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Overview:

The object of Pang is to score points by hitting the ball to your opponent so that he can not return it back (similar to Ping Pong).  The major differences are that the ball cannot be smashed, and players can “dribble” the ball in the air up to 4 times.
History:

Back in the Spring 2005 semester, ping pong was the only game around.  Due to the recreation center’s failure to provide us with ping pong balls, we resorted to buying our own.  Upon asking for advice, we heard several accounts of students buying “3 for a dollar”.  So, a few of us went to the dollar store, and found a set containing 2 paddles and 3 ping pong balls.  Unfortunately, the paddles were covered with foam, and the balls were made of cheap plastic and could be easily crushed with only two fingers.  The foam paddles had the following phrase on its side: “Gao Dang Ping Pang Ban”.  And so began Pang.
Setup:

Pang is traditionally played on top of a beige fiberglass recycling bin bearing signs that say “BOTTLES & CANS”.  The bin is approximately 36 inches tall, and its top is a flat, rounded square, each side about 15 inches long.  The circular hole for depositing recyclables is to be partially covered with a thin rectangular piece of cardboard.  The game itself should be played inside the OCSO lounge.  Watch out for manager N. Patel!  There should be ample space in all directions around the surface to allow for player movement.  Each player chooses his or her paddle.  One standard Pang ball is also required.  A Pang ball is a low quality ping pong ball.
Basic game rules: 

A player begins the point by hitting the ball onto the surface toward the opponent.  Once the ball reaches the opponent’s side (a line marked by orange dots), possession is transferred to the opponent.  From here, the opponent may touch the ball with any part of his body up to 4 times consecutively before returning the ball to the other player.  Play continues back and forth until either player loses the point.  The winner gains one point.

Volleying:

The volley is unique in that the point is begun by a player tossing the ball onto the surface towards his opponent.  From there on, players hit the ball back and forth only one hit at a time.  The winner of the volley gets to choose to serve first or to play on a specific side.  The loser of the volley chooses whatever was not chosen by the winner.  Note: the server may not begin the first point while players are switching sides.

Pedestrians:

Play is suspended whenever a non-player enters the arena.  If a pedestrian enters the arena during a point, the point ends immediately.  Please show respect and courtesy at all time to pedestrians.

Serving:

Players take turns serving the ball 5 consecutive times. Exception: When a player is one point away from losing the game, he will serve until either the game ends or overtime is reached.  If a player commits a fault, he serves again.  Two consecutive faults is a double fault, which results in a LOP.
Faults:

1. A serve that does not cross both fault lines.  Note: If a serve does not even enter the receiver’s half of the surface, the server has committed a missed serve, and loses the point.
2. Tossing up the ball for the serve and not making contact with the paddle.

3. Committing a “smash” on a serve.

4. Server or any player on his team blusters or hurricanes the baby’s head before a serve.
5. Inherited faults.  If a player attempts to serve out of turn, that player will “inherit” a fault, meaning that the player will have a fault charged to them once it is his or her turn to serve.  NOTE: There is no limit to the number of faults that a player can inherit.
Timeouts:
Timeouts are created by putting the paddle and one hand perpendicular to each other, creating a “T”.  Each player is allotted a maximum of three timeouts per game.  For a player to dispute a point, he/she is recommended to call a timeout.  If the player wins the challenge, the player is NOT charged with a timeout.  Pedestrian/Injury timeouts do not count towards the allotted number of timeouts.

Illegal maneuvers:

If any of these events occur, the culprit will lose the point (LOP).

On a serve:

1. Double fault.

2. Double hit.

3. Receiving team hurricanes or blusters the ball before the point begins.

4. Serving the first point of the game while the two players are switching sides.

During the point:

1. Player hits the ball more than 4 times (the first is not counted if the ball hits the body first, with the exception of an intentional hand hit).

2. The ball hits the ground.

3. Player commits interference (see Interference).

4. Players makes contact with the playing surface (MWPF).

5. Player hits the ball with excessive force.  Depending on severity, the 1st offense is either a warning or a LOP.  The 2nd offense is a LOP.  The 3rd offense is a LOG.

