The United Kingdom of Great Britain
and Northern Ireland.

    The Union Flag, approved in 1801, is a combination of the banners of England (St George’s   flag which has  a red cross with extended horizontals on a white field),  Scotland ( St Andrew’s flag which has a white cross on a blue field) , Ireland ( St Patric`s  flag which has a red cross on a white field). The arms of the crosses do not meet at the center. The flag is known as the Union Jack.

   The United Kingdom is situated off the northwest coast of Europe between the Atlantic Ocean on the north and northwest and the North Sea on the east. It is separated from the Continent by the English Cannel, 21 miles wide at its narrowest point, and the Straits of Dover. The United Kingdom includes Great Britain and Northern Ireland, the Isle of Man and Channel Islands. Great Britain, the largest island in Europe, contains England, Scotland and Wales. The 0º meridian of longitude passes through the old Royal Greenwish Observatory in London.

   The United Kingdom has an area of 94,249 square miles.
   The population of the United Kingdom is 56,6 million people (1987). The capital of the country is London. English is the official language. But some people (100,000) speak Scottish in western Scotland, Welsh- in parts of northern and central Wales. Small number of person in Northern Ireland speaks Irish.
   The climate of Great Britain is temperate and mild. It is never too hot in summer or too cold in winter.

   It often rains in England. Rain falls in summer, rain falls in winter. But it is often cold in summer, too. Snow falls only in the North and West of the country. It does not snow in the South.  When ii does, it is only once or twice a year, and the snow melts almost immediately.
   The surface of England and Ireland is flat, but Scotland and Wales are mountainous. Most of the mountains are in the western part. The highest mountain top in the United Kingdom is Ben Nevis in Scotland (4,406 ft). Many parts of the country have beautiful green meadows. If you travel through Great Britain, you can see many villages with their lovely ivy-clad cottages.
   The chief rivers are the Thames, the Severn, the Clyde, the Trent and the Mersey. The longest river is the Severn. It is the southwest of England. 
   The United Kingdom has few mineral resources, of which the most important are coal and oil. The largest coal fields are in Yorkshire, Derbyshire, and Nottinghamshire. The oil- fields are situated in the North Sea along the northeastern coast of Scotland and England.

   Other minerals are clays, shale, chalk, iron ore, lead, zinc, etc.

   The United Kingdom is one of   the world’s most industrialized countries.

   Metallurgy, chiefly iron and steel, is vital to other key industries, such as shipbuilding, mechanical engineering, the automotive industry, electrical engineering and electronics. The country is the fourth largest exporter of manufactured goods.

   The main industrial centers are Sheffield and Birmingham where iron structures are made, also Manchester, the cotton center of Great Britain. The district round Birmingham is known in England as the Black Country for its smog. The district round Manchester is dotted with cotton mills. Leeds is the country’s wool producing centre.
   The largest cities of the country are London, Birmingham, Manchester, Cardiff, Glasgow. The important ports are London, Cardiff, and Glasgow.

   Though the United Kingdom is an industrialized country, agriculture remains a major sector of economy. Britain grows wheat, barley, oats, fruit, and vegetables.
   Great Britain is a high-tech country, with the world-famous Royal Society or, more fully, the Royal Society of London for Improving Natural Knowledge, founded in 1660.  It occupies a unique place in Britain’s scientific affairs and is equivalent to national academies of sciences in other countries.

     Research and development (R& D) has progressed impressively since World War II.
 There are many universities, colleges, libraries, museums and theatres in the country.  The most famous universities  are Cambridge University , Oxford University, Glasgow University; museums and libraries:  the British Museum, the Nation Gallery, the Radcliffe  Library;  theatres: the Royal  Shakespeare Theatres, the Old Vic, the National Theatre and others.
   From the History of Great Britain.  The conquest of England by the Normans began in 1066 with the battle of Hastings, where the English fought against the Normans. The conquest was complete in 1071.
   Who were these Normans who conquered England? Some 150 years before the conquest of England they came to a part of France, opposite England, a part which we now call Normandy.

There they adopted the Christian faith, the French language and the Roman law of their new home in France. They became French.

   What did the Norman conquest do to England?

    It gave England French kings and nobles. The Normans also brought with them the French language. After the Normans conquest there were three languages in England. There was Latin, the language of church and the language in which all learned men wrote and spoke: the kings wrote their laws in Latin for some time after the Conquest.  Then there was French, the language which the kings and nobles spoke and which many people wrote.
   Finally, there was the English language which remained the language of the masses of the people.

   Some men might know all these languages; many knew two; but most of the people knew only one. There were some people who understood the French language though they could not speak it.  Rich people who owned land, the landowners, often knew French and Latin. But poor people, the peasants did not understand French or Latin. They understood only English.
   In time, however, came the general use of the English language. About 1350, English became the language of law. At that time lived the first teacher who taught his boys to read and write English and to translate not from Latin into French, but from Latin into English. Then, between 1350 and 1400, lived Wycliffe who made the first complete translation of the Bible into English, and Chaucer, the Father of English poetry.
   But the English language, when it came into general use, not quite the same as it was before the Conquest. The grammar remained, but many words came into it from the French language.

   The role of the Norman Conquest was also great for the development of feudalism and absolute monarchy in Britain.

   The United Kingdom is a parliamentary monarchy now. British Parliament   consists of two Houses: the House of Lords and the House of Commons. The Prime Minister is the head of the government. 
   The main political parties of Great Britain are: the Labour Party, the Conservative Party, the Liberal Party (united with the Social-Democratic Party in an alliance).   The Communist Party of Great Britain is a party of the working people. It was founded in 1920. Its members fight for peace, for socialism, for a better life for the working people.

   There are some progressive organizations that also work for peace and fight against US missiles on the British territory: one such organization is the Campaign for Nuclear Disarmament (CND).
   The United Kingdom is one of the world’s leading imperialist countries. Being the oldest capitalist country, Great Britain embodies all contradictions of imperialism. The country faces a lot of unsolved problems, such as growing unemployment, high rent, falling standards of living and rising inflation. But the British people are fighting for their rights, for better economic conditions, for peace on earth.  They organize Peace Marches.

   The working people of Great Britain demand for withdrawal of all US forces from the British territory. They fight for global nuclear disarmament. Greenham Common is the first “peace camp” in Europe.
London

   When we think of Paris, Rome, Madrid, Lisbon and other European capitals, we think of them as cities.  When we think of the whole of the whole of modern London, the capital city of England and the United Kingdom, that great area covering several hundred square kilometers, we do not think of it as a city, not even as a city that has steadily become larger through the centuries; it is a number of cities, towns, and villages that have, during the past centuries, grown together to make one vast urban area.
   London is situated upon both banks of the River Thames; it is the largest city in Britain and one of the largest in the world. Its population is about 7 million people.
   London dominates the life of Britain. It is a big port and most important commercial, manufacturing and cultural centre. There is little heavy industry in London, but there is a wide range of light industry in Greater London. 
   The City extends over an area of about 2.6 square kilometers in the heart of London. About half a million people work in the City but only less that 6000 live here. It is the financial centre of the UK with many banks, offices and the Stock Exchange. But the City is also a market for goods of almost every kind, from all parts of the world. The West End can be called the centre of London. Here are the historical palaces as well as the famous parks. Hyde Park with its Speaker’s   Corner is also here. Among other parks are Kensington Gardens, St. James’s Park. In the West End is Buckingham Palace which is the Queen’s residence, and the Palace of Westminster which is the seat of Parliament. The best-known streets here are Whitehall with important Government offices, Downing Street, the London residence of the Prime Minister and the place where the Cabinet meets, Fleet Street where most newspapers have their offices, Harley Street where the highest-paid doctors live, and some others.
    The name “West End” came to be associated with wealth, luxury, and goods of high quality. It is the area of the largest department stores, cinemas and hotels. There are about 40 theatres, several concert halls, many museums including the British Museum, and the best art galleries. 
    It is the West End that the University of London is centered with Bloomsbury as London’s student quarter.

   Visitors with plenty of money to spend and who come chiefly for enjoyment are likely to pass most of their time in the West End. The port of London is to the east of the City. Here were kilometres of docks, and the great industrial areas that depended upon shipping. This is the East End of London. Formerly  unattractive in appearance, but now changing because of the introduction of new industries and very expensive housing.

Sport and Recreation

National Sports

   Many kinds of sport originated from England. The English have a proved, ‘All work and no play makes Jack a bull boy’.  They do not think that play is more important than work; they think that Jack will do his work better if he plays as well, so he is encouraged to do both. Association football or soccer is one of the most popular games in the British Isles played from late August until the beginning of May. In summer the English national sport is cricket. When the English say: ‘that’s not cricket ‘it means ‘that’s not fair’, ‘to play the game’ means ‘to be fair’.
Association football
   Association football, more commonly known as football or soccer, is a team sport played between two teams of eleven players, and is widely considered to be the most popular sport in the world.[1]

 HYPERLINK "http://en.wikipedia.org/wiki/Soccer" \l "cite_note-1#cite_note-1" \o "" [2]

 HYPERLINK "http://en.wikipedia.org/wiki/Soccer" \l "cite_note-2#cite_note-2" \o "" [3]

 HYPERLINK "http://en.wikipedia.org/wiki/Soccer" \l "cite_note-3#cite_note-3" \o "" [4] It is a football variant played on a rectangular grass or artificial turf field, with a goal at each of the short ends. The object of the game is to score by maneuvering the ball into the opposing goal. In general play, the goalkeepers are the only players allowed to use their hands or arms to propel the ball; the rest of the team usually use their feet to kick the ball into position, occasionally using their torso or head to intercept a ball in midair. The team that scores the most goals by the end of the match wins. If the score is tied at the end of the game, either a draw is declared or the game goes into extra time and/or a penalty shootout, depending on the format of the competition.

   The modern game was codified in England following the formation of The Football Association, whose 1863 Laws of the Game created the foundations for the way the sport is played today. Football is governed internationally by the Federation International de Football Association (International Federation of Association Football), commonly known by the acronym FIFA. The most prestigious international football competition is the FIFA World Cup, held every four years. This event, the most widely viewed in the world, boasts an audience twice that of the Summer Olympic Games.[5]
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Overview
   Football is played in accordance with a set of rules known as the Laws of the Game. The game is played using a single spherical ball, known as the football. Two teams of eleven players each compete to get the ball into the other team's goal (between the posts and under the bar), thereby scoring a goal. The team that has scored more goals at the end of the game is the winner; if both teams have scored an equal number of goals then the game is a draw.

   The primary rule is that players (other than goalkeepers) may not deliberately handle the ball with their hands or arms during play (though they do use their hands during a throw-in restart). Although players usually use their feet to move the ball around, they may use any part of their bodies other than their hands or arms.[6] Within normal play, all players are free to play the ball in any direction and move throughout the pitch, though the ball cannot be received in an offside position.

   In typical game play, players attempt to create goal scoring opportunities through individual control of the ball, such as by dribbling, passing the ball to a team-mate, and by taking shots at the goal, which is guarded by the opposing goalkeeper. Opposing players may try to regain control of the ball by intercepting a pass or through tackling the opponent in possession of the ball; however, physical contact between opponents is restricted. Football is generally a free-flowing game, with play stopping only when the ball has left the field of play or when play is stopped by the referee. After a stoppage, play recommences with a specified restart.[7]
   At a professional level, most matches produce only a few goals. For example, the 2005–06 season of the English Premier League produced an average of 2.48 goals per match.[8] The Laws of the Game do not specify any player positions other than goalkeeper,[9] but a number of specialised roles have evolved. Broadly, these include three main categories: strikers, or forwards, whose main task is to score goals; defenders, who specialise in preventing their opponents from scoring; and midfielders, who dispossess the opposition and keep possession of the ball in order to pass it to the forwards on their team. Players in these positions are referred to as outfield players, in order to discern them from the single goalkeeper. These positions are further subdivided according to the area of the field in which the player spends most time. For example, there are central defenders, and left and right midfielders. The ten outfield players may be arranged in any combination. The number of players in each position determines the style of the team's play; more forwards and fewer defenders creates a more aggressive and offensive-minded game, while the reverse creates a slower, more defensive style of play. While players typically spend most of the game in a specific position, there are few restrictions on player movement, and players can switch positions at any time.[10] The layout of a team's players is known as a formation. Defining the team's formation and tactics is usually the prerogative of the team's manager.[11]
History
   Map showing the popularity of football around the world. Countries where football is the most popular sport are coloured green, while countries where it is not are coloured red. The various shades of green and red indicate the number of players per 1,000 inhabitants.

   Games revolving around the kicking of a ball have been played in many countries throughout history. According to FIFA, the "very earliest form of the game for which there is scientific evidence was an exercise of precisely this skilful technique dating back to the 2nd and 3rd centuries BC in China (the game of cuju)."[12] Various forms of football were played in medieval Europe, though rules varied greatly by both period and location.

   The modern rules of football are based on the mid-19th century efforts to standardise the widely varying forms of football played at the public schools of England.

   The Cambridge Rules, first drawn up at Cambridge University in 1848, were particularly influential in the development of subsequent codes, including association football. The Cambridge Rules were written at Trinity College, Cambridge, at a meeting attended by representatives from Eton, Harrow, Rugby, Winchester and Shrewsbury schools. They were not universally adopted. During the 1850s, many clubs unconnected to schools or universities were formed throughout the English-speaking world, to play various forms of football. Some came up with their own distinct codes of rules, most notably the Sheffield Football Club, formed by former public school pupils in 1857,[13] which led to formation of a Sheffield FA in 1867. In 1862, John Charles Thring of Uppingham School also devised an influential set of rules.[14]
   These ongoing efforts contributed to the formation of The Football Association (The FA) in 1863, which first met on the morning of 26 October 1863 at the Freemason's Tavern in Great Queen Street, London.[15] The only school to be represented on this occasion was Charterhouse. The Freemason's Tavern was the setting for five more meetings between October and December, which eventually produced the first comprehensive set of rules. At the final meeting, the first FA treasurer, the representative from Blackheath, withdrew his club from the FA over the removal of two draft rules at the previous meeting, the first which allowed for the running with the ball in hand and the second, obstructing such a run by hacking (kicking an opponent in the shins), tripping and holding. Other English rugby football clubs followed this lead and did not join the FA, or subsequently left the FA and instead in 1871 formed the Rugby Football Union. The eleven remaining clubs, under the charge of Ebenezer Cobb Morley, went on to ratify the original thirteen laws of the game.[15] These rules included handling of the ball by "marks" and the lack of a crossbar, rules which made it remarkably similar to Victorian rules football being developed at that time in Australia. The Sheffield FA played by its own rules until the 1870s with the FA absorbing some of its rules until there was little difference between the games.

   The laws of the game are currently determined by the International Football Association Board (IFAB). The Board was formed in 1886[16] after a meeting in Manchester of The Football Association, the Scottish Football Association, the Football Association of Wales, and the Irish Football Association. The world's oldest football competition is the FA Cup, which was founded by C. W. Alcock and has been contested by English teams since 1872. The first official international football match took place in 1872 between Scotland and England in Glasgow, again at the instigation of C. W. Alcock. England is home to the world's first football league, which was founded in Birmingham in 1888 by Aston Villa director William McGregor.[17] The original format contained 12 clubs from the Midlands and the North of England. The Federation International de Football Association (FIFA), the international football body, was formed in Paris in 1904 and declared that they would adhere to Laws of the Game of the Football Association.[18] The growing popularity of the international game led to the admittance of FIFA representatives to the International Football Association Board in 1913. The board currently consists of four representatives from FIFA and one representative from each of the four British associations.

