of each player correctly. If unsure about the
pronunciation — ask the player while conducting racket check.

In a team match, use the team’s name instead of the player’s name.
DURING MATCH PROCEDURE
See diagram in Appendix D for proper and uniform hand signals, and explanation of when and how to use them.

During the match, the umpire should:

e Call the score in a clear and audible voice at a level that a person sitting at the coach’s chair can hear and
understand the calls.

Time the play or designate the assistant umpire to time each game.

Monitor and enforce the service laws.

Monitor and enforce the behaviour regulations.

Make sure the players leave the rackets on the table between games unless it is strapped to their hand.

Make sure play is continuous with no excessive delays during towelling or time out periods.

Monitor and enforce the advice regulations.

During authorised intervals, the assistant umpire collects the ball and hands it to the umpire to retain until the
end of the interval, unless multiball.
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e Daha 6nceden yapilmamigsa, forma rengini kontrol eder.

o Daha dnceden yapilmamissa, sort/etek rengini kontrol eder (Ciftlerde/takimda).

Bashakem veya organizasyon komitesi tarafindan istenmesi halinde oyuncu numaralarini (diizgiince
ignelenmis ve reklamlar tamamen gorinir sekilde) veya isimlerini kontrol eder.

Bireysel maclarda 6giitciileri not eder.

Servis atma/karsilama ve saha seciminin belirlenmesi icin kura atisin1 gerceklestirir.

Yardimci hakem siire tutuyorsa, alistirma suresi i¢in kronometreyi baslatmaya hazir oldugundan emin olur.
Mag kagidindaki ilgili alanlara bilgileri yazar.

Alistirma siireci boyunca hakem koltugunda oturur.

Hakem gdrevlerini yerine getirirken, yardimci1 hakem sunlar1 yapmalidir:

e Sayi tabelasinin bos pozisyonda olmasii saglar. Her iki oyuncu veya ¢ift oyun alanma geldiklerinde set
sayilarini 0-0a getirir.

e Ag takimmin masaya sikica baglandigini kontrol eder ve ag takimindan sarkabilecek ip, kordon vb.

ekipmanlar1 kontrol eder.

Agn gerginligini ve yiiksekligini kontrol eder.

Masanm Ve oyun alaninin temizligini kontrol eder, gerekirse temizler.

Cevre panolarini1 kontrol eder, gerekirse diizenler.

Organizasyon komitesi veya Bashakemce verilmisse, isim levhalarmi yerlerine yerlestirir.

Alisma ¢alismasi baslar baglamaz, kronometreyi baslatir.

Aligma slresinin geri kalaninda yardimcei hakem sandalyesine oturur.

Bazen, ma¢ kagidimi koymak icin hakem sandalyesi ile bir masa veya bagka bir uygun yer olmayabilir. Bu
durumda, mag kagidini yardimer hakemin doldurmas: tavsiye edilir.

MACIN BASLANGICINDA
flk setin baginda:
e  Alisma suresi doldugunda, zamani hangi hakem tutuyorsa elini kaldirarak “zaman’ anonsu yapacaktir.
e Herhangi bir anons yapmadan énce topun servisgide oldugundan emin olun. Anons yapmadan dnce topun geri
istenmesi ve anonstan sonra topun geri verilmesi iyi bir sunum 6rnegi degildir.
e  Servisci hazir oldugunda, servis karsilayan oyuncunun hazir olup olmadigina bakiniz.
e  Oyuncularm adlar1 ile anons ediniz.
“Kaan ile Mustafa kars1 karsiya”
“Birinci set”
Servisgiyi isaret edecek ve su anonslar1 yapacaktir:
“Kaan servis atiyor”,
“Stfir - Sifir”

Hakem “0-0 anonsunu yapar yapmaz yardimci hakem skoru “0-0a getirecek, zaman tutucu hakem kronometreyi
baslatacaktir. Bdylece, mag baglayacaktir.

Hakem, oyuncularin adin1 dogru olarak telaffuz etmek icin her cabayr gostermelidir. Telaffuzdan emin degilse,
raket kontrolli sirasinda oyuncuya sormalidir. Bir takim mag¢inda, oyuncunun adi yerine takim adi kullanilir.

MAC SIRASINDA

Uygun ve standart el igaretleri ve bu isaretlerin kullanilma zamani ve sekli i¢in Ek-D’deki tabloya bakiniz.

Mag sirasinda, hakem;

e  Skor anonslarini, agik, anlagilir ve 6gliteii koltugunda oturan bir kisinin duyup anlayabilecegi bir ses tonu ile

yapmalidir.

Set siiresini tutacak veya bu gérevi yardimci hakemden isteyecektir.

Servis kurallarin1 g6zlemleyecek ve uygulayacaktir.

Davranis kurallarin1 g6zlemleyecek ve uygulayacaktir.

Setler arasinda raket ele sarili olmadikga, oyuncularin raketlerini masa ustiinde birakmalarini saglayacaktir.

Havlu ile kurulanma ve mola zamanlarinda asir1 gecikmelere meydan verilmeksizin oyunun siirekliligini

saglayacaktir.

Ogiitgiiyii gozlemleyecek ve kurallara uymasini saglayacaktir.

e  Coklu top sistemi olmadiginda; izin verilen aralarda, yardimci hakem topu alir ve slire sonuna kKadar tutmasi
icin hakeme verir.
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END OF GAME PROCEDURE

At the end of a game, the umpire should:

e (Call the score, point to winner, and announce “"Game to Keen”.

e Record the score on the scoresheet.

e The assistant umpire collects the ball and hands it to the umpire to retain until the start of the next game.

o When the multi-ball system is in place, the balls should always be kept by the assistant umpire, and the assistant
umpire should also hand/throw the balls to the players, from the very first point and throughout the match.

START OF GAME PROCEDURE

At the start of other games, the umpire should:

e Hand the ball to the server; if the multi-ball system is being used, the assistant umpire will give the ball to the
server.

e When the server is ready, glance to see that the receiver is ready.

e Announce

“"Second game”
e Point to the server and call.

“"Boll to serve”
“"Love all” or "Zero-Zero”

As soon as the umpire announces “love all” the assistant umpire changes the score to 0-0, the timekeeper starts the
stopwatch, and the match begins.

POST MATCH ANNOUNCEMENT

At the end of a match, the umpire should:
e (Call the score, point to winner, and announce “"Game and match to Keen”.
e "Keen wins 4 games to 3”

and in a team match

"Netherlands leads by 1 match to 0”7, "Netherlands and Germany 1 match all” or "Netherlands wins 4 games
to 3”.

POST MATCH PROCEDURE

After the match, the umpire should:

e Record the score on the scoresheet.

e Obtain the players’signatures in an individual match or the team captains’signatures in a team match (if required
by referee)

The assistant umpire returns the score indicator to blank, collects the balls, racket(s) if necessary and returns the
playing area to a proper condition.

END OF MATCH - UMPIRES WALKING OUT

At the end of the match, after all post-match duties are completed, the umpire and assistant umpire should wait for
their partner at their own station and then walk out as a team when ready, without standing at attention.