6. Player brings outside object into the arena.

7. The ball freezes.

8. Player scores a point in which the final hit did not come off the paddle.

9. Hitting the opposing player in the face.  This is a serious offense the results in a loss of all points (LOAP).  Note that if the other player has at least seven points, that player will automatically win the game.
10. Player intentionally rolls the ball on his paddle.

11. Excessive physical contact by the offensive player (charge).
12. Rainy day not to the face.

13. Any sacrilegious Pang play (results in a Triple LOP).

a. Intentional physical movement of the playing surface or baby’s head.

b. Rainy day to the face.

c. Intentional movement of the Big LOG.

d. Calling Pang the devil name of Pong.

e. Blocking the surface so that the opponent’s ball cannot hit the surface.
Interference:

The entire concept of interference is initially confusing and often disputed.  The following situations are to be deemed interference, and this results in a LOP.

1. Player may not touch the ball when not in control of it.

a. Consider the case when the offensive player hits the ball onto the opponent’s side, but does not make contact with the table.

I. If the ball is hit directly at the opponent, the opponent does not need to move out of the way.  If the ball hits the ground, it is not considered interference.

II. If the ball is hit in the opponent’s direction, he is advised not to reach out and touch the ball.  This will be considered interference if the hitter makes a legitimate attempt to keep the ball in play.  However, if the defensive player does touch the ball, but the offensive player does not make a valid attempt to save the play, a point will be awarded to the defensive player.  If a dispute arises, the offensive player will be awarded the point upon presenting a strong argument that he was going to save the ball.

2. Defensive player may not physically impede the progress of the offensive player ON THE OFFENSIVE SIDE OF THE SURFACE.  He can, however, cross the line without interfering with the player in control.  If the defensive player makes any kind of contact with the offensive player on the offensive side, it is an automatic LOP.

3. Defensive player may not initiate physical contact with the offensive player on the defensive side.  However, if the defensive player is standing in a still position on his own side, he does not need to move out of the way if the ball comes near.  Excessive physical contact by the offensive player is considered a charge (as in basketball) and results in a LOP.

Legal maneuvers:

1. Player may hit the ball off of the card on the center of the surface.  This soft spot deadens the ball, confusing the defense.  The spot is called the “baby’s head” because it is soft like the top of a newborn’s head.

2. Offense may roll the ball across the length of the surface.  This is a tricky maneuver called “walking the dog” in reference to the yo-yo trick in which the device rolls along the floor like a dog on a leash.

3. A player may counteract a dog-walking or a ball that is simply rolling on the surface by “sweeping” the ball with any amount of force.  This is the most dangerous maneuver in Pang, as unskilled players usually MWPF, and even the most advanced players will occasionally MWPF.

4. The defensive player may swing his paddle at the ball in an attempt to create a gust of wind that indirectly interferes with the ball.  This tactic is also dangerous for two reasons: it can easily cause interference, and the swinging player is left vulnerable if the ball is hit towards him.  This maneuver is referred to as a “hurricane,” and an unusually strong maneuver may sometimes be a called a “cat 5” or “category 5” in reference to a strong hurricane.

5. Players may take the hurricane to the next generation by creating a stream of air that pushes the card around.  This has the potential to create a space in the center of the surface.  Of course, if the ball falls into the hole, a LOG will result.

6. A player may hover over a ball in order to try to confuse the other player or give the illusion of less available space.  This tactic is known as the “umbrella”.

7. Players may attempt to defend themselves by sticking out an arm or turning their bodies in certain directions.  This creates a “shield,” thus disrupting the other player’s tactics.

8. The offensive player has the right to serve the ball at any time, except when a timeout has been called.

9. Both players have the right to physically blow air towards the ball at anytime.  This practice is referred to as a “blustery day.”

10. Scoring without physically touching the ball, such as by air manipulation.
Nuances:

1. If a player hits the ball onto the opponent’s side, but the ball comes back (such as by air manipulation), the player does not get a fresh four hits.  Rather, the player must continue counting upwards from when he attempted to transfer possession.