   Today, football is played at a professional level all over the world. Millions of people regularly go to football stadiums to follow their favourite teams,[19] while billions more watch the game on television.[20] A very large number of people also play football at an amateur level. According to a survey conducted by FIFA published in 2001, over 240 million people from more than 200 countries regularly play football.[21] Its simple rules and minimal equipment requirements have no doubt aided its spread and growth in popularity.

   In many parts of the world football evokes great passions and plays an important role in the life of individual fans, local communities, and even nations; it is therefore often claimed to be the most popular sport in the world. ESPN has spread the claim that the Côte d'Ivoire national football team helped secure a truce to the nation's civil war in 2005. By contrast, football is widely considered to be the final proximate cause in the Football War in June 1969 between El Salvador and Honduras.[22] The sport also exacerbated tensions at the beginning of the Yugoslav wars of the 1990s, when a match between Dinamo Zagreb and Red Star Belgrade devolved into rioting in March 1990.[23]
Laws
   There are seventeen laws in the official Laws of the Game. The same Laws are designed to apply to all levels of football, although certain modifications for groups such as juniors, seniors or women are permitted. The laws are often framed in broad terms, which allow flexibility in their application depending on the nature of the game. In addition to the seventeen laws, numerous IFAB decisions and other directives contribute to the regulation of football. The Laws of the Game are published by FIFA, but are maintained by the International Football Association Board, not FIFA itself.[24]
Players, equipment and officials
   Each team consists of a maximum of eleven players (excluding substitutes), one of whom must be the goalkeeper. Competition rules may state a minimum number of players required to constitute a team; this is usually seven. Goalkeepers are the only players allowed to play the ball with their hands or arms, provided they do so within the penalty area in front of their own goal. Though there are a variety of positions in which the outfield (non-goalkeeper) players are strategically placed by a coach, these positions are not defined or required by the Laws.[9]
   The basic equipment or kit players are required to wear includes a shirt, shorts, socks, footwear and adequate shin guards. Headgear is not a required piece of basic equipment, but players today may choose to wear it to protect themselves from head injury. Players are forbidden to wear or use anything that is dangerous to themselves or another player, such as jewellery or watches. The goalkeeper must wear clothing that is easily distinguishable from that worn by the other players and the match officials.[25]
   A number of players may be replaced by substitutes during the course of the game. The maximum number of substitutions permitted in most competitive international and domestic league games is three, though the permitted number may vary in other competitions or in friendly matches. Common reasons for a substitution include injury, tiredness, ineffectiveness, a tactical switch, or time wasting at the end of a finely poised game. In standard adult matches, a player who has been substituted may not take further part in a match.[26]
   A game is officiated by a referee, who has "full authority to enforce the Laws of the Game in connection with the match to which he has been appointed" (Law 5), and whose decisions are final. The referee is assisted by two assistant referees. In many high-level games there is also a fourth official who assists the referee and may replace another official should the need arise.[27]
Pitch
   IFABAs the Laws were formulated in England, and were initially administered solely by the four British football associations within , the standard dimensions of a football pitch were originally expressed in imperial units. The Laws now express dimensions with approximate metric equivalents (followed by traditional units in brackets), though popular use tends to continue to use traditional units in English-speaking countries with a relatively recent history of metrication, such as Britain.[28]
   The length of the pitch for international adult matches is in the range 100–110 m (110–120 yd) and the width is in the range 64–75 m (70–80 yd). Fields for non-international matches may be 91–120 m (100–130 yd) length and 45–91 m (50–101 yd) in width, provided that the pitch does not become square. The longer boundary lines are touchlines or sidelines, while the shorter boundaries (on which the goals are placed) are goal lines. A rectangular goal is positioned at the middle of each goal line.[29] The inner edges of the vertical goal posts must be 7.3 m (8 yd) apart, and the lower edge of the horizontal crossbar supported by the goal posts must be 2.44 m (8 ft) above the ground. Nets are usually placed behind the goal, but are not required by the Laws.[30]
    In front of each goal is an area known as the penalty area. This area is marked by the goal line, two lines starting on the goal line 16.5 m (18 yd) from the goalposts and extending 16.5 m (18 yd) into the pitch perpendicular to the goal line, and a line joining them. This area has a number of functions, the most prominent being to mark where the goalkeeper may handle the ball and where a penalty foul by a member of the defending team becomes punishable by a penalty kick. Other markings define the position of the ball or players at kick-offs, goal kicks, penalty kicks and corner kicks.[31]
Duration and tie-breaking methods
   A standard adult football match consists of two periods of 45 minutes each, known as halves. Each half runs continuously, meaning that the clock is not stopped when the ball is out of play. There is usually a 15-minute half-time break between halves. The end of the match is known as full-time.

    The referee is the official timekeeper for the match, and may make an allowance for time lost through substitutions, injured players requiring attention, or other stoppages. This added time is commonly referred to as stoppage time or injury time, and is at the sole discretion of the referee. The referee alone signals the end of the match. In matches where a fourth official is appointed, toward the end of the half the referee signals how many minutes of stoppage time he intends to add. The fourth official then informs the players and spectators by holding up a board showing this number. The signaled stoppage time may be further extended by the referee.[32] Added time was introduced because of an incident which happened in 1891 during a match between Stoke and Aston Villa. Trailing 1–0 and with just two minutes remaining, Stoke were awarded a penalty. Villa's goalkeeper kicked the ball out of the ground, and by the time the ball had been recovered, the 90 minutes had elapsed and the game was over.[33]
   In league competitions, games may end in a draw, but in some knockout competitions if a game is tied at the end of regulation time it may go into extra time, which consists of two further 15-minute periods. If the score is still tied after extra time, some competitions allow the use of penalty shootouts (known officially in the Laws of the Game as "kicks from the penalty mark") to determine which team will progress to the next stage of the tournament. Goals scored during extra time periods count toward the final score of the game, but kicks from the penalty mark are only used to decide the team that progresses to the next part of the tournament (with goals scored in a penalty shootout not making up part of the final score).

   In competitions using two-legged matches, each team competes at home once, with an aggregate score from the two matches deciding which team progresses. Where aggregates are equal, the away goals rule may be used to determine the winners, in which case the winner is the team that scored the most goals in the leg played away from home. If the result is still equal, kicks from the penalty mark are usually required, though some competitions may require a tied game to be replayed.

    In the late 1990s and early 2000s, the IFAB experimented with ways of creating a winner without requiring a penalty shootout, which was often seen as an undesirable way to end a match. These involved rules ending a game in extra time early, either when the first goal in extra time was scored (golden goal), or if one team held a lead at the end of the first period of extra time (silver goal). Golden goal was used at the World Cup in 1998 and 2002. The first World Cup game decided by a golden goal was France's victory over Paraguay in 1998. Germany was the first nation to score a golden goal in a major competition, beating Czech Republic in the final of Euro 1996. Silver goal was used in Euro 2004. Both these experiments have been discontinued by IFAB.[34]
Ball in and out of play
   Under the Laws, the two basic states of play during a game are ball in play and ball out of play. From the beginning of each playing period with a kick-off until the end of the playing period, the ball is in play at all times, except when either the ball leaves the field of play, or play is stopped by the referee. When the ball becomes out of play, play is restarted by one of eight restart methods depending on how it went out of play:

· Kick-off: following a goal by the opposing team, or to begin each period of play.[7] 

· Throw-in: when the ball has wholly crossed the touchline; awarded to opposing team to that which last touched the ball.[35] 

· Goal kick: when the ball has wholly crossed the goal line without a goal having been scored and having last been touched by an attacker; awarded to defending team.[36] 

· Corner kick: when the ball has wholly crossed the goal line without a goal having been scored and having last been touched by a defender; awarded to attacking team.[37] 

· Indirect free kick: awarded to the opposing team following "non-penal" fouls, certain technical infringements, or when play is stopped to caution or send-off an opponent without a specific foul having occurred. A goal may not be scored directly from an indirect free kick.[38] 

· Direct free kick: awarded to fouled team following certain listed "penal" fouls.[38] 

· Penalty kick: awarded to the fouled team following a foul usually punishable by a direct free kick but that has occurred within their opponent's penalty area.[39] 

· Dropped-ball: occurs when the referee has stopped play for any other reason, such as a serious injury to a player, interference by an external party, or a ball becoming defective. This restart is uncommon in adult games.[7] 

Misconduct
   A foul occurs when a player commits an offence listed in the Laws of the Game while the ball is in play. The offences that constitute a foul are listed in Law 12. Handling the ball deliberately, tripping an opponent, or pushing an opponent, are examples of "penal fouls", punishable by a direct free kick or penalty kick depending on where the offence occurred. Other fouls are punishable by an indirect free kick.[6]
   The referee may punish a player or substitute's misconduct by a caution (yellow card) or sending-off (red card). A second yellow card at the same game leads to a red card, and therefore to a sending-off. If a player has been sent-off, no substitute can be brought on in their place. Misconduct may occur at any time, and while the offences that constitute misconduct are listed, the definitions are broad. In particular, the offence of "unsporting behaviour" may be used to deal with most events that violate the spirit of the game, even if they are not listed as specific offences. A referee can show a yellow or red card to a player, substitute or substituted player. Non-players such as managers and support staff cannot be shown the yellow or red card, but may be expelled from the technical area if they fail to conduct themselves in a responsible manner.[6]
   Rather than stopping play, the referee may allow play to continue if doing so will benefit the team against which an offence has been committed. This is known as "playing an advantage". The referee may "call back" play and penalise the original offence if the anticipated advantage does not ensue within a short period, typically taken to be four to five seconds. Even if an offence is not penalised due to advantage being played, the offender may still be sanctioned for misconduct at the next stoppage of play.

   The most complex of the Laws is offside. The offside law limits the ability of attacking players to remain forward (i.e. closer to the opponent's goal line) of the ball, the second-to-last defending player (which can include the goalkeeper), and the half-way line.[40]
Governing bodies
   The recognised international governing body of football (and associated games, such as futsal and beach soccer) is the Federation International de Football Association (FIFA). The FIFA headquarters are located in Zürich.

   Six regional confederations are associated with FIFA; these are:

· Asia: Asian Football Confederation (AFC) 

· Africa: Confederation of African Football (CAF) 

· Central/North America & Caribbean: Confederation of North, Central American and Caribbean Association Football (CONCACAF; also known as The Football Confederation) 

· Europe: Union of European Football Associations (UEFA) 

· Oceania: Oceania Football Confederation (OFC) 

· South America: Confederation Sudamericana  Football (South American Football Confederation; CONMEBOL) 

   National associations oversee football within individual countries. These are affiliated both with FIFA and with their respective continental confederations.

International competitions
   The major international competition in football is the World Cup, organised by FIFA. This competition takes place over a four-year period. More than 190 national teams compete in qualifying tournaments within the scope of continental confederations for a place in the finals. The finals tournament, which is held every four years, involves 32 national teams competing over a four-week period.[41] The 2006 FIFA World Cup took place in Germany; in 2010 it will be held in South Africa.[42]
   There has been a football tournament at every Summer Olympic Games since 1900, except at the 1932 games in Los Angeles. Before the inception of the World Cup, the Olympics (especially during the 1920s) had the same status as the World Cup. Originally, the event was for amateurs only,[18] however, since the 1984 Summer Olympics professional players have been permitted, albeit with certain restrictions which prevent countries from fielding their strongest sides. Currently, the Olympic men's tournament is played at Under-23 level. In the past the Olympics have allowed a restricted number of over-age players per team;[43] but that practice will cease in the 2008 Olympics. The Olympic competition is not generally considered to carry the same international significance and prestige as the World Cup. A women's tournament was added in 1996; in contrast to the men's event, full international sides without age restrictions play the women’s Olympic tournament. It thus carries international prestige considered comparable to that of the FIFA Women's World Cup.

   After the World Cup, the most important international football competitions are the continental championships, which are organised by each continental confederation and contested between national teams. These are the European Championship (UEFA), the Cope America (CONMEBOL), African Cup of Nations (CAF), the Asian Cup (AFC), the CONCACAF Gold Cup (CONCACAF) and the OFC Nations Cup (OFC). The most prestigious competitions in club football are the respective continental championships, which are generally contested between national champions, for example the UEFA Champions League in Europe and the Cope Liberators of America in South America. The winners of each continental competition contest the FIFA Club World Cup.[44]
Domestic competitions
   The governing bodies in each country operate league systems, normally comprising several divisions, in which the teams gain points throughout the season depending on results. Teams are placed into tables, placing them in order according to points accrued. Most commonly, each team plays every other team in its league at home and away in each season, in a round-robin tournament. At the end of a season, the top team is declared the champion. The top few teams may be promoted to a higher division, and one or more of the teams finishing at the bottom are relegated to a lower division. The teams finishing at the top of a country's league may be eligible also to play in international club competitions in the following season. The main exceptions to this system occur in some Latin American leagues, which divide football championships into two sections named Apertura and Clausura, awarding a champion for each.

   The majority of countries supplement the league system with one or more cup competitions. These are organised on a knock-out basis, the winner of each match proceeding to the next round; the loser takes no further part in the competition.

   Some countries' top divisions feature highly paid star players; in smaller countries and lower divisions, players may be part-timers with a second job, or amateurs. The five top European leagues—Serie A (Italy), La Liga (Spain), the Premier League (England),[45] the Bundesliga (Germany) and Ligue 1 (France)—attract most of the world's best players.[citation needed]
Etymology
   The rules of football were codified in England by the Football Association in 1863, and the name association football was coined to distinguish the game from the other forms of football played at the time, specifically rugby football. The term soccer originated in England, first appearing in the 1880s as a slang abbreviation of the word "association", often credited to former England captain Charles Wreford-Brown.[46]
   Today the sport is generally known simply as football in countries where it is the most popular football code. In countries where other codes are more popular, the sport is more commonly referred to as soccer, and indeed is referred to as such in the official names of the governing bodies in the United States and Canada. FIFA, the sport's world governing body, defines the sport as association football in its statutes,[47] but the term most commonly used by FIFA and the International Olympic Committee is football.

See also
· Association football culture 

· List of association football clubs 

· List of men's national association football teams 

· List of top association football goal scorers 

· List of top association football goal scorers by country 

· Lists of association football players 

· List of association football competitions 

· Paralympics association football 
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Beach soccer
   Beach Football (Beasal) is a variant of the sport of football. The game itself is played on a beach, or some form of sand, and emphasises skill, agility and shooting at goal.

   Whilst football has been played informally on beaches for many years, the introduction of beach soccer was an attempt to codify rules for the game. This was done in 1992 by the founders of Beach Soccer Worldwide, a company set up to develop the sport and responsible for the majority of its tournaments to this day. This was a major foundation for what we now know as beach soccer and what has led to the sport rapidly growing in popularity.

   The irregularity of the soft-sand playing surface leads to a totally different style of play which is played in football, where players must improvise. The compact pitch, much smaller than a regular football pitch, allows players to score from anywhere on the sand. This leads to high scoring games, with an average of sixty attempts at goal in a single game, with an average scoring rate of one goal every three or four minutes, which means around eleven goals are scored in total per game.