With formal presentation, the umpire and assistant umpire should wait for their partner at the designated spot as
directed by the Referee / Competition Manager.

The umpire leads the way with the scoresheet/folder in the left hand and the assistant umpire following in step with
the umpire - no accompanied music.

The umpire team returns the scoresheet correctly completed (double-checked by both umpire and assistant umpire)
directly to the referee’s desk for signature. The referee (or designated deputy referee on duty) should check the
scoresheet for completeness and accuracy; sign the scoresheet and forward it for results processing.

Umpires should not linger or walk around the field of play once their assigned duties are completed. If they wish to

watch other matches in progress, they should proceed outside the field of play to the viewing areas open for officials
and spectators.
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Sayilar arasinda, ozellikle servis ve yari alan degisimlerinde, hakem; her iki 6giit¢liyli de kontrol etmelidir.
Bir baska secenek ise, hakem ve yardimci hakem mag baslamadan dnce, aralarinda anlasarak, her biri daha
net kontrol edebilecegi dgiitciiyii veya sag taraflarindaki 6giitgliyii kontrol edebilir.

SET SONU

Setin sonunda hakem:

o Sayilar1 s6ylemeli, kazanam isaret etmeli ve “set Kaan’in” seklinde anons etmelidir.

e Mag kagidina skoru islemelidir.

e  Yardimci hakem topu almali ve diger set baslangicina kadar muhafaza etmesi i¢in hakeme
vermelidir.

e  Coklu top sistemi uygulandiginda, toplar her zaman yardimci hakem tarafindan tutulmali ve
yardime1 hakem de ilk sayidan itibaren ve mag boyunca toplar1 oyunculara vermeli/atmalidir.

SET BASLANGICI
Diger setlerin baslangicinda hakem:
e Topu servis atan oyuncuya vermeli; eger ¢coklu top sistemi kullaniliyorsa, yardimeci hakem topu
servis atan oyuncuya verecektir.
e Servisgi hazir oldugunda, hakem servis karsilayicinin hazir oldugundan emin olmak i¢in onu g6z
ucuyla suzmelidir.
e Hakem su anonslar1 yapacaktir:
“fkinci set”
e Servisgiyi isaret edip su anonsu yapacaktir:
“Mustafa servis atiyor”
“Sifir - Sifir”
Hakem “0-0” anonsunu yapar yapmaz yardimc1 hakem skoru “0-0”a getirecek, zaman tutucu hakem
kronometreyi baglatacaktir. Béylece ma¢ baslayacaktir.

MAC SONRASI ANONSLAR

Magin bitiminde hakem:

o Sayilar1 s6ylemeli, kazanani isaret etmeli ve su anonslar1 yapmalidir “Set ve ma¢ Kaan’in”.

e “Kaan maci1 4-3 kazandi.”

ve takim maginda,

e “Tirkiye mag1 1-0 6nde gotiirtiyor.”, “Tirkiye-Hollanda mag1 1-1” veya “Tiirkiye 4-3 kazand1”.

MAC SONRASI PROSEDURU

Mactan sonra hakem:

e Mag kagidina skoru islemelidir.

e Mag kagidin1 bireysel magta oyunculara, takim maginda takim kaptanlarina imzalatmalidir
(Bashakemce istenmisse).

Yardimc1 hakem, sayi tabelasindaki set ve sayi skorlarini bos konuma getirir, mag toplarini ve gerekirse

raket(ler)i alir ve oyun alanini uygun konuma getirir.

MAC SONU - HAKEMLERIN OYUN ALANINDAN AYRILISI

Magin sonunda, mag sonrasi tiim gorevler tamamlandiktan sonra, hakem ve yardimci hakem kendi
alanlarinda birbirlerini beklemeli ve hazir olduklarinda hazir olda durmadan ekip olarak disari
¢ikmalidir.

Resmi sunumla birlikte, hakem ve yardimci hakem, Bashakem/Miisabaka YOneticisi tarafindan
belirtilen yerde birbirlerini beklemelidir.

Hakem mag¢ kagidini sol elinde tutarak onden yiiriiyecek, yardimcr hakem uygun adimlarla onu takip
edecektir-mizik esligi yok.

Hakem ekibi dogru sekilde doldurulmus (hem hakem hem de yardimci hakem tarafindan iki kez kontrol
edilmis) ma¢ kagidin1 imza i¢in dogrudan bashakem masasina gotliriir. Bagshakem (veya atanmig gorevli
bashakem yardimcisi) mag¢ kagidimi eksiksizlik ve dogruluk agisindan kontrol etmeli, ma¢ kagidini
imzalamal1 ve sonuglarin islenmesi i¢in gondermelidir.

Hakemler gorevlerini tamamladiktan sonra atandiklar1 oyun alami iginde oyalanmadan, etrafta
dolagsmadan oyun alanindan ayrilmalidir. Oynanmakta olan diger maglar1 izlemek isterlerse, oyun alani
disinda gorevliler ve seyirciler icin ayrilan seyir alanlarina gitmelidirler.
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SUMMARY

While on the field of play - for any reason — umpires, referees and evaluators should be in designated dress code or
uniforms, alert and aware of their surroundings, and mindful how their presence and conversations might affect
ongoing play or visual perceptions.

Umpires should refrain from engaging players in idle chat before, during or after a match. An umpire may respond
to a player’s question or explain a call made but should not initiate a discussion on non-match related matters.

While in uniform, officials should be mindful that they represent their associations and, most importantly, that their
actions reflect on all officials. During international events, all foreign umpires are guests of the host association and
should respect their traditions and social customs inside and outside the field of play.

Under no circumstances should umpires engage spectators or members of the media with matters relating to their
conduct or the conduct of other officials. All such matters should be directed to the referee or Tournament Director.

Training videos on procedures can also be found on the URC website.
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OZET

Hangi nedenle olursa olsun, hakemler, bashakemler ve g0zlemci hakemler oyun alani iginde
bulunduklarinda tanimlanmis kiyafet veya iiniforma giymelidir. Bu esnada ¢evrelerine dikkatli, uyanik
ve titiz olmali, varlik ve konugmalarmin, sirmekte olan diger maclara nasil etki yapacagimi ve
goranamlerinin etkisini diisinmelidir.

Hakemler, ma¢ Oncesi, mag sirasi ve sonrasinda oyuncularla gereksiz konusmalardan kaginmalidirlar.
Hakem bir oyuncunun sorusuna cevap verebilir veya bir kararinin nedenini a¢iklayabilir. Ancak, magla
ilgisi olmayan konularda bir gériisme veya tartigma baslatmamalidir.

Uniformali iken, gorevliler, kendi federasyonlarini temsil ettiklerini ve daha da 6nemlisi davraniglarinin
tiim gorevlilere yansitilacagini unutmamalidir. Uluslararasi yarigmalarda, dogal olarak tiim yabanci
hakem ve baghakemler, ev sahibi federasyonun konugudurlar ve oyun alani i¢cinde ve disinda onlarin
gelenek ve sosyal adetlerine saygi gostermelidirler.

