
 

 

 

 

 

 

COMPLETE RULES OF PLAY 

 

Hexapong offers its owners the unique options of seven (7) different basic games on this one 

table and the means to accommodate up to six people at the same time. Not only do players have 

a choice of seven (7) different basic games, they also have a choice of a method of play. The 

methods of play will be explained later in the information following the short description of the 

different games. 

 

Hexapong provides a single net post that when used in conjunction with two of the three nets 

provided creates a table surface for Xtreme Singles (Game1), Xtreme Doubles (Game 2) and 

Team of Three (Game 3).  

 

 

 

 

 

 

 

 

 

 

 

 

               

Xtreme Singles (Game 1)               Xtreme Doubles (Game2)                 Team of Three (Game3)  

 

To play Cutthroat Singles (Game 4) or Cutthroat Doubles (Game 5) simply relocate one of the 

nets on the table and add the third net furnished to create three separate and equal areas.  

 

 

 

 

 

 

 

 

 

 

 

 

 

                   Cutthroat Singles (Game 4)                       Cutthroat Doubles (Game 5)  

 

To play the last two (2) of the different Hexapong games simply rotate the nets post so that nets 

are perpendicular to the table edges. See images below.  

 

 



 

 

 

 

 

 

 

 

 

 

 

 

                Hexapong Singles (Game 6)                        Hexapong Doubles (Game 7)  

 

 

Methods of Play  

 

The first method of play is called Competitive Play. This method is the one that is closest to the 

traditional way of playing Table Tennis. To begin all games played on this table, players are 

required to serve into a service area to start a rally. The last player or team to hit the ball onto the 

playing surface is the player or team to win the point. For the accomplished players, your skills 

and agility will be tested against shots you are not accustomed to on a traditional table. (See 

videos on youtude.com and search Hexapong)                                                                                              

 

For the second method of play called Recreational Play. The versatility of th is table is not limited 

to just the different games because of the net configurations. The players also have a choice on 

how many points they can try to get during the course of a rally. In this method of play, the 

players can try to strike different area to receive more then one point for the rally. The last player 

or team to hit the ball onto the playing surface is the player or team to win the point(s). The point 

areas are described on the diagram below: The1 Point Service Area, the 2 Point Service Area,  the 

3 Point Area and the 4 Point Area (sometimes called the Rob Shot, named after Rob Anderson 

the first player on the first table to make a 4 point shot).  

 

 

 

Note:  

When nets are configured for  

specific games and the  

Recreational Play Method 

is being used, the 4 Point  

Area will always be the area 

at the end of the nets. The 4  

Points are only valid when  

hit from the opposite end of  

the table. 

 

 

 

 

 

 

 

 



 

THE COMPLETE RULES OF PLAY 

 

All applicable rules for the game of Table Tennis will apply in conjunction with the rules as set 

forth herein.  

 

Paddles and Balls 

 

Players may use any equipment that is allowed by the governing bodies of Table Tennis.  

 

Serve 

 

The serve shall be executed using the rules as set forth by the governing bodies of Table Tennis.  

 

 

HEXAPONG RULES FOR PLAY 

 

All Hexapong games are played to 25.  The first player or team to 25 wins, there is no duce or 

add to any of the games played.  In the case of a tie for second place in either Cutthroat Singles 

or Cutthroat Doubles, all players are to remain on the table and continue to play so that the next 

player or team to 25 will be the second place player or team.  

 

The serve shall always be served into the Service Area regardless of the net configuration or 

number of players. 

 

The server must stand within the boundary of the Service Area when serving.  The server shall 

always expose the ball to opponent(s) and the initial striking contact of the ball shall be within 

the limits of the Service Area. The Server shall always be positioned so that the re is no confusion 

to the intended receiver.  

 

Each player or team of players in a designated area divided by nets shall serve twice with serve 

going in a clockwise direction.  

 

A served ball that hits the net and falls into the Service Area is a net serve and shall be served 

again.  If the ball is served and fails to land in the Service Area, the receiving/ intended 

individual or team is awarded a point. 

 

It is the responsibility of all players on the table not to hinder other players from defending their 

area. 

 

The ball must be hit or deflected by a player of the area the ball strikes in order for a rally to be 

continuous. 

 

The net post is considered part of the net and any ball that hits the net post and lands in any of 

the opponent’s area will be played to  maintain the rally. 

 

In Recreational Play it is encouraged that all players verbally announce the numbered point that 

is hit during the rally. 

 

 

 



Scoring, Server and Number of Serves 

 

When players are facing the net post, the beads to their right will be their scoring beads.  All 

beads are to be positioned so that when starting to score the odd colored bead will indicate five 

points won.  The first server in team games will be the player closest to the scoring beads.  Each 

individual or team member will serve twice before passing to the next person to serve.  For team 

play the first receiver will be the player closest to their scoring beads.  

 

 

Four Point Area 

 

In Recreational Play the 4 Point Area is valid only when hit from the opposite side of the table. 

When the 4 Point Area is struck from the player at that location, that area holds the rally point in 

play.  For Recreational Play and Competitive Play this area is the only area that either of the 

opposing players or teams can defend to prevent the rally f rom ending. 