History
Foundation of the Sport 1992-1993
   Beach Soccer (Beasal) started in Brazil, more precisely at Leme beach, Rio de Janeiro, and has grown to be an international game. The participation of internationally renowned players such as flamboyant Frenchman Eric Cantona, legendary Spanish strikers Michel and Julio Salinas and Brazilian stars such as Romario, Júnior and Zico has helped to expand television coverage to large audiences in over 170 countries worldwide, making Beach Soccer one of the fastest growing professional sports in the world and converting it into a major showcase for international commercial opportunity.

   Beach Soccer had been played recreationally all over the world for many years and in many different formats. In 1992 the laws of the game were envisioned and a pilot event was staged by the founding partners of BSWW in Los Angeles. By 1993, the first professional beach soccer competition was organized at Miami Beach, with teams from the United States, Brazil, Argentina and Italy taking part.

Growth of the Sport 1994-2000
   In April 1994 the first event to be covered by network television transmissions was held on Copacabana Beach in Rio de Janeiro and the city hosted the first Beach Soccer World Championship in 1995. The competition was won by the host nation, making Brazil the first ever World Champions of Beach Soccer. The success of the tournament saw commercial interest begin to match developments on the pitch and growing demand for the sport around the world gave rise to the Pro Beach Soccer Tour in 1996.

   The first Pro Beach Soccer Tour included a total of 60 games in two years across South America, Europe, Asia and the United States, attracting major names both on and off the pitch. Interest generated by the tour in Europe led to the creation of the European Pro Beach Soccer League in 1998, providing a solid infrastructure that would increase the professionalism of the spectacle on all levels. The EPBSL, now known as the Euro BS League, brought promoters together from across the continent and satisfied the demands of the media, sponsors and fans. Only four years on from its creation, the successful first step in the building of a legitimate Worldwide Competition Structure for the sport of Pro Beach Soccer had been taken.

   Behind the scenes key developments were also taking place, with the Beach Soccer Company relocating its headquarters to Europe, firstly to Monaco and then Barcelona, before becoming Pro Beach Soccer, S.L. in April 2000. One year later they would join forces with Octagon Koch Tavares, who had continued to organise the World Championships and events in South America, to form a single entity known as Beach Soccer Worldwide (BSWW), with the aim of unifying all major Pro Beach Soccer tournaments in the world under the same structure and providing representation of the sport to major sponsors, the media and FIFA.

   The EPBSL was also flourishing, a nail-biting 2000 season was decided in the closing match of the final tournament when Spain beat Portugal in an intense encounter. The Americas League also took shape, with teams entered from North and South America, whilst the Pro Beach Soccer Tour extended its horizons to the United Arab Emirates, Thailand, Mexico, Greece, Japan, Australia and the United Kingdom.

Recent Years 2001-Present
   The next four years would see this growth consolidated by further progress both on and off the pitch, with the EPBSL emerging as the strongest Pro Beach Soccer competition in the world. By 2004, some seventeen nations had entered teams, with this number expected to rise to over twenty for the Euro BS League in 2005, contributing to vastly expanded television coverage of the series and unprecedented demand from promoters in more than seventy countries looking to stage events.

   Such interest has allowed BSWW to strike major sponsorship deals with international companies including McDonalds, Coca-Cola and MasterCard, who stepped up their involvement in 2004 and are now title sponsors of the Euro BS League. Recognition has also come from FIFA, who have cited BSWW as the major entity behind the creation and growth of Beach Soccer, forming a highly promising partnership that that was in its full splendour seen in the 2005 world cup, held in copacabana beach, Brazil. France won the first world cup and the next year Brazil won it at the same venue. The world cup has continued to florish with the first world cup to be held outside Brazil in 2008.

Rules
Players
   Each team consists of five players, including the goalkeeper and an unlimited amount of substitutions, from a selection of 3 to 5 players. Throw-ins and kick-ins mean the pace and flow of the game is much higher than regular football. Shoes are not allowed, although ankle guards are permitted. Goal kicks are taken by the goalie using his hands to throw the ball.

Match Length
   A game lasts thirty-six minutes, and is split up into three twelve-minute periods. Every beach soccer match is won by one team, with the game going into three minutes of extra time, followed by a penalty shootout if the score is still on level terms after normal time. Unlike association football, penalty kicks are decided by sudden death rules.

Referees and Discipline
   Three referees officiate the match. Two on the pitch and one off, controlling the teams' benches. Any fouls committed lead to a free kick on goal, which has to be taken by the player who was fouled, unless awarded for deliberate handling. Blue cards can be issued, forcing the offending player to leave the game for two minutes whilst his team plays on with one less player. Normal yellow and red cards can be issued however if a player receives a red card, the team can substitute him after two minutes.

Pitch
   A beach soccer pitch is a lot smaller than a regular football pitch. In international competition, the pitch is composed entirely of sand and is cleared of pebbles and seashells, along with any other objects which could injure a player. The pitch is be rectangular in shape, and the touch line is be longer than the goal line.
   The pitch is usually:

· Length: 35-37m (38.2-40.4 yds) 

· Width: 26-28m (28.4-30.6 yds) 

   The penalty area is within 9m (9.8 yds) of the goals, and is marked by a yellow flag situated in touch. Two red flags opposite each other are at the centre of the pitch to represent the half-way line.

See also
The following are main Beach Soccer competitions:
International:
· FIFA Beach Soccer World Cup 

· Mundialito de Futebol de Praia 

Confederation:
· Euro Beach Soccer Cup 

· Euro Beach Soccer League 

· CONMEBOL Beach Soccer Championship 

· CONCACAF Beach Soccer Championship 

· CAF Beach Soccer Championship 

· OFC Beach Soccer Championship 

External links
· SoCal Beach FC - Professional Beach Soccer Club from Oceanside, CA 

· Laws of the Game at FIFA 

· Beach Soccer Tournament at the Birthplace of Springsteen 

· Beach soccer tournaments and training in NJ 

· Cape Express Beach Blast, Wildwood, NJ 

· The Southern California Beach Soccer Championships 

· Soccer on the Beach Tournament - Florida 

· North American Sand Soccer Championships - Virginia Beach, VA 

· Chicago Beach Soccer Invitational - Chicago, IL 

· Beach soccer tournaments and gear information at Soccadelic 

· European Beachsoccer Pro and Amateur Championship 

· Sandown Sociedad English Beach Soccer Club 

IWBSA: Isle Of Wight Beachsoccer Pro and Amateur Championships - England
Table tennis

   Table tennis, also known as ping pong, is a sport in which two or four players hit a lightweight, hollow ball back and forth to each other with rackets (also known as 'bats' or 'paddles'). The game takes place on a hard table divided by a net. Players must allow a ball played towards them only one bounce on their side of the table and must return it so that it bounces on the opposite side. Points are scored when a player fails to return the ball within the rules. Play is fast and demands quick reactions. A skilled player can impart several varieties of spin to the ball, altering its trajectory and limiting an opponent's options to great advantage.

   The game is controlled by the International Table Tennis Federation (ITTF), founded in 1926. Since 1988, table tennis has been an Olympic sport which includes four events. From 1988 until 2004, the events were men's singles, women's singles, men's doubles and women's doubles. Since 2008 the doubles have been replaced by the team events (Beijing was the first time where table tennis had an Olympic team event).

General description
   The sport is played with two or four players hitting a ball with rackets back and forth to each other on a table, in a manner similar to tennis. The rules are slightly different, but the concept is very similar. In singles play, the serve is not required to cross from the server's right-hand court to the receiver's right-hand court (or left to left) as it is in tennis. However, serving across is required in doubles play. Ball spin, speed, placement, strategy and tactics play an important part in competitive table tennis matches. The speed of the ball can vary from slow serves with much spin to smashes that travel as fast as 112.5 kilometers per hour (70 mph). [1]
    The game is played on a 274 cm × 152.5 cm × 76 cm high (9 ft × 5 ft × 30 inches high) playing surface. The International Table Tennis Federation requires an area not less than 14 m long, 7 m wide and 5 m high for competitions. No limitations in size or shape are specified.

   Modern rackets usually have a thin layer of rubber covering the racket's striking surface. The rubber may have pimples pointing outwards or inwards, as well as a thin layer of sponge between the plywood center and the rubber surface. Since spin plays a large role in the modern sport of table tennis, the composition of the rubber and the combination of sponge and rubber is designed to maximize the amount of spin and speed a player can impart onto the ball. Other technological improvements include the use of carbon or other synthetic layers as part of the blade to increase the size of the sweet spot or the stiffness of the blade.

   The ball used in table tennis has a diameter of 40 mm, is made of celluloid, and is hollow. A three star rating on a ball usually implies a top quality ball, in relation to its bounce, roundness and their respective consistency between balls of the same make and type.

   The winner is the first to score 11 points or more while being ahead by 2 points or more. Players alternate serves every two points. At 10-10 (or deuce) the players alternate with every serve; the winner is then the first person to gain a clear two points advantage over his opponent. The 11 point game is an International Table Tennis Federation (ITTF) change which occurred in 2001. All games played at national level and at international tournaments (ITTF) are played to 11 points in either a best of five (5) games (preliminaries) or best of seven (7) games format (championship matches).

History
   The game has its origins in England as an after-dinner amusement for upper-class Victorians in the 1880s. Mimicking the game of tennis in an indoor environment, everyday objects were originally enlisted to act as the equipment. A line of books would be the net, a rounded top of a champagne cork or knot of string as the ball, and a cigar box lid as the racket[2].

   Table tennis evolved into the modern game in Europe, the United States and Japan.[3] The popularity of the game led game manufacturers to sell the equipment commercially. Early rackets were often pieces of parchment stretched upon a frame, and the sound generated in play gave the game its first nicknames of "whiff-whaff" and "Ping-pong." A number of sources indicate that the game was first brought to the attention of Hamley's of Regent Street under the name "Gossima". The name "ping-pong" was in wide use before English manufacturer J. Jaques & Son Ltd trademarked it in 1901. The name "Ping-Pong" then came to be used for the game played by the rather expensive Jaques equipment, with other manufacturers calling theirs table tennis. A similar situation came to exist in the United States where Jaques sold the rights to the "Ping-Pong" name to Parker Brothers.

   The next major innovation was by James Gibb,[4] an English enthusiast of table tennis, who discovered novelty celluloid balls on a trip to the U.S. in 1901 and found them to be ideal for the game. This was followed by E.C. Goode who in 1901 invented the modern version of the racket by fixing a sheet of pimpled, or stippled, rubber to the wooden blade. Table tennis was growing in popularity by 1901 when table tennis tournaments were being organized, books on table tennis were being written, and an unofficial world championship was held in 1902. During the early 20th century the game was banned in Russia due to a belief that was held by the rulers at the time that playing the game had an adverse effect on players' eyesight. In 1921, the Table Tennis Association was founded in England, and the International Table Tennis Federation followed in 1926. London hosted the first official world championship in 1927. Table tennis was introduced as an Olympic sport at the Olympics in 1988.

   In the 1950s rackets that used a rubber sheet combined with an underlaying sponge layer changed the game dramatically, introducing greater spin and speed. These were introduced to England by the sports goods manufacturers S.W. Hancock Ltd. The use of speed glue increased the spin and speed even further, resulting in changes to the equipment to "slow the game down."

   Toward the end of 2000, the ITTF instituted several rules changes aimed at making table tennis more viable as a televised spectator sport. First, the older 38 mm (1.5 inch) balls were officially replaced by 40 mm balls. This increased the ball's air resistance and effectively slowed down the game. By that time, players had begun increasing the thickness of the fast sponge layer on their rackets, which made the game excessively fast, and difficult to watch on television. Secondly, the ITTF changed from a 21 to an 11 point scoring system. This was intended to make games more fast-paced and exciting. The ITTF also changed the rules on service to prevent a player from hiding the ball during service, in order to increase the average length of rallies and to reduce the server's advantage. Variants of the sport have emerged. "Large-ball" table tennis uses a 44 mm ball which slows down the game significantly. This has seen some acceptance by players who have a hard time with the extreme spins and speeds of the 40 mm game. The ball's mass is 2.47 grams.

    There is a move towards reviving the table tennis game that existed prior to the introduction of sponge rubber. Classic table tennis or "Hardbat" table tennis players reject the speed and spin of reversed sponge rubber, preferring the 1940-60s play style, with no-sponge, short pimpled rubber equipments, when defense is less difficult by decreasing the speed and eliminating any meaningful magnus effect of spin. Because hardbat killer shots are almost impossible to hit against a skilled player, hardbat matches focus on the strategic side of table tennis, requiring skillful maneuvering of the opponent before an attack can be successful.

Equipment
Ball
   The international rules specify that the game is played with a light 2.7 gram, 40 mm diameter ball. Generally, it is the most-used ball. The rules say that the ball shall bounce up 23 cm when dropped from a height of 30 cm thereby having a coefficient of restitution of 0.88. The 40 mm ball was introduced after the 2000 Olympic Games. However, this created some controversy as the Chinese National Team argued that this was merely to give non-Chinese players a better chance of winning[citation needed]. A 40 mm table tennis ball is slower and spins less than a 38 mm one. The ball is made of a high-bouncing gas-filled celluloid, colored white or orange, with a matte finish. The choice of ball color is made according to the table color and its surroundings. For example, a white ball is easier to see on a green or blue table than it is on a grey table. Stars on the ball indicate the quality of the ball. 3 stars indicates that it is of the highest quality.

Table
   The table is 2.74 m (9 ft) long, 1.525 m (5 ft) wide, and 76 cm (30 inch) high with a Masonite (a type of hardboard) or similarly manufactured timber, layered with a smooth, low-friction coating. The table or playing surface is divided into two halves by a 15.25 cm (6 inch) high net.[5] The table surface can either have a green or blue color.

Racket
   Players are equipped with a laminated wooden racket covered with rubber on one or two sides depending on the grip of the player. This is called either a paddle, racket or bat depending on where in the world the game is being played. In the USA the term "paddle" is common, in Europe the term is "bat," and the official ITTF term is "racket." This section will use the ITTF term.

   Table tennis regulations allow different surfaces on each side of the racket. The different types of surfaces provide various levels of spin or speed, or in some cases, nullify spin. For example, a player may have a rubber that provides much spin on one side of his racket, and no spin on the other side of the racket. By flipping the racket in play, different types of returns are possible. To help a player distinguish between different types of rubber used by his opposing player, international rules specify that one side must be red while the other side must be black. The player has the right to inspect his opponent's racket before a match to see the type of rubber used and what color it is. Despite high speed play and rapid exchanges, a player can see clearly what side of the racket was used to hit the ball. Current rules state that, unless damaged in play, the racket cannot be exchanged for another racket at any time during a match.

   Recent years have seen an advancement in technology of table tennis blades. Materials of different properties may be combined with the wood in the blade to enhance its playing performance. Many blades today feature one or more carbon layers within them to enhance their 'sweet spot', and to give the player a greater margin of error when playing powerful shots. Materials incorporated into table tennis blades today include titanium, acryl ate, aramids, fiberglass, and aluminum.