Hicbir kosulda hakemler, seyirci veya medya mensuplariyla, kendilerinin veya diger goérevlilerin
yonetim tarzlari ile ilgili konularda goriismeye girmemelidir. Tiim bu tiir konular dogrudan baghakeme
veya Turnuva Direktorine aktariimalidir.

Proseddirlerle ilgili egitim videolar1 URC web sitesinde de bulunabilir.
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Appendix E- Uniform for International Umpires

The ITTF Umpires and Referees Committee (URC) has adopted the following uniform colour combinations for umpires
and referees working at major ITTF events.

International Umpires working at other ITTF events may wear their National Uniform (if one exists) or the ITTF
International Umpire Uniform.

The objective of a uniform dress code for across multiple associations is not to stifle individuality, self-expression or
national identity, but to have near uniformity in presentation of officials for spectators and TV coverage.

New umpire and referee uniform (Li Ning)

Men Women
Umpire Shirt / Light blue short or long-sleeved shirt with | Light blue short or long-sleeved shirt or
Blouse collar dress blouse with collar

Black dress pants or skirt, which should
be just above or below knee height at a
length which will allow umpire to be
seated comfortably in public

Referee Shirt / Dark blue shirt or long sleeve dress shirt Dark blue short or long sleeve dress
Blouse with collar shirt or dress blouse with collar

Black dress pants or skirt, which should
be just above or below knee height at a
length which will allow umpire to be
seated comfortably in public

Umpire Pants / Skirt | Black dress pants / trousers

Referee Pants /

Skirt Black dress pants / trousers

Jacket (for cold Navy blue single breasted tailored jacket / blazer to be worn over the shirt

weather)

Belt - if worn Black dress / leather belt with a small buckle

Shoes Black dress or sports shoes with non-marking soles; women’s high-heeled shoes are
not to be worn

Socks Black ankle length or higher socks Hosiery when worn with skirt
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EK E - ULUSLARARASI HAKEM UNIFORMASI

ITTF Hakem ve Bashakem Komitesi (URC), ITTF Diinya unvanl yarismalarda gérev yapan

hakemler icin asagidaki Giniforma renk kombinasyonlarini kabul etmistir.

Diinya unvanli olmayan ITTF yarigmalarinda gorev yapan Uluslararas1 Hakemler, kendi Ulusal

Uniformalarini (eger 1 tane varsa) veya ITTF Uluslararas1 Hakem iiniformasini giyebilirler.

Tek tip kiyafetin amaci, birgok federasyondaki Uluslararas1t Hakemlerin kisiligini, kendini ifade

etmesini veya ulusal kimligini bastirmak degil, izleyiciler ve TV ic¢in gorevlilerin sunumunda

yeknesakliga yaklasabilmek i¢indir.

Yeni Hakem ve Bashakem Uniformalar: (Li Ning)

Erkek Kadin
Hakem Ac¢ik mavi, kisa ya da uzun Ac¢ik mavi, kisa veya uzun kollu
Tisortii/Bluz kollu, yakali tisort tisort veya yakali bluz
Hakemin toplum i¢inde rahatca
oturmasia izin verecek uzunlukta,
Hakem )
_ Siyah pantolon diz hizasinin hemen {istiinde veya
Pantolonu/Etegi ] ]
altinda olmasi gereken siyah elbise
pantolonu veya etek
' Koyu mavi, kisa ya da uzun Koyu mavi, kisa veya uzun kollu
Bashakem Tisorti ‘ ‘
kollu, yakali tisort tisort veya yakali bluz
Hakemin toplum i¢inde rahatca
oturmasina izin verecek uzunlukta,
Bashakem )
' Siyah pantolon diz hizasinin hemen {istiinde veya
Pantolonu/Etegi ) ]
altinda olmasi gereken siyah elbise
pantolonu veya etek
Ceket (Soguk o . o
o Tisort Uzerine giyilecek lacivert tek gogusli 6zel dikim ceket/blazer
havalar igin)
Kemer-eger L . .
Kuguk tokali siyah deri kemer
takilirsa
Tabani ¢cizmeyen siyah ayakkabi veya spor ayakkabi. Kadinlar ylksek
Ayakkabi ) ]
topuklu ayakkabilar giymeyecektir.
Bilege kadar veya daha uzun o )
Corap ) Etek giyilirse, kulotlu ¢orap
siyah corap
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Standard full dress Umpire uniform for working in mild / air-conditioned environments.

Men Women

Jacket / Blazer

Solid Navy Blue single breasted - tailored jacket / blazer

Shirt / Blouse Light blue dress shirt with collar Light blue dress blouse with collar
Black dress pants or skirt, which should
Pants / Skirt Black dress pants / trousers be just above or below knee height at a

length which will allow umpire to be
seated comfortably in public

Belt - if worn

Black dress / leather belt with a small buckle

Black dress or sports shoes with non-marking soles. High-heeled shoes are not to be

Shoes

worn.
Socks Black ankle length or higher socks Hosiery when worn with skirt
Sweater

(Optional for cold
weather)

Solid Navy Blue sweater worn under the jacket if the temperature inside or outside the
playing hall is too cold.

Badge / Pin

The ITTF International Umpire Badge / Pin — worn on the left lapel of the jacket.

Other badge / pin
(optional)

Only one other badge / pin that is smaller than the IU badge / pin representing the
home association. Worn on the right lapel. There should be no other patches identifying
home Associations, region, and membership in other organizations or participation in
previous events.

Other National and
International
credentials

While working as an International Umpire, only the IU badge / pin should be worn even
if the umpire has other national or international qualifications (i.e. National or
International Referee)

Hats and other
head gear

None - unless approved by the Referee

Standard light dress Umpire uniform for working in hot / non-air-conditioned environments

Women

Men

Jacket / Blazer

None

Light blue short-sleeve dress shirt with

Shirt / Blouse collar. NO T-SHIRTS. Light blue dress blouse with collar
Black dress pants or skirt, which should
. Black dress pants / trousers be just above or below knee height at a
Pants / Skirt

length which will allow umpire to be

Unless advised otherwise by the Referee seated comfortably in public

Belt - if worn

Black dress / leather belt with a small buckle

Shoes Black dress or sports shoes with non-marking soles.
Socks Black ankle length socks Hosiery when worn with skirt
Badge / Pin The ITTF International Umpire Badge / Pin — worn on the left side of the shirt.