2. If the baby’s head is moved beyond the edge of the surface, yet is still sitting on top, it is still counted as part of the playing surface.  This is known as an “extended playing field.”

a. When the playing field is extended, either player may pick it up without being charged with a MWPF.  The player may then either hold on to it, get rid of it, use it to hit the ball (counts as a body hit), or place it back down onto the surface.
b. If the extended playing field is touching a dot, the dot is also extended to the entire baby’s head.
3. Rolling the ball on one’s paddle is similar enough to a “carry” and a “freeze” that is not allowed.
4. If, during normal gameplay the baby's head falls into the LOG, then the baby's head is submitted to the LOG for the remainder of the game.

Winning the game:

The first player to accomplish one of the following items wins the game:

1. Player reaches 11 points (must win by at least 2 points).

2. Player gains a 7-0 lead. (shutout)

3. Opponent resigns from the game.

4. Opponent hits the ball into a trash receptacle at any time after the first toss of the volley.  Whoever knocks the ball into the trash loses, regardless of possession.

5. Opponent crushes the ball beyond playable condition.  The crusher has a maximum of ten seconds to attempt to repair the ball.
6. Opponent causes player to bleed by either 1) hitting a player on his own side, or 2) intentionally demonstrating aggressive behavior toward another player.

7. Opponent commits third smash infraction.

Overtime:

Overtime begins if the score reaches 10-10.  The Baby’s Head is immediately removed.  The player who began the game as the server will serve the first point of overtime.  After that, the opponents take turns serving two at a time until the game ends.  The following events happen may during overtime.
1. At 15-15, a rack is placed onto the surface.
2. At 20-20, each player dons twenty leis.  Each time a point is lost, an additional lei is donned by the loser.
3. At 25-25, play halts.  Players go to the bookstore, purchase and drink some iced tea, and then play resumes.
Season play:

From time to time, there will be official seasons of Pang.  These games must be “reffed” by another person who understands the rules of Pang.  Referees have final say over all points unless both players agree on a different call.

The final scores of the game are logged (not LOGged) onto the “big board.”  An analysis of the season is available at http://www.geocities.com/tcnjpang.

Playoffs:

After the regular season ends, the playoffs, known as “Pang-demonium”, begin.  All playoff games must have 2 referees from the current season.

Any player that gambles on Pang with money will be suspended for the remainder of the current season, or a minimum of 30 days.

Variation:

The following variation, called “Team Pang,” “Ultimate Pang,” “Volleypang,” or “Pang Plus” can be played when more than 2 players want to participate.

Volley is played as in a normal game of Pang.

During regular game play, a player may only hit the ball one time in succession. (If the first hit is a body hit, it does not count as a hit.)  After this single hit, another member of the team must hit the ball, or the ball must be passed to the opponent.  Hitting the ball more than once in a row is an immediate LOP.  A maximum of five total hits per team can be had before exchange is passed to the opponent.  Hitting the ball more than five times during a possession is an immediate LOP.

2 vs. 1 = Canadian Pang

3 vs. 1 = Russian Pang

4 vs. 1 = Polish Pang

Generation II:

During the early stages of Pang, a number of new tactics, situations, and rules have come into play.  Several fundamental changes have occurred to the game of Pang because of this.  First, an average game is no longer dominated.  Players all have their own special and unique moves which significantly increase the level and intensity of competition.  Second, the average bystander can no longer survive a game of Pang due to the complexity of the game and also the high skill levels of experienced players.  A game played between a strong player and a novice will most certainly be LOP-sided.  Due to these changes in the game, we have entered into the second generation of Pang on September 19, 2005.  This is known as “Generation II Pang”.

In the community:

Pang supports recycling!  Through the game of Pang, the idea of recycling is new again and people love to recycle!

Online:

Pang is on Facebook!  It’s a group called “Ping Pang Association”.  Join now!  It’s open to everyone!