   The rubber coating may be of pimpled rubber, with the pimples outward, or it may be a rubber that is composed of two materials, a sponge layer, covered by a pimpled rubber, with the pimples pointed inwards or outwards. Some rackets are not covered with rubber at all, because a "naked" racket is more resistant to a spin. However, it is illegal to use these types of racket in competition as they are not approved by the ITTF. Some types of rubbers are also not approved. Approved rubbers have the ITTF emblem on the base of the rubber.[6]
   Players have many choices and variations in rubber sheets on their racket. Although a racket may be purchased with rubber by the manufacturer, most serious tournament players will create a customized racket. A player selects a blank blade (i.e. a racket without rubber), based on his playing style. The type of wood and synthetic layers used to make up the blade will provide a slower or faster blade. The player can choose from different types of rubber sheets which will provide a certain level of spin, speed and specific playing characteristics.

   Normally, a sheet of rubber is glued to a blade using rubber cement and not removed until the rubber wears out or becomes damaged. In the 1980s, a new technique was developed where the player would use a special glue called speed glue to apply the rubber every time he played. The glue would help provide more spin and speed by providing a "catapult" effect. This technique is known as "regluing" and has become a standard technique for top players.

   The surface of a racket will develop a smooth glossy patina with use. The rubber surface needs to be regularly cleaned to ensure it retains a high friction surface to impart spin to the ball. Players use a commercial cleaner, or just water and detergent as cleaning agents. [7]
   Racket construction and new rubber technology (skilled elite players typically select and attach the rubber to their own rackets and glue them before every match) contribute significantly to the amount of deviation from the expected ball flight path. The fairly recent development of speed glue speeds up the departure of the ball from the rubber considerably, though at the cost of some ball control on touch shots where little or no spin is put on the ball. Speed glue was allowed for the last time in the 2008 Summer Olympics. From the 2012 Summer Olympics on speed glue will be banned at the Olympic games. [8]
   Different types of rubber sheets 

· Inverted (non-Chinese): This is the most widely used rubber type. The surface is smooth, with the pimpled side facing inwards toward the blade. This enables the player to generate high levels of spin and speed. Spin is generated not by the action of the topsheet alone, but also by the ball sinking into the sponge and allowing greater surface area to contact the ball. 

· Inverted (Chinese): Chinese rubbers typically have stickier (or "tackier") topsheets. Spin is generated mainly by the topsheet, as opposed to the sponge, which is more condensed and firm. The result is usually a far better short game and potential offensive capabilities than normal inverted, but also a less consistent defensive and/or counter play. 

· Short pimples (or "pips"): Short pimples-out rubbers are usually used by close-to-the-table hitters (for example, Liu Guoliang). They do not generate as much spin as inverted rubbers, but also make the user less susceptible to the opponent's spin. Speed generated from a short pip rubber is generally greater than that of an inverted with the same sponge. Depending on the thickness of the sponge it is also possible to play a chopping game with short pimples by varying the spin of the return. Whilst blocking and attacking a "dead ball" effect is often noticed. Ding Song is an exponent of this style. 

· Long pimples (or "pips"): Long pimples-out rubbers carry relatively long and soft pips. They do not have the ability to generate any real spin of their own, but feed off of the opponent's spin instead. This allows the user to confuse the opponent and upset his or her rhythm. Long pips rely on the opponent's oncoming spin, as they tend to "continue" the opponent's spin, by bending upon impact, rather than reversing or changing the spin like inverted rubbers (for example, a topspin executed by the opponent will return to him/her as a backspin after contact with the pimples). Long pips are usually used by close-to-the-table blockers, or choppers, but, in some cases, they can be used away from the table for long distance chops. They are usually only used on the backhand side, as they offer very limited attacking capabilities. Depending on the grip of the sides of the pimples and the thickness of the sponge it is also possible to play an aggressive game with long pips, although without much spin capability. 

· Anti-spin: Anti-spin rubbers may look similar to the inverted ones, but their surfaces are very slick and frictionless. Like long pimples, they cannot generate much spin. Anti-spin is also not very susceptible to the opponents oncoming spin, due to the low coefficient of friction of the rubber's surface, as well as the incredibly soft sponge, which is designed to cushion or absorb the momentum of the ball upon impact. This is also used to confuse the opponent, but is not widely used at the international level. 

Game play
Starting a game
   In top-flight competition, service is decided by a coin toss. At lower levels it is common for one player (or the umpire/scorer) to hide the ball in one or the other hand (usually hidden under the table), allowing the other player to guess which hand the ball is in. The correct or incorrect guess gives the "winner" the option to choose to serve, receive, or to choose which side of the table to use. Another method is for one player to hit the ball to the other and he or she returns it or by hitting it back and forth four times and then playing out the point. This is commonly referred to as PONG. Then, they play one point to see who serves first. Players also determine the first to serve by placing a racket on the table with the handle off the board, taking turns throwing the ball at their opponent's racket. The first to strike the opponent's racket without receiving a return shot gets the serve.

Service
   In game play, the player serving the ball commences a point. Standing so that the ball is held behind the endline of the table, with the ball in the palm of the free hand - over the table's height - and the racket in the other, the server tosses the ball without spin, upward, at least 16 centimeters (approximately 6 inches). In casual (non-tournament) games, many players do not toss the ball upward, however this is technically illegal and can give the serving player an unfair advantage. The ball must remain above the height of the table at all times. The server cannot use his body or clothing to obstruct sight of the ball; the opponent and the umpire must have a clear view of the ball at all times.

   He or she then must hit the ball from behind the baseline such that it bounces once on his or her half of the table, and then bounces at least one time on the opponent's half. If the ball strikes the net but does not strike the opponent's half of the table, then a point is awarded to the opponent. However, if the ball hits the net, but nevertheless goes over and bounces on the other side, it is called a let (or net-in). Play stops, and the ball must be served again with no penalty. A player may commit any number of lets without penalty.

   If the service is "good", then the opponent must then make a "good" return — by returning the ball before it bounces on his or her side of the table a second time. Returning the serve is one of the most difficult parts of the game, as the server's first move is often the least predictable - due to the numerous spin choices at his or her disposal - and thus most advantageous to him or her.

Hitting the ball
   Any hitting of the ball must be done such that the ball passes over or around the net. If the ball is struck such that it travels around the net, but still lands on the opponent's side of the table, the hit is legal and play should be continued. If the opponent cannot return it over (or around) the net and make it bounce on your side, then you win the point.

Scoring
   Points are awarded to the opponent for any of several errors in play: [9]
· Allowing the ball to bounce on one's own side twice 

· Double hitting the ball. Note that the hand above the wrist is considered part of the racket and making a good return off one's hand or fingers on the racket-holding hand is allowed, but hitting one's hand or fingers and subsequently hitting the racket is a double strike and an error. 

· Allowing the ball to strike anything other than the racket (see above for definition of the racket) 

· Causing the ball not to bounce on the opponent's half (i.e., not making a "good" return) 

· Placing one's free hand on the playing surface or moving the playing surface 

· Offering and failing to make a good serve (i.e., making a service toss and failing to strike the ball fairly into play) 

· Making an illegal serve: (e.g., one preceded by a player's hiding the ball or his failing to toss the ball at least 16 centimetres (six inches) in the air). 

· Hitting the net with racket or any body part. 

· By volleying the ball (not allowing the ball to bounce on your side) 

Alternation of service
   Service alternates between opponents every two points (regardless of winner of the rally) until a player reaches 11 points with at least a two-point lead, or until both players have 10 points a piece. If both players reach 10 points, then service alternates after each point, until one player gains a two-point advantage.

   In doubles, service alternates every two points between sides, but also rotates between players on the same team. At the end of every two points, the receiving player becomes the server, and the partner of the serving player becomes the receiver.

   In the older 21-point game system, service would alternate every 5 points. If both players reached a score of 20, then service would alternate each point until one player gains a two-point advantage.

Series of games
   After each game, players switch sides of the table and in the fifth or seventh, game "for the match", players switch sides when the first player scores 5 points, regardless of whose turn it is to serve. In competition play, matches are typically best of five or seven games.

Doubles game
   In addition to games between individual players, pairs may also play table tennis. In doubles, all the rules of single play apply except for the following. A line painted along the long axis of the table to create doubles courts bisects the table. This line's only purpose is to facilitate the doubles service rule, which is that service, must originate from the right hand "box" in such a way that the first bounce of the serve bounces once in said right hand box and then must bounce at least once in the opponent side's right hand box (far left box for server). Play then continues normally with the exception that players must alternate hitting the ball. For example, after a player serves, the receiving player makes his or her return, the server's partner returns the ball and then the service receiver's partner would play the ball. The point proceeds this way until one side fails to make a legal return and the point is then awarded to the other team. Also, when the game reaches the final set, the teams must switch side and the team that receives the service must switch receiver when one of the teams reach 5 points. Singles and doubles are both played in international competition, including the Olympic Games since 1988 and the Commonwealth Games since 2002. In 2005, the ITTF announced that doubles table tennis will only be featured as a part of teams events in the 2008 Olympics. 

Styles of play
Grip
   Competitive table tennis players grip their rackets in a variety of ways. The manner in which competitive players grip their rackets can be classified into two major families of styles. One is described as penhold, and the other shakehand. The Laws of Table Tennis do not prescribe the manner in which one must grip the racket, and numerous variations on gripping styles exist.

Penhold  

The penhold grip is so-named because one grips the racket similarly to the way one holds a writing instrument. The style of play among penhold players can vary greatly from player to player. The most popular style, usually referred to as the Chinese penhold style, involves curling the middle, ring, and fourth finger on the back of the blade. The amount of curl in the fingers can vary from clenched, to almost perfectly straight. The three fingers however, will always remain touching one another. Chinese penholders favour a round racket head, for a more over-the-table style of play. In contrast, another style, sometimes referred to as the Japanese penhold grip, involves splaying those three fingers out across the back of the racket, usually with all three fingers touching the back of the racket, rather than stacked upon one another. Japanese penholders will often use a square-headed racket for an away-from-the-table style of play. Traditionally these square-headed rackets feature a block of cork on top of the handle, as well as a thin layer of cork on the back of the racket, for increased grip and comfort. Penhold styles are popular among players originating from East Asian regions such as China, Taiwan, Japan, and South Korea.
Traditionally, penhold players use only one side of the racket to hit the ball during normal play. The side which is in contact with the last three fingers is generally not used. However, the Chinese have developed a new technique in which a penholder utilizes both sides of the racket. This is referred to as the Reverse penhold backhand (RPB) where the player produces a stroke (most often topspin) by turning the traditional side of the racket to face him or herself, and swinging, with a backhand motion, using the opposite side of the racket. This stroke has greatly improved and strengthened the penhold style both physically and psychologically, as it eliminates the strategical weakness of the traditional penhold backhand. 

The shakehand grip is so-named because one grips the racket similarly to the way one performs a handshake. The grip is sometimes colloquially referred to as a "tennis grip" or a "Western grip," although it has no correlation to the Western grip used in Tennis. The shakehand grip is most popular among players originating in Western nations and South Asian nations, for example. Today, though, there are many Asian players using the shakehand grip[citation needed]. This is due to the increasingly fast nature of the game, making the backhand stroke more prevalent, a stroke which is difficult to execute consistently at a high standard when using the penhold grip. 

Types of shots
   The strokes break down into generally offensive and defensive. The types of strokes include backhand and forehand. The shots vary from the forehand loop to the backhand smash.

Offensive strokes
Speed drive  

These strokes differ to ones from other racket sports like tennis. The racket is primarily perpendicular to the direction of the stroke, and most of the energy applied to the ball results in speed rather than spin, creating a shot that does not arc much, but is fast enough that it can be difficult to return. A speed drive is used mostly for keeping the ball in play, applying pressure on the opponent and potentially opening up an opportunity for a more powerful attack. 

Loop drive  

Essentially the reverse of the speed drive. The racket is much more parallel to the direction of the stroke ("closed") and the racket thus grazes the ball, resulting in a large amount of topspin. A good loop drive will arc quite a bit, and once striking the opponent's side of the table will jump forward, much like a kick serve in tennis. Returning a loop drive may not be as difficult to return as a speed drive; however, because of its topspin, it is more likely to rebound off the opponent's racket at a very high angle, setting up an easy smash (described below) on the follow up. As the loop drive requires a lot of topspin, players generally use their entire body to generate the movement required. Variations in spin and speed add to the effectiveness of this shot. 

Chinese players categorize loop-drives in 3 variations based on trajectories: 

1. The "Loop" 

The "Loop" produces a more pronounced loopy arc, with a higher trajectory and extreme topspin, but is typically slower. 

2. The "Loop Kill" 

The "Loop Kill" produces a flatter arc, with higher speed that resembles a speed drive but with stronger topspin, typically used for replacing speed drive or smash in "put-away" situations. 

3. The "Hook" 

Similar to a regular Loop, but carries a tilted topspin (or is referred as the "top-side" spin), it bounces sideways and downward upon hitting the table. Similar to but stronger than the defensive "side-drive" described below. 

Counter drive  

Usually a counter attack against drives (normally high loop drives). You have to close the racket and stay close to the ball (try to predict its path). The racket is held closed and near to the ball, which is hit with a short movement "off the bounce" (before reaching the highest point) so that the ball travels faster to the other side. If performed correctly, a well-timed, accurate counter-drive can be as effective as a smash. 

Flip (or Flick in Europe)  

When a player tries to attack a ball that has not bounced beyond the edge of the table, he/she does not have the room to wind up in a backswing. The ball may still be attacked, however, and the resulting shot is called flip because the backswing is compressed into a quick wrist action. A flip is not a single stroke and can resemble either a drive or a loop in its characteristics. What identifies the stroke is instead whether the backswing is compressed into a short wrist flick. Also known as 払い "harai" in Japanese. 

Smash  

The offensive trump card in table tennis. A player will typically execute a smash when his or her opponent has returned a ball that bounces too high and/or too close to the net. Smashing is essentially self-explanatory — large backswing and rapid acceleration imparting as much speed on the ball as possible. The goal of a smash is to get the ball to move so quickly that the opponent simply cannot return it. Because the ball speed is the main aim of this shot, often the spin on the ball is something other than topspin. Sidespin can be used effectively with a smash to alter the ball's trajectory significantly, although most intermediate players will smash the ball with little or no spin. An offensive table-tennis player will think of a rally as a build-up to a winning smash; only a calculated series of smashes can guarantee a point against a good opponent. However, most players will be able to return at most one or two smashes consistently. Provided that the opponent is not too close to the table or too far away from the ball, a smash can be lobbed, chopped, blocked or even counter-looped, albeit with some difficulty. A player who smashes generally works out a series of smashes (and possibly drop-shots) to rush the opponent out of position, put him off balance, or both. Smashers who fail to do this find it difficult to win a point against an excellent defense. 

Defensive strokes
Push (or Slice in Asia) 

The push is very simple and usually used for keeping the point alive and creating offensive opportunities. A push resembles a tennis slice: the racket cuts underneath the ball, imparting backspin and causing the ball to float slowly to the other side of the table. While not obvious, a push can be difficult to attack because the backspin on the ball causes it to drop toward the table upon striking the opponent's racket. In order to attack a push, a player must usually loop the ball back over the net. Often, the best option for beginners is to simply push the ball back again, resulting in pushing rallies. For good players it may be the worst option because the opponent will counter with a loop, putting you in a defensive position from which most likely you will lose, unless you are a good chopper. Another option to pushing is to flip the ball when it is close to the net. Pushing can have advantages in some circumstances. Players should only push when their opponent makes easy mistakes. Offensive players should only push for variation and not for general rallies. A push can easily be counter-looped into the opposite corner if it is not short enough. The goal of most player's pushes is to make the ball land too short to be attacked, rather than attempting to over-spin the opponent. 