Other badge / pin
(optional)

Only one other badge / pin that is smaller in size than the IU badge / pin representing
the home association, worn just below the name tag
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Ihman veya klimah ortamda ¢ahsan hakemlerin standart tam takim Hakem Uniformasi

Erkek | Kadin
Ceket/Blazer Tek sira diigmeli dikilmis (kruvaze olmayan), Lacivert ceket veya
blazer
Tisort/Bluz Yakali, A¢cik Mavi tisort Yakali, A¢ik Mavi bluz
Hakemin  toplum iginde
rahatca  oturmasina izin
Pantolon/Etek Siyah pantolon vgrecek uzun!_u kEa, diz
hizasiin hemen ustiinde veya
altinda olmasi gereken siyah
elbise pantolonu veya etek
Kemer-eger takilirsa KigUk tokal1 siyah deri kemer
Ayakkabr Tabam ¢izmeyen siyah ayakl_<ab1 veya spor ayakkabi. Kadinlar
yiiksek topuklu ayakkabilar giymeyecektir.
Corap ];:Z%e kadar veya daha uzun siyah Etekle giyilirse, kilotlu corap
Slveter Spor salonunun i¢inde veya disinda hava ¢ok soguk oldugunda, ceket
(Soguk hava icin opsiyonlu) | altma giyilen Lacivert sliveter
Rozet/Bros Ceketin sol yakasina takilan ITTF Uluslararast Hakem rozeti/brosu
Uluslararas1 Hakem rozeti/brosundan daha kiiciik ebatta, ev sahibi
Baska Rozet/Bros federasyonu t_en_lsil eden, sag yakaya" takll_l sadec? 1 a(%et rozet veya
(Opsiyonel) bros. Ev sahibi federasyonlarin, bolgen_ln ve onceki yarigmalara
katilanlarin veya diger organizasyonlarm ismini tasiyan bagka hicbir
arma olmayacaktir.
Ulusal ve Uluslararast Uluslararasi Hakem_ ola_lrak _gé[ev yaparken, hakemin ulusal veya
Sertifikalar uluslararasi baska_ nitelikleri (Ornek: Ulusal veya Uluslararasi
Bashakem) olsa bile, sadece Uluslararasi rozet/bros takilacaktir.
. Yok
Sapkalar ve diger bashklar Bashakem tarafindan uygun bulunmadikga

Sicak/klimasiz ortamda ¢alisan hakemlerin standart hafif giysileri

Erkek | Kadin
Ceket/Blazer Yok
Tisort/Bluz Acik mavi, kisa kollu, yakali tigort.

Hakemin toplum iginde rahatca
oturmasina izin  verecek
uzunlukta, diz hizasinin hemen
listinde veya altinda olmasi

gereken siyah elbise pantolonu

Siyah pantolon
Pantolon/Etek Bashakem  tarafindan  aksi
belirtilmedikge

veya etek
KigUk tokal1 siyah deri kemer
Kemer-eger takilirsa
Ayakkabi Tabani ¢izmeyen siyah ayakkabi veya spor ayakkabi
Corap Bilege kadar siyah ¢orap | Etekle giyilirse, kiilotlu corap
Tisortiin - sol yakasina takilan ITTF Uluslararas1 Hakem

Rozet/Bros rozeti/brosu

Uluslararas1 Hakem rozeti veya brosundan daha kuguk ebatta, ev
Baska Rozet/bros (Opsiyonel) | sahibi federasyonu temsil eden, isimligin hemen altina takili
sadece 1 adet rozet veya bros.
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Appendix F - Para Table Tennis Rules and Regulations

With the merger of IPTTC with ITTF, the laws and regulations are now an integral part of the ITTF
rules. For further information on ITTF Para Table Tennis Division please go to the ITTF website
http://www.ittf.com More/Para Table Tennis or http://www.ipttc.org/

GENERAL
Athletes with a disability are separated into classes, depending on lesions and limitations described

in a classification system. An international classification panel is responsible for classifying players
at international events.

° Class 1-5 for wheelchair players
° Class 6-10 for standing players
° Class 11 for players with an intellectual disability

The lower the number of the class, the more severe the disability.

After they have been classified at an international level, all players hold an international
classification card (ICC) that specifies the sport class and sport class status. The ICC contains
sections indicating any physical limitations (e.g., in making a legal service) or permanent
requirements for medical reasons (strapping, binding, corset, modified wheelchair).

If a player plays in an international championship for the first time and does not have an ICC, his
or her Association will give him or her a temporary classification. He or she will be then classified
at the championships and be assigned a sports class and sports class status. It is also sometimes
necessary for players, over time, to be reclassified due to a progressive disability or lesser
disability due to recovery. They are specified in a list communicated to the appointed Classifiers,
Referee and Organising Committee before the relevant tournament. The classification or review
for specified players is organised by classifiers the day before the start of the tournament and is
concluded before the referee conducts the draw for the singles events, taking into account any
changes to players’ classification.

If a player has deliberately misled the classifiers, he or she may not be permitted to compete at
the discretion of the Referee and may face further sanctions from ITTF.

If a player must use a belt (around the waist) and/or a corset due to his or her disability, he or

she must prove that it is required to the satisfaction of the classification panel. The onus is on the

player to draw attention to the use of such equipment to the Chief Classifier, either for the initial
or review of classification. Permission for use of a belt and/or a corset may be given under the
following conditions:

° permanent — this must be written on the player’s international classification card (ICC) by
the Chief Classifier at the relevant international tournament.

° temporary - the player must provide a full explanation from his or her own doctor who must
certify the period which the belt and/or corset is/are required. This certificate must be signed
and dated by the medical doctor and submitted to the Chief Classifier at the relevant
tournament. The player must report this to the Referee before the start of competition in
which he or she participates.

WHEELCHAIRS

Wheelchairs must have at least two large wheels and one small wheel at the start of and
throughout a rally. If, for any reason during a rally these conditions are not met, then the rally
must be stopped immediately, and a point awarded to his or her opponent. If a wheel becomes
dislodged during play, the referee may allow a short time before the next rally to reaffix the wheel.

In individual and team events, no part of the body above the knees may be attached to the chair
as this could improve balance. However, should a player require some strapping or binding for
medical reasons, this must be noted on his or her classification card and it will be taken into
account when assessing the player's sports class.

The height of one or maximum two cushions is limited to 15cm in playing conditions with no other

addition to the wheelchair.

Should additions of supporting structures be made to the wheelchair, whether attached to the
wheelchair or not (except cushions), players must ask for a classification or a re-classification in
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EK F - ENGELLI MASA TENiSi KURAL VE YONETMELIKLERI

IPTTC’nin ITTF ile birlesmesiyle birlikte, kural ve Yonetmelikler artik Uluslararasi Masa Tenisi
Federasyonunun tamamlayici bir pargasi olmustur. IPTT Paralimpik Masa Tenisi Komitesi hakkinda
daha fazla bilgi icin, litfen ITTF web sitesi http://www.ittf.com ana sayfasma gidin ve Para TT
Bolumiindeki Para TT sekmesini tiklayin.

GENEL

Bir engeli olan sporcular, kalsifikasyon sisteminde belirtilen lezyonlara ve kisitlamalara bagl olarak
smiflara ayrilirlar. Uluslararas1 bir Kkalsifikasyon paneli, uluslararasi yarigmalarda oyuncularin
kalsifikasyonundan sorumludur.

o Simif 1-5 Tekerlekli sandalyeli oyuncular

e Smf 6-10 Ayaktaki oyuncular

e Smif 11 Zihinsel engelli oyuncular

Siif rakami ne kadar kiictikse, engel o kadar buydktar.