Visit the Pang webpage at: http://www.geocities.com/tcnjpang.

Amendments:

Formal amendments of the Pang Rules and Regulations may be proposed by any person.  This includes members of the Pang Players Association (PPA), other players, spectators, and pedestrians.  In order for an amendment to pass, it must be approved by at least 2/3 of the PPA.  The PPA includes all members of the current season.
BILL OF RIGHTS:

[Amendment I: Maximum control.  The previous maximum of 9 hits per possession has been reduced to 5 hits, in order to increase the action of every point, allow for increased watchability, and decreased gametime.

Proposed: 9-8-05 by Andy Shapiro

Passed: 9-12-05

Overwritten by Amendment XVIII.

Amendment II: Service area.  During a serve, the ball could previously pass over any part of the opponent’s surface area.  Now, it may no longer pass over the left and right sides.  The ball must cross the back edge, or an adjacent corner.

Proposed 9-8-05 by Nick Popovich

Passed: 9-12-05

Amendment III: Single hit (in variation only).  Variation rules state that a player may only hit the ball once in succession.  However, a shot to the body counts as a hit.  Therefore, in the variation, one could theoretically make a body shot at the opponent, making the point extremely difficult to win.  The new amendment allows for the first hit by a team to be made with the paddle.  This means that if a team receives a body shot, either player is allowed to contact the ball next with the paddle, and this counts as the first of a maximum of five team hits.  However, two consecutive body hits do count as the first hit, and the next hit must be made by the teammate.

Propsed 9-16-05 by Andy Shapiro

Passed 9-19-05

Amendment IV: Disputed serve.  Serving during a dispute over a point is considered poor sportsmanship and results in a LOP.  The player disputing the point, however, must call a timeout before or during the dispute.  Timeouts are created by making a T with the paddle and one hand perpendicular to each other.

Proposed 9-20-05 by Andy Shapiro

Passed 9-20-05

Amendment V: Baby’s head in overtime.  Remove the baby’s head for overtime.

Proposed 9-19-05 by Steve Holroyd

Passed 9-20-05

Amendment VI: Paddle to face contact.  Any player or team that commits interference by hitting an opposing player in the face with their paddle will earn a LOAP (loss of all points).  Note that if the other team has at least seven points, they will automatically win the game.

Proposed 9-26-05 by Nick Popovich

Passed 9-27-05

Amendment VII: Side or serve.  Whoever wins the volley gets choice of side or serve.  Server cannot begin the game while players are switching sides.  Defensive player must indicate that he is ready to begin.

Proposed 10-4-05 by Steve Holroyd

Passed 10-5-05

Amendment VIII: Elimination of induced log.  Whoever knocks the ball into the trash loses, regardless of possession.

Proposed 10-10-05 by Steve Holroyd

Passed 10-11-05

Amendment IX: Pre-serve winds.  One cannot blustery day or hurricane the baby’s head before the serve of any given volley.  Penalty is a fault for the serving side, or a LOP for the receiving side.
Proposed 10-10-05 by Nick Popovich

Passed 10-11-05

Amendment X: Referee.  Referee has final say over all points unless overturned by both players.

Proposed 10-12-05 by Andy Shapiro

Passed 10-13-05]

Amendment XI: Playoffs!  All playoff games must have TWO CERTIFIED REFEREES.

Proposed 10-13-05 by Seth Gardner

Passed 10-14-05

Amendment XII: Timeouts.  Each player is limited to three timeouts per game.  This does not include pedestrian and injury timeouts.

Proposed 10-25-05 by Nick Popovich

Passed 10-27-05

Amendment XIII: The crush.  Crushing the pang ball in play, permanently beyond playable condition, results in a LOG.  The crusher has exactly ten seconds to try to repair the ball.
Proposed 10-31-05 by Nick Popovich

Passed 11-1-05

Amendment XIV: The roll.  The play where one rolls the ball around on the paddle is similar enough to a “carry” and a “freeze” that is a nuance of the game that is now outlawed.

Proposed 11-18-05 by Andy Shapiro

Passed 11-18-05

Amendment XV: Stricter penalties for smashes.