Chop  

A chop or cut is the defensive, backspin counterpart to the offensive loop drive. A chop is essentially a bigger, heavier slice, taken well back from the table. The racket face points primarily horizontally, perhaps a little bit upward, and the direction of the stroke is straight down. The object of a defensive chop is to match the topspin of the opponent's shot with your own backspin. A good chop will float nearly horizontally back to the table, in some cases having so much backspin that the ball actually rises. A chop such as this can be extremely difficult to return due to the enormous amount of backspin. Sometimes a defensive player can impart no spin on the ball during a chop, or frequently add right- or left-hand spin to the ball. This may further confuse his/her opponent. Chops are difficult to execute, but are devastating when completed properly because it takes a tremendous amount of topspin on a loop drive to return the ball back over the net. 

Block  

The block or short is a simple shot, barely worthy of being called a "stroke," but nonetheless can be devastating against an attacking opponent. A block is executed by simply putting the racket in front of the ball — the ball rebounds back toward the opponent with nearly as much energy as it came in with. This is not as easy as it sounds, because the ball's spin, speed, and location all influence the correct angle of a block. It is very possible for an opponent to execute a perfect loop, drive, or smash, only to have the blocked shot come back at him just as fast. Due to the power involved in offensive strokes, often an opponent simply cannot recover quickly enough, and will be unable to return his own shot blocked back to him/her. Blocks almost always produce the same spin as was received, which is nearly always topspin. 

Push-Block  

High level players may use what is called push block or active block, adding speed to the ball (with a small topspin movement). When playing in the Penhold Grip, many players use push blocks when being pressured on the backhand. Chinese pen-hold players refer to it as a push-block as they literally "push" their backhand forward, instead of simply blocking it. 

Side Drive  

This spin shot is alternately used as a defensive and offensive maneuver. The premise of this move is to put a spin on the ball either to the right or the left of the racket. The execution of this move is similar to a slice, but to the right or left instead of down. This spin will result in the ball curving to the side but bouncing in the opposite direction when the opponent returns it. Do not attempt a right-side spin (moving your arm to the right when hitting the ball) when too close to the left side of the table, and visa versa. To return, simply execute the same sided spin as your opponent just gave you. 

Lob  

The defensive High Ball or Lob is possibly the visually most impressive shot in the sport of table tennis, and it is deceptive in its simplicity. To execute a High Ball, a defensive player first backs off the table 8-10 meters; then, the stroke itself consists of simply lifting the ball to an enormous height before it falls back to the opponent's side of the table. A High Ball is inherently a creative shot, and can have nearly any kind of spin you can imagine. Top quality players use this fact to their advantage in order to control the spin of the ball. For instance, though the opponent may smash the ball hard and fast, a good defensive Lob could be more difficult to return due to the unpredictability (and heavy amounts) of the spin on the ball. Thus, though backed off the table by tens of feet and apparently running and leaping just to reach the ball, a good defensive player can still win the point using good High Balls but most of the time you will lose the point so it is not recommended unless it is really necessary. 

Drop Shot  

The drop shot is a high level stroke, used as another variation for close-to-table strokes (like harai and slice). You have to position the racket close to the ball and just let the ball touch it (without any hand movement) in a way that the ball stays close to the net with almost no speed and spin and touches the other side of the table more than twice if the opponent doesn't reach it. This stroke should be used when opponents are far from the table and not prepared to get close to the table. This technique is most usually done by pen-holders and players who use long or short pimples. A very deceiving technique, this could result in the opponent failing to reach the ball after misjudging the distance of the ball. A perfectly executed stroke after a topspin sequence can win a point. 

Effects of spin
   Adding spin onto the ball causes a whole range of major and minor changes:


   4 phases in a backspin curve

   Backspin: The easy-to-learn backspin strokes adds subtle lift to the first part of the ball-curve, lets the ball drop more suddenly, makes the ball bounce more upright and most significantly: makes the ball dive downwards when the opponent uses a common rubber (pimples inwards) on his racket. (The opponent is forced to seriously compensate for the backspin) Due to the initial lift of the backspin-curve, there’s a limit on how much speed one can hit the ball without overflying the opponents half. Backspin also makes it harder for the opponent to hit the ball with lots of speed. In table-tennis backspin is regarded as a defensive alternative, due to: the limitation on ballspeed, the simplicity of producing the strokes and the daring of the opponent. (It is possible to smash with backspin offensively, but only on easy high balls, close to the net)


   4 phases in a topspin curve

   Topspin: The hard-to-learn topspin strokes has a minor influence on the first part of the ball-curve, but the Magnus effect clearly forces the ball back down a fraction later on. On the bounce the topspin will accelerate the ball a little more. Again the most significant change appears when the opponent hits the ball (with a common pimples inwards rubber on his racket). Due to the topspin the ball jumps upwards and the opponent is forced to seriously compensate for the topspin. There’s virtually no limit on how much speed a topspin-ball can be given (besides your own timing and strength) and a speedy topspin stroke gives the opponent very little time to respond. In tabletennis topspin is regarded as a offensive alternative, due to: the virtual limitless ballspeeds, the highly required skills for producing the strokes and the enhanced tactical pressure on the opponent. (It is possible to play defensive topspin-lobs from far behind the table, but only world class players use this type of gallery play successfully) 

Competition
   Competitive table tennis is popular in Asia and Europe and has been gaining attention in the United States. The most important international competitions are World Cup, World Championship, the Olympics and the ITTF Pro Tour, as well as continental competitions like European Championship, Euro Top-12, Asian Championship and Asian Games. China continues to dominate most world titles, while other strong teams come from East Asia and Europe including France, Germany, former Yugoslavia, Hong Kong, Japan, South Korea, Singapore, Sweden, and Taiwan.

   There are also professional competitions at the clubs level. The national league of countries like China (the China Table Tennis Super League), Germany, France, Belgium and Austria are some of the examples being at the highest level. There are also some important international club teams competitions such as the European Champions League and its former competition, the European Club Cup, which the top club teams from different European countries compete.

Notable players
   An international hall of fame exists at the ITTF Museum webpagePDF (349 KiB). A Grand Slam is earned by a player who wins an Olympic Games gold medal, world championship title, and World Cup of Table Tennis gold medal.

Governance
   The International Table Tennis Federation (ITTF): worldwide governing body with national bodies responsible for the sport in each country. There are other local authorities applicable as well.

· The European Table Tennis Union is the governing body responsible for table tennis in Europe. 

· The English Table Tennis Association is the governing body responsible for table tennis in England. 

· The Irish Table Tennis Association is the governing body responsible for table tennis in Ireland. 

· The Scottish Table Tennis Association is the governing body responsible for table tennis in Scotland. 

· The Table Tennis Association of Wales is the governing body responsible for table tennis in Wales. 

· The Canadian Table Tennis Association is the governing body responsible for table tennis in Canada. 

· The USA Table Tennis (USATT): national governing body for table tennis in the United States. 

· The National Collegiate Table Tennis Association (NCTTA): official governing body for collegiate table tennis in the United States. 

Miscellanea
· Multi-talented sportsman Max Woosnam, an Olympic and Wimbledon champion at lawn tennis and one-time captain of the England national football team, once defeated actor and film director Charlie Chaplin at table tennis while playing with a butter knife instead of a racket.[10] 

· Table tennis inspired the first commercially successful video game, Pong. 

· In the early 1970s the People's Republic of China (PRC) invited American table tennis players to a tournament in the PRC. This marked a thawing in relations with the United States that was followed up by a visit by U.S. president Richard Nixon. The popular media therefore dubbed this visit "Ping Pong Diplomacy". 

· At the 1936 World Championships contested in Prague, two defensive players took over an hour to contest one point. The entire match lasted over four hours. 

· Certain world-class players can impart spin approaching 9000 RPM on table tennis balls.[citation needed] 

· More than 30 table tennis companies exist around the world, making a full line of accessories from rackets to warm-up suits. 

· A man in Hawaii has invented a three-player table for table tennis, calling it Tri-Pong. 

· There are also competitions in table tennis variants: "Hardbat", in which all competitors use a racket with small pips-out rubber (sponge is not allowed); and "Large ball", where a 44 mm ball is used to decrease the speed. 

· Comedian George Carlin once noted in a stand-up routine that all racquet sports are derivatives of Ping Pong: for instance, tennis is "Ping Pong played while standing on the table," and even volleyball is "racquetless, team Ping Pong played with a raised net and an inflated ball while standing on the table." 
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Cricket
   Cricket is a bat-and-ball team sport that originated in England and is now played in more than 100 countries. A cricket match is contested by two teams, usually of eleven players each[1] and is played on a grass field in the centre of which is a flat strip of ground 22 yards (20 m) long called a pitch. A wicket, usually made of wood, is placed at each end of the pitch and used as a target.

   The bowler, a player from the fielding team, bowls a hard leather, fist-sized, 5.5 ounces (160 g) cricket ball from the vicinity of one wicket towards the other, which is guarded by the batsman, a player from the opposing team. The ball usually bounces once before reaching the batsman. In defence of his wicket, the batsman plays the ball with a wooden cricket bat. Meanwhile, the other members of the bowler's team stand in various positions around the field as fielders, players who retrieve the ball in an effort to stop the batsman scoring runs, and if possible to get him or her out. The batsman — if he or she does not get out — may run between the wickets, exchanging ends with a second batsman (the "non-striker"), who has been stationed at the other end of the pitch. Each completed exchange of ends scores one run. Runs are also scored if the batsman hits the ball to the boundary of the playing area. The number of runs scored and the number of players out are the main factors that determine the eventual result of the match.

   There are several variations as to how long a game of cricket can last. In professional cricket this can be anything from a match limited to 20 overs per side to a game played over 5 days. Depending on the length of the game being played, there are different rules that govern how a game is won, lost, drawn or tied.

   Cricket is essentially an outdoor sport, certainly at major level, and some games are played under floodlights. It cannot be played in poor weather due to the risk of accidents and so it is a seasonal sport. For example, it is played during the summer in Great Britain, Australia, New Zealand and South Africa, while in the West Indies, India, Pakistan, Sri Lanka and Bangladesh it is played mostly during the winter to escape the hurricane and monsoon seasons.

   Governance rests primarily with the International Cricket Council (ICC), based in Dubai, which organises the sport worldwide via the domestic controlling bodies of the member countries. The ICC administers both men's and women's cricket, both versions being played at international level. Although men cannot play women's cricket, the rules do not disqualify women from playing in a men's team.

   The rules are in the form of a code known as The Laws of Cricket [2] and these are maintained by the Marylebone Cricket Club (MCC), based in London, in consultation with the ICC and the domestic boards of control.
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The game of cricket and its objectives


   A typical cricket field.

   A cricket match is played between two teams (or sides) of eleven players each on a field of variable size and shape. The ground is grassy and is prepared by groundsmen whose jobs include fertilising, mowing, rolling and leveling the surface. Field diameters of 140–160 yards (130–150 m) are usual. The perimeter of the field is known as the boundary and this is sometimes painted and sometimes marked by a rope that encircles the outer edge of the field. The field may be round, square or oval – one of cricket's most famous venues is called The Oval.

   In simple terms, the objects of each team are to score more "runs" than the other team and to completely "dismiss" the other team. In one form of cricket, winning the game is achieved by scoring the most runs, even if the opposition has not been completely dismissed. In another form, it is necessary to score the most runs and dismiss the opposition in order to win the match, which would otherwise be drawn.

   Before play commences, the two team captains toss a coin to decide which team shall bat or bowl first. The captain who wins the toss makes his decision on the basis of tactical considerations which may include the current and expected pitch and weather conditions.

   The key action takes place in a specially prepared area of the field (generally in the centre) that is called the "pitch". At either end of the pitch, 22 yards (20 m) apart, are placed the "wickets". These serve as a target for the "bowling" aka "fielding" side and are defended by the "batting" side which seeks to accumulate runs. Basically, a run is scored when the "batsman" has literally run the length of the pitch after hitting the ball with his bat, although as explained below there are many ways of scoring runs [3]. If the batsmen are not attempting to score any more runs, the ball is "dead" and is returned to the bowler to be bowled again [4].

   The bowling side seeks to dismiss the batsmen by various means [5] until the batting side is "all out", whereupon the side that was bowling takes its turn to bat and the side that was batting must "take the field" [6].

   In normal circumstances, there are 15 people on the field while a match is in play. Two of these are the "umpires" who regulate all on-field activity. Two are the batsmen, one of whom is the "striker" as he is facing the bowling; the other is called the "non-striker". The roles of the batsmen are interchangeable as runs are scored and "overs" are completed. The fielding side has all 11 players on the field together. One of them is the "bowler", another is the "wicketkeeper" and the other nine are called "fielders". The wicketkeeper (or keeper) is nearly always a specialist but any of the fielders can be called upon to bowl.

Pitch, wickets and creases


   The cricket pitch dimensions

   The pitch is 22 yards (20 m) long [7] between the wickets and is 10 feet (3.0 m) wide. It is a flat surface and has very short grass that tends to be worn away as the game progresses. The "condition" of the pitch has a significant bearing on the match and team tactics are always determined with the state of the pitch, both current and anticipated, as a deciding factor.

   Each wicket consists of three wooden stumps placed in a straight line and surmounted by two wooden crosspieces called bails; the total height of the wicket including bails is 28.5 inches (720 mm) and the combined width of the three stumps is 9 inches (230 mm).

   Four lines (aka creases) are painted onto the pitch around the wicket areas to define the batsman's "safe territory" and to determine the limit of the bowler's approach. These are called the "popping" (or batting) crease, the bowling crease and two "return" creases.



   A wicket consists of three stumps that are hammered into the ground, and topped with two bails.

   The stumps are placed in line on the bowling creases and so these must be 22 yards (20 m) apart. A bowling crease is 8 feet 8 inches (2.6 m) long with the middle stump placed dead centre. The popping crease has the same length, is parallel to the bowling crease and is 4 feet (1.2 m) in front of the wicket. The return creases are perpendicular to the other two; they are adjoined to the ends of the popping crease and are drawn through the ends of the bowling crease to a length of at least 8 feet (2.4 m).

   When bowling the ball, the bowler's back foot in his "delivery stride" must land within the two return creases while his front foot must land on or behind the popping crease. If he breaks this rule, the umpire calls "No ball".

    The batsman uses the popping crease at his end to stand when facing the bowler but it is more important to him that because it marks the limit of his safe territory and he can be stumped or run out (see Dismissals below) if the wicket is broken while he is "out of his ground".

   Pitches vary in consistency, and thus in the amount of bounce, spin, and seam movement available to the bowler. Hard pitches are usually good to bat on because of high but even bounce. Dry pitches tend to deteriorate for batting as cracks often appear, and when this happens spinners can play a major role. Damp pitches, or pitches covered in grass (termed "green" pitches), allow good fast bowlers to extract extra bounce and seam movement. Such pitches tend to offer help to fast bowlers throughout the match, but become better for batting as the game goes on.

Bat and ball
   The essence of the sport is that a bowler delivers the ball from his end of the pitch towards the batsman who, armed with a bat is "on strike" at the other end.