Sporcular uluslararasi seviyede siniflandirildiktan sonra, kendilerine spor sinifini ve statiisiinii belirten
Uluslararasi Smiflandirma Kart1 (ICC) verilir. ICC, herhangi bir kisitlamay1 (Ornek: kurallara uygun
servis kullanmadaki) veya tibbi sebeplerden dolay1 kalici gerekleri (bandajlama, sarma, korse, degisiklik
yapilmus tekerlekli sandalye) gdsteren bolimlere sahiptir.

Eger bir oyuncu uluslararasi bir sampiyonada ilk kez oynuyorsa ve ICC’ye sahip degilse, iilkesi

kendisine gecici bir siiflandirma verecektir. Sporcu daha sonra sampiyonada smiflandirilacak ve

kendisi i¢in bir spor sinifi ve statiisii belirlenecektir. Bazen, zaman iginde sporcularin ilerleyen ya da
iyilesen engelden otiirii tekrar siniflandirilmasi gerekir. Sporcular, ilgili turnuvadan 6nce se¢ilmis olan

Smiflandiriciya, Baghakeme ve Organizasyon Komitesine bildirilen bir listede yer alirlar. Oyuncularm

simiflandirmasinda olabilecek degisikliklerin baghakem tarafindan goz 6niine alinarak belirlenmis olan

oyuncularm  smiflandirmasi veya yeniden incelenmesi simiflandiricilar tarafindan turnuva
baslangicindan onceki giin organize edilir ve bashakem tekler yarigmasimin kurasini ¢ekmeden once
bitirilir.

Eger bir oyuncu smiflandiriciyr kasten yanlis yonlendirirse, 0 oyuncuya Bashakemin takdiriyle yarisma

izni verilmeyebilir ve ITTF’in daha fazla yaptirimu ile kars: karsiya kalabilir.

Bir oyuncu, engelinden dolayi bir kemer (bel civarinda) ve/veya bir korse kullanmak zorunda ise, bunun

gerekli oldugunu Simflandirma Jiirisi’nin ikna olmasi icin kanitlamak zorundadir. Ilkinde veya

smiflandirmanin yeniden degerlendirilmesinde, bu tur malzemenin kullanimi konusunda Resmi

Smiflandiricinin dikkatini ¢ekme gorevi oyuncunundur. Kemer ve/veya korse kullanim izni asagidaki

kosullarda verilecektir.

e Sirekli — Bu, ilgili uluslararasi1 turnuvadaki Kidemli Simflandiric1 tarafindan oyuncunun
Uluslararasi Smiflandirma Kart1 (ICC) Uizerine yazilmak zorundadir.

e Gegici — Oyuncunun kendi doktoru oyuncunun ihtiya¢ duydugu kemer ve/veya korse siiresini
onaylayacak ve oyuncu, doktorundan ayrintili bir agiklama edinecektir. Bu sertifika tip doktoru
tarafindan tarih yazilip imzalanacak ve ilgili turnuvadaki Kidemli Siniflandiriciya teslim edilecektir.
Oyuncu, katildig1 yarigma baglamadan 6énce bunu Bashakeme bildirmek zorundadir.

TEKERLEKLI SANDALYELER

Tekerlekli sandalyelerin rallinin baslangicinda en az iki buylk ve bir kiiglk tekerlegi olmak zorundadir.
Bir mag¢ sirasinda herhangi bir nedenden, oyuncunun tekerlekli sandalyesindeki herhangi bir teker(ler)
yerinden ¢ikarsa (sokulurse) ve tekerlekli sandalyenin ikiden fazla tekeri kalmaz ise, 0 zaman ralli derhal
durdurulmali ve rakibe bir say1 verilmelidir. Oyun sirasinda bir tekerlek yerinden ¢ikarsa, hakem bir
sonraki ralliden énce tekerlegin yeniden sabitlenmesi igin kisa bir sire taniyabilir.

Bireysel ve takim yarigmalarinda dengeyi artiracagindan, dizin {istiinde viicudun herhangi bir kismi
sandalyeye baglanmayacaktir. Ancak, eger bir oyuncu saglik nedenleri ile baz1 baglar ve kayislar
kullanmak isterse, bu durum siniflandirma kartina islenmeli ve oyuncunun siniflandirilmasinda dikkate
alinmalidir.

Tekerlekli sandalyeye bagka ilavenin olmadig1 oyun kosullarinda, bir ya da iki minderin yiiksekligi 15
cm ile sinirhidir.
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this modified wheelchair. Any additions to the wheelchair without re-classification and
authorisation written on the ICC shall be considered as illegal and the player may be disqualified.

2.10.1 Unless the rally is a let, a player shall score a point.

2.10.1.14 if both players or pairs are in a wheelchair due to a physical disability and

CONTACT WITH WHEELCHAIR

2.10.1.14.1 his or her opponent does not maintain a minimum contact with the seat or cushion(s),
with the back of the thigh, when the ball is struck.

A player who is in a wheelchair due to a physical disability and who does not maintain a contact
with the seat or cushion with the rear side of at least one of the thighs just before striking the ball
is considered to be gaining an unfair advantage and the opponent is awarded a point. (HMO
12.1.6)

CONTACT WITH TABLE

2.10.1.14.2 his or her opponent touches the table with either hand before striking the ball.

If a player is in a wheelchair due to a physical disability, he or she may only touch the table with
his or her racket hand to restore balance, only after a shot has been played, provided the playing
surface does not move. The player is not allowed to use the table as an extra support before
striking the ball. Similarly, the player may not use his or her free hand on the table as an extra
support or touch the playing surface at any time during the rally. In a doubles match this applies
to both players. (HMO 12.1.7)

CONTACT WITH FLOOR

2.10.1.14.3 his or her opponent’s footrest or foot touches the floor during play.

WHEEL OR FOOT CROSSING CENTRE LINE

2.10.1.15 if, where an opposing doubles pair includes at least one player in a wheelchair, any part
of the wheelchair or a foot of a standing player crosses an imaginary extension of the centre line
of the table.

If any part of a player’s wheelchair protrudes beyond the imaginary extension of the centre line
of the table, the umpire will award a point to the opposing pair. This also applies when a “"mixed”
pair (one standing and one wheelchair) are playing together. Either player may return the ball
(after initial service and return), but each player has to remain in his or her own half of the court.
No part of the player’s wheelchair can cross the imaginary extension of the centre line and the
standing player cannot put a foot over this line either. (HMO 14.1.4)

TABLE

3.2.1.4 Table legs shall be at least 40cm from the end line of the table for wheelchair players.

Tables shall allow access to wheelchairs without obstructing the player's legs and shall allow
access to two wheelchairs for doubles.