1st offense: warning or LOP (depending on severity). 
 2nd offense: LOP.
  3rd offense: LOG.

Note: This does not apply to smashes on a serve (faults.)

Proposed 11-18-05 by Adam Jodon and Andy Shapiro

Passed 11-21-05

Amendment XVI: Player challenge.  If a player challenges a point by calling timeout, and then wins the challenge, the player is not charged with a timeout.

Proposed 11-25-05 by Andy Shapiro

Passed 11-25-05

Amendment XVII: Gambling.  Any person who bets money on Pang will be suspended for one full season, or a minimum of 30 days.
Proposed 12-1-05 by Steve Holroyd

Passed 12-2-05

Amendment XVIII: 4-hit Pang.  Season 3, and all future games, will be "4-hit", not 5.  Nuance: If the first hit is a body shot, with the exception of an intentional hand shot, it will not count as the first hit.

NOTE: Multiplayer teams still have 5 total hits.
Proposed 1-26-06 by Andy Shapiro
Passed 1-30-06

Amendment XIX: Rack Pang. On those special occurrences that the game reaches the score 15-15, a rack will be placed onto the surface.  The rack is located above the microwave.
Proposed 1-30-06 by Andy
Passed 1-31-06

Amendment XX: Blood=LOG. Any player that causes the opponent to bleed during the course of a game, by either 1) hitting a player on his own side, or 2) intentionally demonstrating aggressive behavior toward another player, will be issued an immediate LOG.
Proposed 1-31-06 by Drew, Andy
Passed 2-3-06

Amendment XXI: Lei Pang! Upon the extremely rare and mystical event that a Pang match reaches the score of 20-20, each player must don 15 leis around their neck before continuing play.  For every point one player scores above 20, the opposing player must don an additional lei.  The player who loses the game once "Lei Pang" is achieved is said to be "Laid Off."  Rack Pang continues during all points of Lei Pang.
Proposed 2-3-06 by Drew, Nick
Passed 2-3-06

Amendment XXII: Legal Shot Clarification.
The following scenario applies to shots that are hit either:
a) from the bulletin-board side off the door
b) from the door side off the opposite wall
If the ball first hits the ground beyond the invisible line that is the hitter’s own near side, the shot will be ruled a "smash."
Note that normal smash rules apply, and for the first smash, the player will receive the LOP.
Proposed 2-3-06 by Andy
Passed 2-3-06
Amendment XXIII: Tea time.  Upon the extremely rare and unbelievably mystical event that a Pang match reaches the score of 25-25, each player takes a break, buys some iced tea from the bookstore, and drinks it.  Play then resumes.

Proposed 3-3-06 by Ryan Patrick

Passed 3-6-06
Amendment XXIV: Baby's head nuance.   If, during normal gameplay the baby's head falls into the LOG, then the baby's head is submitted to the LOG for the remainder of the game.
Proposed 2-27-07 by Nicolo DiMaria
Passed 3-1-07
Amendment XXV: Voting majority.  (a) The majority needed to pass an amendment is 2/3.  (b) Voters who choose to abstain on a certain amendment will not be included in the voting pool for that particular amendment.

Proposed 2-27-07 by Andy Shapiro

Passed 3-1-07

Amendment XXVI: List of sacrilegious Pang plays.  The following plays are considered sacrilegious to Pang, and will results in a Triple LOP for the culprit, and cannot result in a LOG by the victim.  Note: A Triple LOP is a gain of three points for the non-culprit.

1) Intentional physical movement of the playing surface or baby’s head.

2) Rainy day to the face.

3) Intentional movement of the Big LOG.

4) Calling Pang the devil name of Pong.

Proposed 2-27-07 by various players

Passed 3-1-07

Amendment XXVII: Surface block.  Blocking the surface so that the opponent’s ball cannot hit the surface shall be considered a sacrilegious Pang play and shall be penalized as such.

Proposed 2-27-07 by Andy Shapiro

Passed 3-1-07
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