   The bat is made of wood and has the shape of a blade topped by a cylindrical handle. The blade must not be more than 4.25 inches (108 mm) wide and the total length of the bat not more than 38 inches (970 mm).

   The bowler must employ an action in which the elbow does not straighten (within certain tolerance levels) to "bowl" the ball, which is a hard leather seamed spheroid projectile with a circumference limit of 9 inches (230 mm).

   The hardness of the ball, which can be delivered at speeds of more than 90 miles per hour (140 km/h), is a matter for concern and batsmen wear protective clothing including "pads" (designed to protect the knees and shins), "batting gloves" for the hands, a helmet for the head and a "box" inside the trousers (for the more delicate part of the anatomy). Some batsmen wear additional padding inside their shirts and trousers such as thigh pads, arm pads, rib protectors and shoulder pads.

Umpires and scorers
    The game on the field is regulated by two umpires, one of whom stands behind the wicket at the bowler's end, the other in a position called "square leg" which is several yards behind the batsman on strike. When the bowler delivers the ball, the umpire at the wicket is between the bowler and the non-striker. The umpires confer if there is doubt about playing conditions and can postpone the match by taking the players off the field if necessary: e.g., rain, deterioration of the light, crowd trouble.

   Off the field and in televised matches, there is often a third umpire who can make decisions on certain incidents with the aid of video evidence. The third umpire is mandatory under the playing conditions for Test matches and limited overs internationals played between two ICC full members. These matches also have a match referee whose job is to ensure that play is within the Laws of cricket and the spirit of the game.

   Off the field, the match details including runs and dismissals are recorded by two official scorers, one representing each team. The scorers are directed by the hand signals of an umpire. For example, the umpire raises a forefinger to signal that the batsman is out (has been dismissed); he raises both arms above his head if the batsman has hit the ball for six runs. The scorers are required by the Laws of cricket to record all runs scored, wickets taken and overs bowled. In practice they accumulate much additional data such as bowling analyses and run rates.

    Unofficial scoring is carried on by spectators for their own benefit and by media scorers on behalf of broadcasters and newspapers.

Innings
   The innings (always used in the plural form) is the term used for the collective performance of the batting side [8]. In theory, all eleven members of the batting side take a turn to bat but, for various reasons, an "innings" can end before they all do so (see below).

   Depending on the type of match being played, each team has one or two innings apiece. The term "innings" is also sometimes used to describe an individual batsman's contribution ("he played a fine innings" etc).

   The main aim of the bowler, supported by his fielders, is to dismiss the batsman. A batsman when dismissed is said to be "out" and that means he must leave the field of play and be replaced by the next batsman on his team. When ten batsmen have been dismissed (i.e., are out), then the whole team is dismissed and the innings is over. The last batsman, the one who has not been dismissed, is not allowed to continue alone as there must always be two batsmen "in". This batsman is termed "not out".

   If an innings should end before ten batsmen have been dismissed, there are two "not out" batsmen. An innings can end early because the batting side's captain has chosen to "declare" the innings closed, which is a tactical decision; or because the batting side has achieved its target and won the game; or because the game has ended prematurely due to bad weather or running out of time. In limited overs cricket, there might be two batsmen still "in" when the last of the allotted overs has been bowled.

Over’s
    The bowler bowls the ball in sets of six deliveries (or "balls") and each set of six balls is called an over. This name came about because the umpire calls "Over!" when six balls have been bowled. At this point, another bowler is deployed at the other end and the fielding side changes ends. A bowler cannot bowl two successive overs, although a bowler can bowl unchanged at the same end for several overs. The batsmen do not change ends and so the one who was non-striker is now the striker and vice-versa. The umpires also change positions so that the one who was at square leg now stands behind the wicket at the non-striker's end and vice-versa.

Team structure
    A team consists of eleven players. Depending on his or her primary skills, a player may be classified as a specialist batsman or bowler. A well-balanced team usually has five or six specialist batsmen and four or five specialist bowlers. Teams nearly always include a specialist wicket-keeper because of the importance of this fielding position. Each team is headed by a captain who is responsible for making tactical decisions such as determining the batting order, the placement of fielders and the rotation of bowlers.

    A player who excels in both batting and bowling is known as an all-rounder. One who excels as a batsman and wicket-keeper is known as a "wicket-keeper/batsman", sometimes regarded as a type of all-rounder. True all-rounders are rare as most players focus on either batting or bowling skills.

Fielding
    Fielding positions in cricket for a right-handed batsman
   All eleven players on the fielding side take the field together.

   One of them is the wicket-keeper aka "keeper" who operates behind the wicket being defended by the batsman on strike. Wicket-keeping is normally a specialist occupation and his primary job is to gather deliveries that the batsman does not hit, so that the batsmen cannot run byes. He wears special gloves (he is the only fielder allowed to do so), and pads to cover his lower legs. Owing to his position directly behind the striker, the wicket-keeper has a good chance of getting a batsman out caught off a fine edge from the bat. He is the only player who can get a batsman out stumped.

   Apart from the one currently bowling, the other nine fielders are tactically deployed by the team captain in chosen positions around the field. These positions are not fixed but they are known by specific and sometimes colourful names such as "slip", "third man", "silly mid on" and "long leg". There are always many unprotected areas.

   The captain is the most important member of the fielding side as he determines all the tactics including who should bowl (and how); and he is responsible for "setting the field", though usually in consultation with the bowler.

   In all forms of cricket, if a fielder gets injured or becomes ill during a match, a substitute is allowed to field instead of him. The substitute cannot bowl, act as a captain or keep wicket. The substitute leaves the field when the injured player is fit to return.

Bowling
   The bowler reaches his delivery stride by means of a "run-up", although some bowlers with a very slow delivery take no more than a couple of steps before bowling. A fast bowler needs momentum and takes quite a long run-up, running very fast as he does so.

   The fastest bowlers can deliver the ball at a speed of over 90 miles per hour (140 km/h) and they sometimes rely on sheer speed to try and defeat the batsman, who is forced to react very quickly to a ball that reaches him in an instant.

   Other fast bowlers rely on a mixture of speed and guile. Some fast bowlers make use of the seam of the ball so that it "curves" or "swings" in flight and this type of delivery can deceive a batsman into mistiming his shot so that the ball touches the edge of the bat and can then be "caught behind" by the wicketkeeper or a slip fielder.



   A typical bowling action

   At the other end of the bowling scale is the "spinner" who bowls at a relatively slow pace and relies entirely on guile to deceive the batsman. A spinner will often "buy his wicket" by "tossing one up" to lure the batsman into making an adventurous shot. The batsman has to be very wary of such deliveries as they are often "flighted" or spun so that the ball will not behave quite as he expects and he could be "trapped" into getting himself out.

   In between the pacemen and the spinners are the "medium pacers" who rely on persistent accuracy to try and contain the rate of scoring and wear down the batsman's concentration.

   All bowlers are classified according to their pace or style. The classifications, as with much cricket terminology, can be very confusing. Hence, a bowler could be classified as LF, meaning he is a left arm fast bowler; or as LBG, meaning he is a right arm spin bowler who bowls deliveries that are called a "leg break" and a "googly"

   During the bowling action the elbow may be held at any angle and may bend further, but may not straighten out. If the elbow straightens illegally then the square-leg umpire may call no-ball. The current laws allow a bowler to straighten his arm 15 degrees or less.

Batting
   At any one time, there are two batsmen in the playing area. One takes station at the striker's end to defend the wicket as above and to score runs if possible. His partner, the non-striker, is at the end where the bowler is operating.

   Batsmen come in to bat in a batting order, decided by the team captain. The first two batsmen - the "openers" - usually face the most hostile bowling, from fresh fast bowlers with a new ball. The top batting positions are usually given to the most competent batsmen in the team, and the non-batsmen typically bat last. The pre-announced batting order is not mandatory and when a wicket falls any player who has not yet batted may be sent in next.

   If a batsman "retires" (usually due to injury) and cannot return, he is actually "not out" and his retirement does not count as a dismissal, though in effect he has been dismissed because his innings is over. Substitute batsmen are not allowed, although substitute fielders are.

   A skilled batsman can use a wide array of "shots" or "strokes" in both defensive and attacking mode. The idea is to hit the ball to best effect with the flat surface of the bat's blade. If the ball touches the side of the bat it is called an "edge". Batsmen do not always seek to hit the ball as hard as possible and a good player can score runs just by making a deft stroke with a turn of the wrists or by simply "blocking" the ball but directing it away from fielders so that he has time to take a run.

   There is a wide variety of shots played in cricket. The batsman's repertoire includes strokes named according to the style of swing and the direction aimed: e.g., "cut", "drive", "hook", "pull", etc.

   Note that a batsman does not have to play a shot and can "leave" the ball to go through to the wicketkeeper, providing he thinks it will not hit his wicket. Equally, he does not have to attempt a run when he hits the ball with his bat. He can deliberately use his leg to block the ball and thereby "pad it away" but this is risky because of the lbw rule.

   In the event of an injured batsman being fit to bat but not to run, the umpires and the fielding captain may allow another member of the batting side to be a runner. If possible, the runner must already have batted. The runner's only task is to run between the wickets instead of the injured batsman. The runner is required to wear and carry exactly the same equipment as the incapacitated batsman. It is possible for both batsmen to have runners.

Runs
   The directions in which a right-handed batsman intends to send the ball when playing various cricketing shots. The diagram for a left-handed batsman is a mirror image of this one.

   The primary concern of the batsman on strike (i.e., the "striker") is to prevent the ball hitting the wicket and secondarily to score runs by hitting the ball with his bat so that he and his partner have time to run from one end of the pitch to the other before the fielding side can return the ball. To register a run, both runners must touch the ground behind the crease with either their bats or their bodies (the batsmen carry their bats as they run). Each completed run increments the score.

   More than one run can be scored from a single hit but, while hits worth one to three runs are common, the size of the field is such that it is usually difficult to run four or more. To compensate for this, hits that reach the boundary of the field are automatically awarded four runs if the ball touches the ground en route to the boundary or six runs if the ball clears the boundary on the full. The batsmen do not need to run if the ball reaches or crosses the boundary.

   Hits for five are unusual and generally rely on the help of "overthrows" by a fielder returning the ball. If an odd number of runs is scored by the striker, the two batsmen have changed ends and the one who was non-striker is now the striker. Only the striker can score individual runs but all runs are added to the team's total.

   The decision to attempt a run is ideally made by the batsman who has the better view of the ball's progress and this is communicated by calling: "yes", "no" and "wait" are often heard.

   Running is a calculated risk because if a fielder breaks the wicket with the ball while no part of the batsman or his bat is grounded behind the popping crease, the batsman nearest the broken wicket is run out.

A team's score is reported in terms of the number of runs scored and the number of batsmen that have been dismissed. For example, if five batsmen are out and the team has scored 224 runs, they are said to have scored 224 for the loss of 5 wickets (commonly shortened to "224 for five" and written 224/5 or, in Australia, "five for 224" and 5/224).

Extras
   Additional runs can be gained by the batting team as extras (called "sundries" in Australia) by courtesy of the fielding side. This is achieved in four ways:

1. No ball – a penalty of one extra that is conceded by the bowler if he breaks the rules of bowling either by (a) using an inappropriate arm action; (b) overstepping the popping crease; (c) having a foot outside the return crease; besides, the bowler has to re-bowl the ball. In the Twenty20 and ODI formats of the game, according to present rules, the re-bowled ball is a free-hit, meaning the batsman cannot get out in that ball in any form other than being run-out. 

2. Wide – a penalty of one extra that is conceded by the bowler if he bowls so that the ball is out of the batsman's reach 

3. Bye – extra(s) awarded if the batsman misses the ball and it goes past the wicketkeeper to give the batsmen time to run in the conventional way (note that the mark of a good wicketkeeper is one who restricts the tally of byes to a minimum) 

4. Leg bye – extra(s) awarded if the ball hits the batsman's body, but not his bat, and it goes away from the fielders to give the batsmen time to run in the conventional way. 

   When the bowler has bowled a no ball or a wide, his team incurs an additional penalty because that ball (i.e., delivery) has to be bowled again and hence the batting side has the opportunity to score more runs from this extra ball. The batsmen have to run (i.e., unless the ball goes to the boundary for four) to claim byes and leg byes but these only count towards the team total, not to the striker's individual total for which runs must be scored off the bat.

Dismissals
   There are ten ways in which a batsman can be dismissed and some are so unusual that only a few instances of them exist in the whole history of the game. The most common forms of dismissal are "bowled", "caught", "leg before wicket" (lbw), "run out", "stumped" and "hit wicket". The unusual methods are "hit the ball twice", "obstructed the field", "handled the ball" and "timed out".

   Before the umpire will award a dismissal and declare the batsman to be out, a member of the fielding side (generally the bowler) must "appeal". This is invariably done by asking (or shouting) the term "Owzat?" which means, simply enough, "How is that?" If the umpire agrees with the appeal, he will raise a forefinger and say "Out!". Otherwise he will shake his head and say "Not out". Appeals are particularly loud when the circumstances of the claimed dismissal are unclear, as is always the case with lbw and often with run outs and stumpings.

1. Bowled – the bowler has hit the wicket with the ball and the wicket has "broken" with at least one bail being dislodged (note that if the ball hits the wicket without dislodging a bail it is not out) [9] 

2. Caught – the batsman has hit the ball with his bat or with his hand and the ball has been caught on the full by a member of the fielding side [10] 

3. Leg before wicket (lbw) – is complex but basically means that the batsman would have been bowled if the ball had not hit his leg first[11] 

4. Run out – a member of the fielding side has broken or "put down" the wicket with the ball while a batsman was out of his ground; this usually occurs by means of an accurate throw to the wicket while the batsmen are attempting a run[12] 

5. Stumped – is similar except that it is done by the wicketkeeper after the batsman has missed the bowled ball and has stepped out of his ground; the keeper must break the wicket with the ball in his hand for a stumping (if the keeper throws the ball at the wicket, it is a run out)[13] 

6. Hit wicket – a batsman is out Hit Wicket, if he dislodges one or both bails with his bat, person, clothing or equipment in the act of hitting the ball, or when setting off for a run[14] 

7. Hit the ball twice – is very unusual and was introduced as a safety measure to counter dangerous play and protect the fielders. The batsman may legally play the ball a second time only to stop the ball hitting the wicket after he has already played it[15] 

8. Obstructed the field – another unusual dismissal which tends to involve a batsman deliberately getting in the way of a fielder[16] 

9. Handled the ball – a batsman must not deliberately use his hand to protect his wicket (note that the bowled ball often hits the batsman's hand but this is not intentional by the batsman and so is not out; though he can of course be caught off his hand)[17] 

10. Timed out – usually means that the next batsman did not arrive at the wicket within two minutes of the previous one being dismissed[18] 

   In the vast majority of cases, it is the striker who is out when a dismissal occurs. If the non-striker is dismissed it is usually by being run out, but he could also be dismissed for obstructing the field, handling the ball or being timed out.