CLOTHING

A player may not normally wear any part of a tracksuit during play but in some circumstances the
referee may give permission for him or her to do so. Examples of such circumstances are
extremely cold in the playing hall, with the consequent risk of muscle strain, or a leg disability or
injury that the player prefers to keep covered. If a tracksuit is worn in play, it must comply with
the requirements for playing clothes. A player with a physical disability, either in a wheelchair or
standing, may wear the trousers portion of a tracksuit during play, without the permission of the
referee, but jeans are not permitted. (HMO 8.5.1)

RACKET COVERING

... The covering should extend to the limits of, but not beyond, the blade, but some tolerance may
be allowed. The referee must decide what is acceptable and advise his or her umpires accordingly
but, as a guide, £2mm would be an acceptable margin to most referees. This may particularly be
the case with Para class 1 and 2 players as they often use their racket hand to push themselves
back up into a sitting position after striking the ball, and, in doing so, touch the table top with
their rackets. Thus, an overhang can help to protect the tabletop and a slightly larger margin may
be allowed. (HMO 7.1.1)
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Bir oyuncu, engelinden dolay1 bir kemer (bel civarinda) ve/veya bir korse kullanmak zorunda ise, bunun
gerekli oldugunu Simflandirma Jiirisi'nin ikna olmasi i¢in kanitlamak zorundadir. Ilkinde veya
smiflandirmanin yeniden degerlendirilmesinde, bu tur malzemenin kullanimi konusunda Resmi
Siniflandiricinin dikkatini gcekme gdrevi oyuncunundur.

| 2.10.1 Ralli let olmadigi siirece, bir oyuncu bir sayi ahr. |
2.10.1.14 Eger her iki oyuncu veya Gift fiziksel bir engel nedeniyle tekerlekli sandalyedeyse ve

TEKERLEKLI SANDALYE ILE TEMAS

2.10.1.14.1 Topa vuruldugunda, rakip uylugun arkasi ile koltuk veya minder(ler) ile minimum temasi
saglamaz.

Fiziksel engeli nedeniyle tekerlekli sandalyede olan ve topa vurmadan hemen dnce uyluklarindan en az
birinin arka tarafiyla koltuk veya mindere temas etmeyen bir oyuncunun haksiz bir avantaj elde ettigi
kabul edilir ve rakibe bir say1 verilir (HMO 12.1.6).

MASA ILE TEMAS

| 2.10.1.14.2 Rakibi topa vurmadan 6nce her iki eliyle masaya dokunur. |
Fiziksel bir engel nedeniyle tekerlekli sandalyede olan bir oyuncu, oyun yizeyinin hareket etmemesi
kosuluyla, sadece vurus yapildiktan sonra dengesini saglamak icin raket eliyle masaya dokunabilir.
Oyuncunun topa vurmadan 6nce masayi ekstra bir destek olarak kullanmasina izin verilmez. Benzer
sekilde, oyuncu serbest elini masanin iizerinde ekstra destek olarak kullanamaz veya ralli sirasinda
herhangi bir zamanda oyun yiizeyine dokunamaz. Ciftler maginda bu kural her iki oyuncu i¢in de
gecerlidir (HMO 12.1.7).

ZEMIN iLE TEMAS
| 2.10.1.14.3 Oyun sirasinda rakibinin ayak destegi veya ayagi yere temas eder. |

TEKERLEK VEYAAYAGIN ORTA CiZGiYi GECMESI

2.10.1.15 Rakip ciftlerde en az bir tekerlekli sandalyeli oyuncu varsa, tekerlekli sandalyenin herhangi
bir kismi veya ayakta duran oyuncunun ayagi masanin orta ¢izgisinin hayali bir uzantisini gegerse.
Eger bir oyuncunun tekerlekli sandalyesinin herhangi bir parg¢asi masanin orta cizgisinin hayali
uzantisinin Gtesine gegerse, hakem rakip ¢ifte bir say1 verecektir. Bu ayn1 zamanda “karisik” bir ¢iftin
(bir ayakta ve bir tekerlekli sandalye) birlikte oynamasi durumunda da gecerlidir. Her iki oyuncu da topu
geri gonderebilir (ilk servis ve geri doniisten sonra), ancak her oyuncu sahanin kendi yarisinda kalmak
zorundadir. Oyuncunun tekerlekli sandalyesinin hi¢bir parcasi orta ¢izginin hayali uzantisini gecemez
ve ayakta duran oyuncu da bu cizginin izerine ayak koyamaz (HMO 14.1.4).

MASA
3.2.1.4 Tekerlekli sandalye oyunculari i¢in masa ayaklari masanin bitis ¢izgisinden en az 40 cm
uzakta olmalhdir.
Masalar, oyuncunun bacaklarimi engellemeden tekerlekli sandalyelere erisime izin vermeli ve giftler icin
iki tekerlekli sandalyeye erisime izin vermelidir.
KIYAFET
Bir oyuncu normalde oyun sirasinda esofmanin herhangi bir parcasini giyemez, ancak bazi durumlarda
bashakem oyuncuya bunu yapmasi i¢in izin verebilir. Bu tiir durumlara 6rnek olarak, oyun salonunun
asirt soguk olmasi ve buna bagli olarak kas gerilmesi riski veya oyuncunun kapali tutmayi tercih ettigi
bir bacak sakatligi veya yaralanmasi verilebilir. Oyunda bir esofman giyilmesi halinde, bu esofman oyun
kiyafetlerine iliskin gerekliliklere uygun olmalidir. Fiziksel engeli olan bir oyuncu, tekerlekli sandalyede
ya da ayakta, bashakemin izni olmadan oyun sirasinda esofmanin pantolon kismini giyebilir, ancak kot
pantolona izin verilmez (HMO 8.5.1).

RAKET KAPLAMASI

Kaplama, tablanin kenar smirlarina kadar uzanmali ancak Gtesine gegmemelidir, fakat biraz toleransa
izin verilebilir. Baghakem neyin kabul edilebilir olduguna karar vermeli ve hakemlerine buna gore
tavsiyelerde bulunmalidir, ancak bir kilavuz olarak £2mm ¢ogu hakem i¢in kabul edilebilir bir dlgii
olacaktir. Bu durum 6zellikle Para sinifi 1 ve 2 oyunculart igin gegerli olabilir, ¢linki bu oyuncular topa
vurduktan sonra kendilerini oturma pozisyonuna geri itmek igin raket ellerini kullanirlar ve bunu
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ORDER OF PLAY - DOUBLES

2.8.3 In doubles, when at least one player of a pair is in a wheelchair due to a physical disability, the
server shall first make a service, the receiver shall then make a return but thereafter either player
of the disabled pair may make returns.

When a doubles pair comprises two players who are in wheelchairs due to a physical disability,
the server first makes a service and the receiver makes a return, but thereafter either player of
the disabled pair may make a return. (HMO 14.1.4)

RELAX SERVICE REQUIREMENTS

2.6.7 Exceptionally, the umpire may relax the requirements for a correct service where he or
she is satisfied that compliance is prevented by physical disability.

The umpire may relax the requirements for a correct service if he or she is satisfied that that
compliance is prevented by a physical disability. This will always be done for Class 1 and Class 2
players. The player’s international classification card contains a section indicating any physical
limitations that the player may have affecting compliance with the requirements of a correct
service e.g., where a player with disability is either not able to straighten his or her palm or does
not have a hand, the player may serve with a curved palm or toss the ball from his or her stump.
(HMO 10.7.1)

LET SERVICES

2.9.1.5 If the receiver is in wheelchair owing to a physical disability and in service the ball,
provided that the service is otherwise correct,

2.9.1.5.1 after touching the receiver’s court returns in the direction of the net.
2.9.1.5.2 comes to rest on the receiver's court.
2.9.1.5.3 in singles leaves the receiver’s court after touching it by either of its sidelines.

