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EVENT FORMAT 
 
⁃ It’s a classic league format where everyone plays everyone. The six players 
with the most wins at the end qualify for the knockout stage. The first two players 
qualify directly for the semifinals, while the next four face off in quarterfinal 
playoffs. 

 
⁃ If two players end up having the same number of wins, the ‘set average’ (if 
still tied: ‘point average’) decides who ranks higher. 

 
__________________________________________________________________
_________ 
 
 
SCHEDULE 
 

• First weekend: 10 matches (everyone plays on Saturday and Sunday) 
 

• Second weekend: 10 matches (everyone plays on Saturday and  
Sunday) 

 
• Third weekend: 10 matches (everyone plays on Saturday and  

Sunday) 
 
• Fourth weekend: 10 matches (everyone plays on Saturday and  

Sunday) 
 
• Fifth weekend: 10 matches (everyone plays on Saturday = 5 matches, and  

the Final Six plays the knockout stage on Sunday = 5 matches) 
 
• Overall: 50 matches 
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__________________________________________________________________
_________ 
 
RULES 
 
⁃ No warm-up  

 
⁃ Who serves first? Toss for the first quarter and alternatively after.  

 
 
⁃ Two serve points each: Player A serves for two points, then Player B serves 
for two points, then Player A serves for two points again, etc. 

 
 

-  15-second shot clock between two points (the 15 seconds start when the 
umpire announces the score). If a player takes more than 15 seconds to serve, 
he receives a warning the first time, then a one-point penalty the second time. 
For every 5 additional seconds exceeding the 15-second time limit, the player 
receives an extra penalty point. The player serving is the one in control of the 
tempo, which means if the player returning isn’t ready, he is subject to 
penalties as well: First a warning, then a point penalty, etc. 

 
 
⁃ 4 quarters of 10 minutes, with a loud countdown every second of the last 
minute, and a loud buzzer to signify the end of each quarter. The player with the 
most points at the end of each quarter wins the quarter. 
 
⁃ If a player wins the first three quarters, the fourth quarter is still played for ‘set 
average’ purposes. 

 
⁃ If the buzzer rings during a deciding point or during a point that could lead 
to a tie (i.e.: 9-9 or 9-8), the point goes on regardless of the buzzer. If the quarter 
finishes in a tie, a deciding point is played to determine who wins the quarter. 

 
 
⁃ The timer stops: 
à During the 2-minute changeover at the end of each quarter 
à When a player argues with the umpire (should be limited, the chair 
 umpire may say “Let’s Play” to end the argument, and player may receive a 
point penalty for unsportsmanlike conduct if failing to respect the umpire’s call) 
à  When a player breaks his racket 
à When a player breaks his strings  
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à   When a player calls for the doctor (we want to avoid that happening) 
à   When a coach calls a timeout (the timer stops as soon as the player is sat on 
his bench) 
  

 
 
__________________________________________________________________
_________ 
 
 
SUDDEN DEATH 
 
⁃ If both players are tied at 2 quarters apiece, the fifth quarter is played in a 
‘sudden death’ format in which the two players serve just one point before 
alternating serves. The player with the highest total of most overall points through 
the first four quarters decides whether to start serving or to pick a side of the court. 
If both players are tied, a decision is made with a coin flip. 
 
⁃ The server chooses whether he wants to serve on the deuce side or advantage 
side.   

 
⁃ The first player to win two consecutive points wins the match.  

 
 
 
__________________________________________________________________
_________ 
 
 
COACHING  
 
Each player is allowed four 30-second timeouts during a match, one per quarter, to 
be taken anytime by his coach. The coach calls a timeout by hitting a buzzer (has 
to be between two points; if during a point, point penalty for the player). The 30-
second starts when the player is on his chair with the headset on. The player has the 
right to refuse a coaching timeout.  
All coach-player interactions must be conducted in English otherwise the player 
receives a point penalty. 
 
__________________________________________________________________
_________ 
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INTERACTION WITH THE AUDIENCE 
 
Each player is equipped with a headset (due to Covid-19 precautions, it will be 
changed/cleaned after each match) so that he can talk to his coach, his fans, and 
answer questions from an interviewer. 
At every changeover, the player is required to answer questions from an 
interviewer. 
 
__________________________________________________________________
_________ 
 

 
MATCH DURATION 
 
A match will last on average 58 minutes + the time of a hypothetical fifth quarter 
 
__________________________________________________________________
_________ 
 
 
BALL CHANGE 
 
Only once: after the first two quarters 
 
__________________________________________________________________
_________ 
 
 
THE TWIST: THE UTS CARDS 
 
To make the matchups even more exciting, we’re introducing ‘UTS cards.’  

- Before every match, the algorithm presents each player with four different UTS 
cards, which advantage each of them to a different degree) and will decide 
for how many points in a row each card will be active.  

- Before each quarter, the coach can choose two out of the four cards for his 
player to use during the upcoming quarter.  

- The players can’t play two cards at once and can’t play a card at the same 
time as their opponent. That also means they can’t play their card while a card 
previously played by their opponent is still active.  
- UTS cards can’t be used during the “sudden death”. 
- Each player has to wait 20 seconds after using a card. 
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__________________________________________________________________
_________ 
 
7 CARDS 
 
     -  -1 serve: Your opponent gets one serve instead of two.  

 -  Winners count x3: Each of your winners counts triple. 
 -  Next point counts x2: Next point counts double, only if you win it. 
 -  x serve points in a row: Player serves x times consecutively.  

     -  +1 serve: You get three serves instead of two (one extra first serve). 
     -  Serve & volley: Your opponent is forced to serve and volley (or at least   
move towards the net after the serve).  
     - Win in 3 shots max: Your opponent is forced to win the point with 3 shots or   
less (serve or return + 2 shots). 
 
The chair umpire will be assisted by another official whose mission will be to check 
the time and the use of specific cards.  
 
__________________________________________________________________
_________ 
 
 
IF A PLAYER IS FORCED TO FORFEIT A MATCH: 
 
That player is replaced by an alternate, who does not inherit from the forfeiting 
player’s points; only his own results count for his ranking. 
 
 
 
 
The referee acts as final on-site authority ensuring that the event is conducted fairly 
in accordance with the UTS rules and spirit.  