   A batsman may leave the field without being dismissed. If injured or taken ill the batsman may temporarily retire, and be replaced by the next batsman. This is recorded as retired hurt or retired ill. The retiring batsman is not out, and may resume the innings later. An unimpaired batsman may retire, and this is treated as being dismissed retired out; no player is credited with the dismissal. Batsmen cannot be out bowled, caught, leg before wicket, stumped or hit wicket off a no ball. They cannot be out bowled, caught, leg before wicket, or hit the ball twice off a wide. Some of these modes of dismissal can occur without the bowler bowling a delivery. The batsman who is not on strike may be run out by the bowler if he leaves his crease before the bowler bowls, and a batsman can be out obstructing the field or retired out at any time. Timed out is, by its nature, a dismissal without a delivery. With all other modes of dismissal, only one batsman can be dismissed per ball bowled.

Innings closed
   An innings is closed when:

1. Ten of the eleven batsmen are out (have been dismissed); in this case, the team is said to be "all out" 

2. The team has only one batsman left who can bat, one or more of the remaining players being unavailable owing to injury, illness or absence; again, the team is said to be "all out" 

3. The team batting last reaches the score required to win the match 

4. The predetermined number of overs has been bowled (in a one-day match only, most commonly 50 overs; or 20 in Twenty20) 

5. A captain declares his team's innings closed while at least two of his batsmen are not out (this does not apply in one-day limited over matches) 

Results
   If the team that bats last is all out having scored fewer runs than their opponents, the team is said to have "lost by n runs" (where n is the difference between the number of runs scored by the teams). If the team that bats last scores enough runs to win, it is said to have "won by n wickets", where n is the number of wickets left to fall. For instance a team that passes its opponents' score having only lost six wickets would have won "by four wickets".

   In a two-innings-a-side match, one team's combined first and second innings total may be less than the other side's first innings total. The team with the greater score is then said to have won by an innings and n runs, and does not need to bat again: n is the difference between the two teams' aggregate scores.

   If the team batting last is all out, and both sides have scored the same number of runs, then the match is a tie; this result is quite rare in matches of two innings a side. In the traditional form of the game, if the time allotted for the match expires before either side can win, then the game is declared a draw.

   If the match has only a single innings per side, then a maximum number of deliveries for each innings is often imposed. Such a match is called a "limited overs" or "one-day" match, and the side scoring more runs wins regardless of the number of wickets lost, so that a draw cannot occur. If this kind of match is temporarily interrupted by bad weather, then a complex mathematical formula, known as the Duckworth-Lewis method after its developers, is often used to recalculate a new target score. A one-day match can also be declared a "no-result" if fewer than a previously agreed number of overs have been bowled by either team, in circumstances that make normal resumption of play impossible; for example, wet weather.

Types of match and competition
   Cricket is a multi-faceted sport which, in very broad terms, can be divided into major cricket and minor cricket based on playing standards. A more pertinent division, particularly in terms of major cricket, is between matches in which the teams have two innings apiece and those in which they have a single innings each. The former, known as first-class cricket, has a duration of three to five days (there have been examples of "timeless" matches too); the latter, known as limited overs cricket because each team bowls a limit of typically 50 overs, has a planned duration of one day only (a match can be extended if necessary due to bad weather, etc.).

   Typically, two-innings matches have at least six hours of playing time each day. Limited overs matches often last six hours or more. There are usually formal intervals on each day for lunch and tea with brief informal breaks for drinks. There is also a short interval between innings. Historically, a form of cricket known as single wicket has been extremely successful and many of these contests in the 18th and 19th centuries qualify as major cricket matches. In this form, although each team may have from one to six players, there is only one batsman at a time and he must face every delivery bowled while his innings lasts. Single wicket has rarely been played since limited overs cricket began.

Test cricket
   Test cricket is the highest standard of first-class cricket. A Test match is an international fixture between teams representing those countries that are Full Members of the ICC.

   Although the term "Test match" was not coined until much later, Test cricket is deemed to have begun with two matches between Australia and England in the 1876-77 Australian season. Subsequently, eight other national teams have achieved Test status: South Africa (1889), West Indies (1928), New Zealand (1929), India (1932), Pakistan (1952), Sri Lanka (1982), Zimbabwe (1992) and Bangladesh (2000).

   Welsh players are eligible to play for England, which is in effect an England and Wales team. The West Indies team comprises players from numerous states in the Caribbean, most notably Barbados, Guyana, Jamaica, Trinidad & Tobago, the Leeward Islands and the Windward Islands.

   Test matches between two teams are usually played in a group of matches called a "series". Matches generally last up to five days and a series normally consists of three to five matches. Test matches that are not finished within the allotted time are drawn.

   Since 1882, most Test series between England and Australia have been played for a trophy known as The Ashes. Some other series have individual trophies too: for example, the Wisden Trophy is contested by England and West Indies; the Frank Worrell Trophy by Australia and West Indies.

Limited overs
   Limited overs cricket is sometimes called "one day cricket" because each match is scheduled for completion in a single day. In practice, matches sometimes continue on a second day if they have been interrupted or postponed by bad weather. The main objective of a limited overs match is to produce a definite result and so a conventional draw is not possible, but matches can be undecided if the scores are tied or if bad weather prevents a result. Each team plays one innings only and faces a limited number of overs. Typically, the limit is 40 or 50. In Twenty20 cricket, each team faces 20 overs only.

   Standard limited overs cricket was introduced in England in the 1963 season in the form of a knockout cup contested by the first-class county clubs. In 1969, a national league competition was established. The concept was gradually introduced to the other major cricket countries and the first limited overs international was played in 1971. In 1975, the first Cricket World Cup took place in England. Limited overs cricket has seen various innovations including the use of multi-coloured kit and floodlit matches using a white ball.

   Twenty20 is a new variant of limited overs itself with the purpose being to complete the match within about three hours, usually in an evening session. The original idea, when the concept was introduced in England in 2003, was to provide workers with an evening entertainment. It has been commercially successful and has been adopted internationally. The inaugural Twenty20 World Championship was held in 2007.

National championships
   First-class cricket includes Test cricket but the term is generally used to refer to the highest level of domestic cricket in those countries with full ICC membership, although there are exceptions to this. First-class cricket in England is played for the most part by the 18 county clubs which contest the County Championship. The concept of a champion county has existed since the 18th century but the official competition was not established until 1890. The most successful club has been Yorkshire County Cricket Club with 30 official titles.

   Australia established its national first-class championship in 1892-93 when the Sheffield Shield was introduced. In Australia, the first-class teams represent the various states. New South Wales has won the most titles with 45 to 2008.

   National championship trophies to be established elsewhere included the Ranji Trophy (India), Plunket Shield (New Zealand), Currie Cup (South Africa) and Shell Shield (West Indies). Some of these competitions have been updated and renamed in recent years.

   Domestic limited overs competitions began with England's Gillette Cup knockout in 1963. Countries usually stage seasonal limited overs competitions in both knockout and league format. In recent years, national Twenty20 competitions have been introduced, usually in knockout form though some incorporate mini-leagues.

Minor Cricket
   Various leagues, often organised on a state, county or regional basis, that include clubs which are classed as "minor" although in many cases the playing standards are anything but minor. Give examples like Australia's grade structure and the Minor Counties Championship.

   Village cricket and significant local leagues like the Lancashire League.

   Schools cricket.

Other types of cricket
   There are numerous informal variations of the sport played throughout the world that include indoor cricket, French cricket, beach cricket, Kwik cricket and all sorts of card games and board games that have been inspired by cricket. In these variants, the rules are often changed to make the game playable with limited resources or to render it more convenient and enjoyable for the participants.

   Indoor cricket is played in a netted, indoor arena, and is quite formal but most of the outdoor variants are very informal.

   Families and teenagers play backyard cricket in suburban yards or driveways, and the teeming cities of India and Pakistan play host to countless games of "Gully Cricket" or "tapeball" on their streets (played in long narrow streets) with rules like the one bounce catch. Such rules and, usually, lack of space ensure the batsmen have to play cautiously. Tennis balls and homemade bats are often used, and a variety of objects may serve as wickets: for example, the batter's legs as in French cricket, which did not in fact originate in France, and is usually played by small children. Sometimes the rules are improvised: e.g., it may be agreed that fielders can catch the ball with one hand after one bounce and claim a wicket; or if only a few people are available then everyone may field while the players take it in turns to bat and bowl.

   In Kwik cricket, the bowler does not have to wait for the batsman to be ready before a delivery, leading to a faster, more exhausting game designed to appeal to children, which is often used PE lessons at English schools. Another modification to increase the pace of the game is the "Tip and Run", "Tipity" Run, "Tipsy Run" or "Tippy-Go" rule, in which the batter must run when the ball touches the bat, even if it the contact is unintentional or minor. This rule, seen only in impromptu games, speeds the match up by removing the batsman's right to block the ball.

   In Samoa a form of cricket called Kilikiti is played in which hockey stick-shaped bats are used. In original English cricket, the hockey stick shape was replaced by the modern straight bat in the 1760s after bowlers began to pitch the ball instead of rolling or skimming it. In Estonia, teams gather over the winter for the annual Ice Cricket tournament. The game juxtaposes the normal summer pursuit with harsh, wintry conditions. Rules are otherwise similar to those for the six-a-side game.

Origin and development of cricket
   Early cricket was at some time or another described as "a club striking a ball (like) the ancient games of club-ball, stool-ball, trap-ball, stob-ball".[19] Cricket can definitely be traced back to Tudor times in 16th century England but it may have originated much earlier than that. The most common theory of origin is that it was invented by children of the farming and metalworking communities in the Weald between Kent and Sussex during the medieval period. Written evidence exists of a game known as creag being played by Prince Edward, the son of Edward I (Longshanks), at Newenden, Kent in 1300 [20] and there has been speculation, but no evidence, that this was a form of cricket.

   A number of words are thought to be possible sources for the term "cricket". In the earliest known reference to the sport in 1598, it is called creckett. Given the strong medieval trade connections between south-east England and the County of Flanders when the latter belonged to the Duchy of Burgundy, the name may have been derived from the Middle Dutch[21] krick(-e), meaning a stick; or the Old English cricc or cryce meaning a crutch or staff.[22] In Old French, the word criquet seems to have meant a kind of club or stick.[23] In Samuel Johnson's Dictionary, he derived cricket from "cryce, Saxon, a stick".[24] Another possible source is the Middle Dutch word krickstoel, meaning a long low stool used for kneeling in church and which resembled the long low wicket with two stumps used in early cricket.[25] According to Heiner Gillmeister, a European language expert of Bonn University, "cricket" derives from the Middle Dutch phrase for hockey, met de (krik ket)sen (i.e., "with the stick chase").[26]
   In 1598, a court case referred to a sport called creckett being played by boys at the Royal Grammar School, Guildford around 1550. This is the sport's earliest definite mention. It is believed that it was originally a children's game but references around 1610 [20] indicate that adults had started playing it and the earliest reference to inter-parish or village cricket occurs soon afterwards in tragic circumstances. In 1624, a player called Jasper Vinall was killed when he was struck on the head during a match between two parish teams in Sussex [27].

   During the 17th century, numerous references indicate the growth of cricket in the south-east of England. By the end of the century, it had become an organised activity being played for high stakes and it is believed that the first professionals appeared in the years following the Restoration in 1660. A newspaper report survives of "a great cricket match" with eleven players a side that was played for high stakes in Sussex in 1697 and this is the earliest known reference to a cricket match of such importance.

   The game underwent major development in the 18th century and became the national sport of England. Betting played a major part in that development with rich patrons forming their own "select XIs". Cricket was prominent in London as early as 1707 and large crowds flocked to matches on the Artillery Ground in Finsbury. The single wicket form of the sport attracted huge crowds and wagers to match. Bowling evolved around 1760 when bowlers began to pitch the ball instead of rolling or skimming it towards the batsman. This caused a revolution in bat design because, to deal with the bouncing ball, it was necessary to introduce the modern straight bat in place of the old "hockey stick" shape. The Hambledon Club was founded in the 1760s and, for the next 20 years until the formation of MCC and the opening of Lord's Old Ground in 1787, Hambledon was both the game's greatest club and its focal point. MCC quickly became the sport's premier club and the custodian of the Laws of Cricket. New Laws introduced in the latter part of the 18th century included the three stump wicket and leg before wicket (lbw).

   The 19th century saw underarm bowling replaced by first roundarm and then overarm bowling. Both developments were controversial. Organisation of the game at county level led to the creation of the county clubs, starting with Sussex CCC in 1839, which ultimately formed the official County Championship in 1890. Meanwhile, the British Empire had been instrumental in spreading the game overseas and by the middle of the 19th century it had become well established in India, North America, the Caribbean, South Africa, Australia and New Zealand. In 1844, the first ever international cricket match took place between the United States and Canada (although neither has ever been ranked as a Test-playing nation).

   In 1859, a team of England players went on the first overseas tour (to North America) and in 1862, an English team made the first tour of Australia. In 1876-77, an England team took part in the first-ever Test match at the Melbourne Cricket Ground against Australia.

   W G Grace began started his long career in 1865; his career is often said to have revolutionised the sport.[citation needed] The rivalry between England and Australia gave birth to The Ashes in 1882 and this has remained Test cricket's most famous contest. Test cricket began to expand in 1888-89 when South Africa played England. The last two decades before the First World War have been called the "Golden Age of Cricket". It is a nostalgic name prompted by the collective sense of loss resulting from the war, but the period did produce some great players and memorable matches, especially as organised competition at county and Test level developed.

   The inter-war years were dominated by one player: Don Bradman, statistically the greatest batsman of all time. It was the determination of the England team to overcome his skill that brought about the infamous Bodyline series in 1932/33. Test cricket continued to expand during the 20th century with the addition of West Indies, India and New Zealand before the Second World War and then Pakistan, Sri Lanka and Bangladesh in the post-war period. However, South Africa was banned from international cricket from 1970 to 1992 because of its government's apartheid policy. Cricket entered a new era in 1963, when English counties introduced the limited overs variant. As it was sure to produce a result, limited overs cricket was lucrative and the number of matches increased. The first Limited Overs International was played in 1971. The governing International Cricket Council saw its potential and staged the first limited overs Cricket World Cup in 1975. In the 21st century, a new limited overs form, Twenty20, has made an immediate impact.

International structure of cricket

   ICC member nations. The (highest level) Test playing nations are shown in orange; the associate member nations are shown in green; the affiliate member nations are shown in purple.

   The International Cricket Council (ICC), which has its headquarters in Dubai, is the international governing body of cricket. It was founded as the Imperial Cricket Conference in 1909 by representatives from England, Australia and South Africa, renamed the International Cricket Conference in 1965, and took up its current name in 1989.

   The ICC has 104 members: 10 Full Members that play official Test matches, 34 Associate Members, and 60 Affiliate Members [29]. The ICC is responsible for the organisation and governance of cricket's major international tournaments, most notably the Cricket World Cup. It also appoints the umpires and referees that officiate at all sanctioned Test matches, One Day International and Twenty20 Internationals. Each nation has a national cricket board which regulates cricket matches played in its country. The cricket board also selects the national squad and organises home and away tours for the national team.
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Racing

   A race is a competition of speed, against an objective criterion, usually a clock. The competitors in a race try to complete a given task in the shortest amount of time. Typically this involves traversing some distance, but it can be any other task involving speed.

   Running a distance is the most basic form of racing, but races are often conducted in vehicles, such as boats, cars and aircraft, or with animals such as horses.

  A race may be run continuously from start to finish or may be made of several segments called heats or stages (stages are also known as legs). A heat is usually run over the same course at different times. A stage is a shorter section of a much longer course or a time trial.