If the receiver is in a wheelchair due to a physical disability, the rally is a let if the ball comes to
rest on the receiver’s court, or after touching the receiver’s court returns in the direction of the
net, or in singles, leaves the receiver’s court after touching it by either of the sidelines. This is
because a player in a wheelchair, by definition, is restricted in the extent of his or her ability to
stretch and a service returning towards the net or going out from the sidelines is regarded as
unfair. The ball can cross the sideline after one or more bounces. However, in singles play and
where the ball is traveling towards the sideline, if the receiver strikes the ball before it crosses a
sideline or takes a second bounce on his or her side of the playing surface, the service is
considered good, and no let is called. (HMO 11.5.1)

LEAVING RACKET ON THE TABLE

3.4.2.5 Unless otherwise authorised by the umpire, players shall leave their rackets on the table
during intervals; but if the racket is strapped to the hand, the umpire shall allow the player to
retain his or her racket strapped to the hand during intervals.

Players must normally leave their rackets on the table during the intervals between games and
must not remove them without the specific agreement of the umpire. If, with the agreement of
the umpire, a player removes his or her racket during an interval for any reason, the umpire and
the opponent must be given the opportunity to inspect the racket, or its replacement, before the
next game starts. The only exception to this is a disabled player whose racket is strapped to his
or her hand. (HMO 7.3.4)

INTERVALS - Medical recovery time

If a player with a disability is unable to play temporarily due to the nature of his/her disability or
condition, the referee may, after consulting a medical classifier or doctor at the competition, allow
a medical recovery time of the shortest practical duration, but in no circumstances more than 10
minutes. (HMO 13.5.4)

PRE-MATCH PREPARATION

For matches involving players in a wheelchair, the umpire should also check:

e The number of wheels on the wheelchair

The player does not have his or her backpack on the back of the wheelchair.

The height of the player’s cushion or 2 cushions

The player is wearing tracksuit pants and no jeans.

The player has his or her name and 3 letter code for the association on the back of his or her
shirt.
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yaparken raketleriyle masa ustiine dokunurlar. Bu nedenle, bir ¢ikintt masa Gstiini korumaya yardimei
olabilir ve biraz daha genis bir 6lglye izin verilebilir (HMO 7.1.1).

OYUN SIRASI — CIFTLER

2.8.3 Ciftlerde, giftlerden en az bir oyuncunun fiziksel engelinden dolay1 tekerlekli sandalyede olmasi
durumunda, 6nce servis atan oyuncu servis atacak, karsilayan oyuncu daha sonra karsilama yapacak,
ancak bundan sonra engelli ¢iftin herhangi bir oyuncusu vurus yapabilecektir.

Ciftler fiziksel engelleri nedeniyle tekerlekli sandalyede olan iki oyuncudan olusuyorsa, 6nce servis atan
oyuncu servis atar ve karsilayan oyuncu karsilama yapar, ancak daha sonra engelli ¢iftin herhangi bir
oyuncusu vurus yapabilir (HMO 14.1.4).

ESNEK SERVIS GEREKSINIMLERI
2.6.7 Istisnai olarak, hakem, fiziksel engelin servis atma uygunlugunu engelledigine ikna oldugu
durumlarda dogru servis icin gerekliliklerini esnetebilir.
Hakem, servis atma uygunlugun fiziksel bir engel tarafindan engellendigine kanaat getirirse, dogru
servis icin gereklilikleri esnetebilir. Bu her zaman Simif 1 ve Smif 2 oyuncular igin yapilacaktir.
Oyuncunun uluslararast klasman kartinda, oyuncunun dogru servisin gerekliliklerine uymasini
etkileyebilecek fiziksel kisitlamalarini belirten bir boltim bulunur. Ornegin, engelli bir oyuncu avug igini
dizeltemiyorsa veya bir eli yoksa, oyuncu kavisli bir avug ici ile servis atabilir veya topu, uzvun kalan
bolimi ile atabilir (HMO 10.7.1).

LET SERVISLER

2.9.1.5 Eger karsilayici fiziksel bir engel nedeniyle tekerlekli sandalyedeyse ve servis karsilarken;

2.9.1.5.1 karsilayanin sahasina dokunduktan sonra top file yénuinde geri doner.

2.9.1.5.2 karsilayan oyuncunun sahasinda top durur.

2.9.1.5.3 teklerde karsilayanin sahasina top dokunduktan sonra herhangi bir yan kenardan terk eder.
Eger karsilayan oyuncu fiziksel bir engel nedeniyle tekerlekli sandalyedeyse, top karsilayan oyuncunun
sahasinda top durursa veya karsilayan oyuncunun sahasina dokunduktan sonra file yoniinde geri donerse
ya da teklerde karsilayan oyuncunun sahasina dokunduktan sonra yan kenarlari herhangi birinden terk
ederse ralli let olur. Bunun nedeni, tekerlekli sandalyedeki bir oyuncunun tanimi geregi esneme
kabiliyetinin kisith olmas1 ve fileye dogru dénen ya da yan kenarlardan disar1 ¢ikan bir servisin haksiz
olarak kabul edilmesidir. Top bir veya daha fazla sekmeden sonra yan kenar1 gegebilir. Ancak, tekler
oyununda ve topun yan kenara dogru gittigi durumlarda, karsilayan oyuncu top yan kenar1 gegmeden
veya oyun alaninin kendi tarafinda ikinci bir sekme yapmadan 6nce topa vurursa, servis iyi olarak kabul
edilir ve lete izin verilmez (HMO 11.5.1).

RAKETIN MASADA BIRAKILMASI

3.4.2.5 Hakem tarafindan aksi belirtilmedikce, oyuncular aralar boyunca raketlerini masanin Uizerinde
birakacaklardir; ancak raket ele bagliysa, hakem oyuncunun aralar boyunca raketini eline bagh
tutmasina izin verecektir.

Oyuncular normal olarak raketlerini oyun aralarinda masanin Uizerinde birakmali ve hakemin dzel onay1
olmadan gotiirmemelidir. Hakemin onayiyla bir oyuncu herhangi bir nedenle set arasinda raketini
gotardrse, bir sonraki set baglamadan 6nce hakeme ve rakibe raketi veya yerine konan raketi inceleme
firsat1 vermelidir. Bunun tek istisnasi, raketi eline bagli olan engelli bir oyuncudur (HMO 7.3.4).

ARALAR - Tibbi Tedavi Suresi
Engelli bir oyuncu, engelinin veya durumunun dogasi geregi gegici olarak oynayamayacak durumdaysa,
bashakem, musabakadaki bir tibbi siniflandiriciya veya doktora danistiktan sonra, mimkiin olan en kisa

siirede, ancak hicbir kosulda 10 dakikadan fazla olmamak kaydiyla, tibbi tedavi siiresine izin verebilir
(HMO 13.5.4).