 

Ending a Rally 

 

There will be four instances that will cause a rally to end.  The first will be when defenders fail 

to keep the ball in play.  The second instance to end a rally is if the ball is hit by a player or team 

member NOT associated with the designated area. In this case the last team or individual to 

strike the ball shall be awarded the point or points.  The third instance is when the ball is served, 

the only player that can return the serve is the player associated with the Serve Are a served to.  

The final instance is if a player or team member touches the net with any part of their body, 

clothing or paddle while trying to strike the ball.  

 

 

GAME SPECIFIC RULES 

 

Xtreme Singles (Game 1) 

 

The server has the option of serving their tw o 

serves to any of the three Service Areas they  

wish to serve from.  The server shall determine  

which Service Area they will be serving from  

and serve into the area directly opposite their  

position.  No quick change to a different Service  

Area will be allowed. 

 

 

 

Xtreme Doubles (Game 2) 

 

Because of the shape of the table the skills used to maneuver around your partner and alternating 

hits as on a traditional table now challenges the two -man team even further.  For the novice 

recreational players it is not required to alternate hitting the ball, but it is encouraged to learn so 

that it will bring an additional factor of skills and fun to the game. 

As noted in Hexapong Rules of Play for team games the first server for each team will be the 

player closest to their scoring beads. The position that players take to start and play Xtreme 

Doubles is illustrated by the images below. 

 



The servers have the option of what location they feel will give them the best possible way to 

start the rally. Figures shown below indicate the different locations that servers can begin the 

rally.  The images below show the sequence and options the First Server has to start a rally.  
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Since the First Server relocated to the left side of the table the Second Sever now will start the 

same sequence and options the First Server had to begin their first serve to the First Receiver.  

 

Team of Three (Game 3) 

 

This game is truly a team sport activity if played in the same fashion of Table Tennis Doubles. 

Each team member has to maneuver around two team members and get into position for your 

turn to hit the ball. The novice player may find this game very challenging when alternating to 

hit the ball, but it does create a lot of fun for all players tying to move around and be in position 

for their turn to hit. For this game the first and third server may serve to any of the opposite 

Service Areas except to  the Service Area that is adjacent to their net position.  The servers have 

the option of serving one serve to two different receivers or both of their serves to the same 

receiver. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

The center server may serve to any of the three opponents  

across the net.  The server has the option of serving one  

serve to two different receivers or both of the serves to  

the same receiver.  

  

 

 

Cutthroat Singles (Game 4) 

 

As with Xtreme Singles and Xtreme Doubles the server must serve into the  area directly opposite 

their position, this allows the server to serve one serve to each of their opponents if so desired. 

See Serving Figure A and Serving Figure B below.  This game has a few additional rules that 

affect the rally during play.  First, as on a traditional table if during a rally the ball hits your side 

of the net and falls into an opponent’s area, the ball is still considered in play. If the ball is hit 

over the nets that defines your playing area, it must hit an opponents playing area first before it 

hits the net in order for you to win the point. See Figure C, Your point, Figure D Not Your Point. 

The last rule concerning this game is another net situation. If you hit the ball causing it to roll 

along the top of the net on the opposite sid e of the table and rolls off the net not touching the 

table the last player hitting the good shot is awarded the point. If the ball lands in the black area 

at the end of the net from the opposite side of the table, either of the opposing players can hit th e 

ball to keep the rally going.    
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                   Serving Figure A                                                            Serving Figure B 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

              Figure C, Your Point                                                  Figure D, Not Your Point 

The ball goes over your net, hits table                          The ball goes over your net and hits the net  

then hits the net.  As long as the ball does                    on the opposite side of the table termi nates 

not hit table twice the ball is still in play.                     the rally. 

 

 

 

Cutthroat Doubles (Game 5) 

 

To start a rally in this game the server may serve to any of the opponents Service Areas except to  

that Service Area that is adjacent to thei r net position.  The rules listed in Cutthroat Singles apply 

to Cutthroat Doubles. If  played in the traditional way of doubles, team members will maneuver 

around each other so they will alternate hitting the ball. See images below for information on 

where and how a team will serve to their opponents  
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                                                                                                    Second Server may serve their two serves 

                                                                                                    to any of the three areas across from their 

                                                                                                    Service Area or the same player twice. 

 

First Server may serve their two serves 

to any of the three areas across from their 

Service Area or the same player twice. 

 

 

 

Hexapong Singles (Game 6) 

 

This game provides the longest possible length of the table for each 

opponent on the table.  By rotating the net 90  from the Xtreme 

Singles configuration, players now play on the table from corner to 

corner giving a total length of nine feet three inches (9’3”).  This 

configuration offer players the length of a traditional table from 

corner to corner, but adds width so  players can work on hitting the 

ball shorter on the table and more acute angle shots. As with all the 

other games of Hexapong the Service Areas are used to start the 

rallies and games are first to 25. Players have a choice of serving 

both serves to the sa me Service Area or one serve to each Service 

Area.  This configuration can also use the concept of Tennis to be 

played on it with the exception of no volleys will be allowed.  

 

 

 

 

Hexapong Doubles (Game 7) 

 

Hexapong Doubles simply provides a game that 4 players can 

enjoy playing as a team of two. Played in the traditional way of 

Table Tennis players alternate hitting the ball and rally to win the 

point. As with all the other games played on this table the game is 

played first to 25.  The serving process is one serve to each of the 

opponents then the second team member gets to serve two (2)  

serves. See images below for method and sequence of serves.  
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