   Early records of races are evident on pottery from ancient Greece, which depicted running men vying for first place. A chariot race is described in Homer's Iliad.

Types of racing
Unassisted human racing
   Using only the human body's own muscles:

· Running: 

· Cross country running 

· Marathon 

· Road running 

· Track running in Athletics 

· Fell running 

· Relay Race 

· Amateur Radio Direction Finding 

· Orienteering 

· Rogaining 

· Racewalking 

· Swimming 

Cycle racing
   Bicycle racing:

· Track cycling, such as a Points race 

· Road bicycle racing, such as the Tour de France 

· Mountain (offroad) cycling 

· BMX (Bicycle Motocross) 

Ski racing
   Skiing with skis, on snow:

· Alpine skiing such as Slalom skiing or Downhill skiing 

· Cross-country skiing 

Animal racing
    Animals alone, or with human riders on the animal's back or in a conveyance:

· Camel racing 

· Dog racing 

· Greyhound racing 

· Dogsled racing, such as the Iditarod Trail Sled Dog Race 

· Horse-racing, see also United Kingdom horse-racing and Equestrianism 

· Chariot racing 

· Flat racing 

· Thoroughbred horse races, such as Triple Crown of Thoroughbred Racing or a Derby. 

· Trotting 

· Steeplechase 

· Pigeon racing 

· Pig racing 

· Ostrich racing 

· Snail racing 

Aircraft racing
· Air racing 

Motorized racing (motor sport)
   Machines powered by motors, on land:

· Auto racing (also known as automobile racing, motor racing or auto sport) 

· Board track racing 

· Drag racing 

· NHRA+ 

· Powerade Drag Racing Series 

· Lucas Oil Drag Racing Series (Sportsman) 

· Summit Racing Series (E.T Drag Racing Series) 

· Jr Drag Racing League (JDRL) 

· NOPI Drag Racing Series 

· Sand Drag Racing 

· International Hot Rod Association (IHRA) 

· Dirt track racing 

· Grand Prix motor racing 

· Ice racing 

· Open wheel racing 

· A1 Grand Prix 

· Champ Car 

· Formula One, Formula Ford, GP2 Series (Replacement for Formula 3000) 

· Indy Racing League 

· Midget car racing 

· Sprint car racing 

· Offroad racing 

· Motocross 

· Supercross 

· Beachcross 

· Production car racing 

· Rally racing 

· European Rallycross 

· SCCA RallyCross 

· Road racing 

· Sports car racing 

· Stock car racing 

· NASCAR 

· Arena Racing USA 

· Touring car racing 

· Truck racing 

· NASCAR Craftsman Truck Series 

· Kart racing 

· Lawnmower racing 

· Motorcycle racing 

· Tarmac (aka Road Racing) 

· Grand Prix motorcycle racing 

· Pocketbike Racing 

· Production Bike Racing 

· Superbike racing 

· Track Racing 

· Flat Track 

· Speedway 

· Grasstrack (aka Long Track) 

· 70% Tarmac 30% Off Road 

· Supermoto (aka Supermotard) 

· All-terrain vehicle 

· Snowmobile racing 

Boat racing
   Boats on water:

· Drag boat racing 

· Dragon boat racing 

· Hydroplane racing 

· Jet sprint boat racing 

· Offshore powerboat racing 

· Outrigger Canoe racing 

· Rowing 

· Sailing or yacht racing also match race such as America's Cup races or team racing. 

Other types
   Some races involve multiple modes of transport:

· Adventure racing 

· Kinetic sculpture racing 

Etymology
   The word race comes from a Viking word. This Viking word arrived in France during the invading of Normandy and gave the word raz which means "swift water" in Brittany, as in a mill race; it can be found in "Pointe du Raz" (the most western point of France, in Brittany), and "raz-de-marée" (tsunami).

   A race and its name are often associated with the place of origin, the means of transport and the distance of the race. As a couple of examples, see the Dakar Rally or the Athens marathon.

External links
· Grandprix-Live.com - Covers all the major Grand Prix motorsport championships, including Formula One, MotoGP, Nascar, IRL, WSBK, WRC Rally and many more. 

See also
· Pace race 

· Sport 

· Gambling 

· Totalisator 

· Pacemaker 

· Nuclear arms race 

· Space Race 

· Racing game 

· Surf lifesaving 

Steeplechase
    The steeplechase is a form of horse racing (primarily conducted in the United Kingdom, United States, France, and Ireland) and derives its name from early races in which orientation of the course was by reference to a church steeple, jumping fences and ditches and generally traversing the many intervening obstacles in the countryside. In the UK and Ireland the term steeplechase is not used, even though the word originated in Ireland: the term (and formal code of racing) is National Hunt racing.

   It is a term now used to refer to a distance horse race with diverse fence and ditch obstacles; the most famous of these is the Grand National run annually at Aintree Racecourse, in Liverpool, since its inception in 1837.

History
    The steeplechase originated in Ireland in the 18th century as an analogue to cross-country horse races which went from church steeple to church steeple, hence "steeplechase". The first steeplechase is said to have been the result of a wager in 1752 between Mr. Cornelius O'Callaghan and Mr. Edmund Blake, racing four miles (6 km) cross-country from Buttevant Church to St. Leger Church in Doneraile, in Cork, Ireland. An account of the race was believed to have been in the library of the O'Brien's of Dromoland Castle. Most of the earlier steeplechases were contested cross-country rather than on a track, and resembled English cross country as it exists today. The first recorded steeplechase over a prepared track with fences was run in Bedlam, North Yorkshire in 1810.

Racing
United States
    In the United States, there are two forms of Steeplechasing (or jumps racing). The most prevalent kind of racing over jumps is Hurdles racing, where the jumps are relatively low (3 foot, 6 inches or thereabouts) and built of boxes filled with brush that may raise the height of the jump to the eye of the horse and rider. In this type of racing, a horse is not severely penalized for lacking an arc to its jump, since it can brush through the top foot or so of the brush jump. In Hurdles racing, the horse is trained to jump low and flat and in as much of a regular stride as possible (also known as "out of stride"). These races are commonly run at distances of about 2 1/2 miles. In the United States, hurdles races are sometimes held at the major tracks such as Keeneland, Saratoga and Belmont, as well as at race meets dedicated solely to jumps racing.

    Timber racing is conducted over solid and immovable wooden rail fences that may be approximately 5 feet high or slightly less. The courses are much longer, ranging up to 4 miles in length, and the jumping effort required of the horse is much different. Because of the size of the fences and their solid and unyielding construction, a timber horse is trained to jump with an arc, unlike a hurdle racer. An important factor in success at timber racing is for the horse to land in stride, so that it can carry its speed forward on the flat part of the race course. Timber Races are only found at jumps racing meets.

   The three major timber races are The Colonial Cup in South Carolina, the Virginia Gold Cup, and the Maryland Hunt Cup, the last of which is limited to amateur jockeys.

    Except for the hurdles races at Keeneland and the Iroquois Hurdles at Nashville, jumps racing in America is exclusively an East Coast phenomenon.

   Thomas Hitchcock (1860-1941) is known as the father of American steeplechasing. In the late 1800s, he built a steeplechase training center on his 3,000-acre (12 km2) property in Aiken, South Carolina and trained horses imported from England. No less important are the contributions by fellow Aiken seasonal resident F. Ambrose Clark. Clark held many important chases on his Brookville (Long Island) estate, Broad Hollow, in the 1920s and 1930's. Ford Conger Field was built by F. Ambrose Clark and is the site of the annual Aiken Steeplechase, a part of the Triple Crown in March. The first Steeplechase Meet in Aiken was held March 14, 1930 in Hitchcock Woods. In addition to the Aiken Steeplechase, South Carolina is also home to the Colonial Cup and the Carolina Cup, which is the largest event on the circuit. Both of these races are held in Camden, South Carolina.

   The Virginia Gold Cup is also among the oldest steeplechase races in the United States, with its first running in 1922. Every first Saturday in May, more than 50,000 spectators gather at Great Meadow near The Plains, Virginia (45 miles west of Washington, DC). The 4-mile (6.4 km) grass course with 4-foot (1.2 m) high timber fences is often referred to as the "crown jewel of steeplechasing."

    The Iroquois Steeplechase event is held in Nashville, Tennessee. Starting in 1941, it has been held at Percy Warner Park. It is annually held in the spring and it is considered to be one of the great sporting spectacles in Nashville and its surrounding areas. Beginning in 1941, with one year off during World War II, the Iroquois Steeplechase has been running continuously at Percy Warner Park on the beautiful race course inspired by Marcellus Frost and designed by William duPont. The widely renowned event would not have endured without the guidance of Mason Houghland and Calvin Houghland, who between them lovingly put on the race for half a century. They combined the efforts of the foxhunters and volunteer horsemen with the cooperation and support of the Metropolitan Board of Parks and Recreation to create a great sporting spectacle that has become a springtime institution in the region.

   The Queens Cup Steeplechase is another major annual steeplechase event. It is held the last Saturday of April at Brooklandwood, a farm and estate in Mineral Springs, North Carolina, about 20 miles (32 km) from Charlotte. This day long event of racing and social activities attracts over 10,000 spectators, many of whom travel great distances to attend.

   During the 1940s and 50s, the Broad Hollow Steeplechase Handicap, the Brook National Steeplechase Handicap and the American Grand National were regarded as American steeplechasing's Triple Crown.

   Kentucky Downs near Franklin, Kentucky (originally Dueling Grounds Race Course) was built in 1990 as a steeplechase track, with a kidney-shaped turf circuit. At its inception, the track offered some of the richest purses in the history of American steeplechase. The track has undergone numerous ownership changes, with steeplechase races playing an on-and-off role (mainly off) in the track's limited live race meets.

   The Stoneybrook Steeplechase was initiated in Southern Pines, North Carolina on a private farm in 1949 and was held annually in the spring until 1996, with attendance near 20,000. It resumed as an annual spring event at the new Carolina Horse Park in 2001.

Australia


    A group of racegoers in an Australian betting ring circa 1930

    Australia has a long history of jumps racing which was introduced by British settlers. In the 20th century the northern states of Queensland and New South Wales phased out all jumps racing. Today only Victoria and South Australia hold steeplechases, Tasmania having ceased jumps racing as of April 2007. [1]
    The jumping season in Australia normally takes place from March until August (some minor races are held either side of these months). Horses for steeplechasing are primarily former flat racing horses, rather than horses specifically bred for jumping. There is an emphasis on safety in Australia which has led to a reduction in the size of obstacles. As jumps races take place at flat racing meetings there is also a need for portable jumps. Most chasing occurs on steeple lanes but also includes parts of the main flat racing track. From Easter to May the major distance races occur. The Great Eastern Steeplechase at Oakbank is held on Easter Monday in South Australia drawing crowds of over 100,000. The Grand Annual, which has the most fences of any steeplechase in the world, is held in May at Warrnambool. Each state holds its own Grand National, the most prestigious is the VRC Grand National at Flemington run in the winter. The jumping season culminates with the set weights and penalties Hiskens Steeple run at Moonee Valley. The Hiskens is regarded as the Cox Plate of jumps racing.

   The most famous Australian horse in the field was Crisp, who was narrowly beaten by the champion Red Rum in the English Grand National. Crisp subsequently beat Red Rum at set weights. More recently Karasi has won the Nakayama Grand Jump, the world's richest jumps race held in Japan, three times.

Eventing
   The equestrian sport of eventing has a steeplechase phase, which is held in its "classic" or "long format". Unlike the racing form, horses do not race each other over the course, but rather are just meant to come under a pre-set "optimum time." The fences are usually very similar in type, all with brush that is meant to be jumped through rather than over. Ditches, post-and-rail, and other upright fences are not used. Penalty points are added to the horse's score if he exceeds the optimum time, but there is no reward for an especially fast round.

See also
· Breeders' Cup Grand National Steeplechase 

· American Grand National 

· Chase (racing) 

· Cheltenham Gold Cup 

· Cheltenham Festival 

· English Grand National 

· List of horse races 

· National Hunt racing 

· Point to point (steeplechase) 

· Velká pardubická 
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Wimbledon
  Wimbledon, best known for much of the 20th century as the home of the Wimbledon tennis championships, is a town in south-west London. It began life as a village at the edge of Wimbledon Common, and is referred to as Wimbedounyng in a charter signed by King Edgar in 967 AD. 

  Nine centuries later, the opening of the main railway line to the southwest of London in 1838 brought a station to the bottom of the hill that leads up to the village. Most of the town's subsequent rapid growth was focussed around the station rather than the area near the original High Street at the top of the hill, which is still referred to locally as "the village". 

  But tennis was not the the first sport to bring Wimbledon national fame. The National Rifle Association's first competitions took place in 1860 on Wimbledon Common and were opened by Queen Victoria firing the first shot. In 1878 the competitions, now lasting two weeks, had grown to nearly 2,500 competitors. But by the 1880s the power of rifles had advanced to an extent that shooting in an increasingly densely populated area was no longer considered safe and the last meeting was held in 1889 before the NRA moved to Bisley. 

  Meanwhile, in the 1870s, at the bottom of the hill next to the railway line, the All-England Croquet Club had begun to hold its annual championships. But croquet was beginning to become less popular and after initially setting aside just one of its lawns for the new sport of lawn tennis, it decided to hold its first Lawn Tennis Championship in July 1877. Increasing popularity for tennis meant that the small grounds could not cope with the numbers of spectators and in 1922 the renamed All England Lawn Tennis and Croquet Club moved to new grounds near the village. Wimbledon historian Richard Milward recounts how King George V opened the new courts. "He gave three blows on a gong, the tarpaulins were removed, the first match started - and the rain came down..." 

  The club's old grounds continue to be used as the sports ground for Wimbledon High School. 

  Wimbledon has also been well known for another brief period of sporting fame. Wimbledon Football Club won the FA Cup in May 1988 prompting great celebrations in the streets of the town as the team appeared on the balcony of the Town Hall. But by 2000 the team was demoted from the top division of English football after just 14 years competing amongst the country's top teams. 

  Wimbledon had played their home games outside Wimbledon after the closure of their Plough Lane ground in 1991, and, as a final indignity for the club's fans, in September 2003 the club moved to Milton Keynes, about 70 miles north. As soon as The Football Association approved this move in May 2002, former Wimbledon FC supporters founded the semi-professional AFC Wimbledon, and support in Wimbledon overwhelmingly shifted to AFCW, who starting with their second season earned successive promotions to the First and Premier Divisions of the Isthmian League. As of May 2005 AFC Wimbledon completed the league and cup double for the second consecutive season. 

  In the world of literature, Wimbledon provides the principal setting for several comic novels by author Nigel Williams (including the best-selling The Wimbledon Poisoner) as well as for Elizabeth Beresford's series of children's stories about the Wombles. 

John Major, British prime minister from 1990 to 1997, attended Rutlish Grammar School in Wimbledon from 1954 to 1959. 

  The crest of Wimbledon is the double-headed eagle, which is the reputed symbol of Julius Caesar, whose association, more or less mythical, with Wimbledon is indicated by 'Caesar's Camp' and 'Caesar's Well', which can be found on the Common. In 1965, a reorganisation of local government made the Borough of Wimbledon part of the London Borough of Merton. 

  Wimbledon also is regarded as one of the most sought after and expensive residential locations of london.