MAC ONCESI HAZIRLIK

Tekerlekli sandalyeli oyuncularin oldugu maglar igin, hakemin asagidakileri de kontrol etmesi gerekir:
o Tekerlekli sandalye tizerindeki teker sayist,

e Oyuncunun sirt ¢cantasi tekerlekli sandalye arkasina asili olmayacaktir,

e Oyuncunun yastik veya 2 yastiginin yiiksekligi,
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LAWS FOR STANDING PLAY

There are no exceptions to the laws of table tennis for standing players with a disability. All players
play according to the laws and regulations of ITTF. On the classification cards there is a section
indicating what limitations, if any, a player has in making a legal serve.

Training videos on PTT rules and procedures can also be found on the URC website:

25. Accessibility for PTT

26. Call area PTT

27. PTT services

28. PTT Others
https://www.ittf.com/committees/umpires-referees/videos/
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e Oyuncu kot pantolon degil, esofman alt1 giyecektir,

e Oyuncunun formasinin arkasinda ad1 ve federasyonunun 3 harfli kodu olacaktir.

AYAKTA OYUN KURALLARI

Ayakta oynayan engelli sporcular igcin masa tenisi kurallarinda herhangi bir istisna yoktur. Tim
oyuncular ITTF kural ve yonetmeliklerine gére oynarlar. Smiflandirma kart1 Uzerinde, oyuncunun
kurallara uygun servis atarken, varsa hangi kisitlamalarin oldugunu gésteren bir bolim vardir.

PTT kurallar1 ve prosedirlerine iligkin egitim videolar1 URC web sitesinde de bulunabilir:
25. Accessibility for PTT
26. Call area PTT
27. PTT services
28. PTT Others
https://www.ittf.com/committees/umpires-referees/videos/
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Appendix G - Useful links

https://www.ittf.com/committees/umpires-referees/videos/

Umpire Training Videos

Umpire uniform

Playing clothing

Call area set up.

Call area reporting for singles.
Call area reporting for team.
Call area racket check
Coordination between RCC and umpire
RCC set up.

RCC racket check

10. Equipment for UM and AU
11. Entering and leaving FOP

12. Umpire’s duties before match
13. AU'’s duties before match

14. Sitting postures

15. Hand signals1

16. Hand signals 2

17. N/A

18. Time out

19. Misbehaviour

20. Illegal advice

21. Damaged equipment

22. Using of score indicator

23. Time keeping

24. The expedite system.

25. Accessibilities for PTT

26. Call area PTT

27. PTT services

28. PTT other

OCONAIUNALN =

Referee Training Videos
1 Communication and cooperation
2 Knockout methods
3 Group methods
4. Calculation of group ranking
5. Qualifying competitions
6 Team competition methods
7 Entries
8 Scheduling
9. Preparation for the draw
10. Draw by cardl.
11. Draw by card?2.
12. Draw by balls1.
13. Draw by balls2.
14. Meetings
15. Playing area
16. Other facilities
17. Clothing
18. Control of play
19. Referee report
20. Dr Wu program1i
21. Dr Wu program?2
22. Dr Wu program3
23. Referee at PTT events

Hand Signals for Illegal Services


https://www.ittf.com/committees/umpires-referees/videos/

EK G - YARARLI LINKLER

https://www.ittf.com/committees/umpires-referees/videos/

Umpire Training Videos

OCo~No ok, wWwNBE

10

11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.

24
25
26
27
28

. Umpire uniform

. Playing clothing

. Call area set up

. Call area reporting for singles

. Call area reporting for team

. Call area racket check

. Coordination between RCC and umpire
. RCC set up

. RCC racket check

. Equipment for UM and AU
Entering and leaving FOP
Umpire’s duties before match
AU’s duties before match
Sitting postures

Hand signalsl

Hand signals 2

N/A

Time out

Misbehaviour

Illegal advice

Damaged equipment

Using of score indicator
Time keeping

. The expedite system

. Accessibilities for PTT
.Call area PTT

. PTT services

. PTT other

Referee Training Videos

1.
2.
3.
4.
5.

Communication and cooperation
Knockout methods

Group methods

Calculation of group ranking
Qualifying competitions

6. Team competition methods

7.
8.
9.

10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.

Entries

Scheduling

Preparation for the draw
Draw by cardl

Draw by card2

Draw by ballsl

Draw by balls2
Meetings

Playing area

Other facilities
Clothing

Control of play
Referee report

Dr Wu programl

Dr Wu program?2

Dr Wu program3
Referee at PTT events
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Other Documents

https://www.ittf.com/committees/umpires-referees/documents/

General

URC Structure

Advanced Rules examination

Fees training and examination
Trainers and Evaluators

New Hand Signals for Illegal Services
Walk-in Walk-out Procedures

FAQ

Workflow Procedures
e  Workflow Description

e  Before Match Racket Control — No VOC
e  Before Match Racket Control -VVOC

e After Match Racket Control - No VOC
e After Match Racket Control -VVOC
Umpires

e  Umpire Career Development
e Upcoming Training & Educational Events
e  Electronic Scoring Touchpad test link (Individual Matches) (Team Matches)

Referees

Referee Career Development

List of active referees

Directives for Match Officials

Racket Control Requirements

Racket Control Schedule Form

Racket Control Form 3

Referee Checklist

Referee Report

Umpire Invitation Template
worldtabletennis

Match Officials bulletin

Umpires Briefing Presentation Template
Jury Meeting info for Delegates
Standardised Procedures CM & Referees
Questionnaire Umpire

Guideline for Electronic Referee report
Referee Career Development

LARC

www.ittf.com/equipment/

ITTF Para Table Tennis Division

www.ittf.com/para-table-tennis

World Table Tennis (WTT)

www. worldtabletennis.com/technicaldocuments
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Hand Signals for Illegal Services

Other Documents
https://www.ittf.com/committees/umpires-referees/documents/
General

e URC Structure

Advanced Rules examination

Fees training and examination
Trainers and Evaluators

New Hand Signals for Illegal Services
Walk-in Walk-out Procedures

FAQ

Workflow Procedures

e Workflow Description

e Before Match Racket Control — No VOC
e Before Match Racket Control — VOC

e After Match Racket Control — No VOC
e After Match Racket Control — VOC
Umpires

e Umpire Career Development
e Upcoming Training & Educational Events
e Electronic Scoring Touchpad test link (Individual Matches) (Team Matches)

Referees

e Referee Career Development

e List of active referees

e Directives for Match Officials

e Racket Control Requirements

e Racket Control Schedule Form

e Racket Control Form 3

e Referee Checklist

e Referee Report

Umpire Invitation Template
worldtabletennis

Match Officials bulletin

Umpires Briefing Presentation Template
Jury Meeting info for Delegates
Standardised Procedures CM & Referees
Questionnaire Umpire

Guideline for Electronic Referee report
Referee Career Development

LARC

www. ittf.com/equipment/

ITTF Para Table Tennis Division
www.ittf.com/para-table-tennis

World Table Tennis (WTT)
www.worldtabletennis.com/technicaldocuments
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