
2026 Tournament Rules + Format 

​

MLP Style Rally Scoring, games played to 21. You do not have to be  serving to win. ​

Dreambreaker match for tiebreakers (doubles format)​

- each player on a team plays 2 matches per matchup with another team​

-Mixed: 1st round - women's doubles & men's doubles; followed by 2 mixed doubles matches​ 

*USAP approved paddles only* 

 

Warm ups:​ 

8 AM Start Time- we start right at 8. Warm up after check in and before bracket start.  

​ 

For all other starting times, you will get ten minutes for your first game of the day. 

 

 After that initial warm up, 2 minute warm up MAX for each game. There will not be longer 

warm up time allowed during bracket play. We are going to try to start each bracket right on 

time. 

Plan for an opening speech five minutes before your bracket start time.  

​

Home and Away​

A. Teams designated as the “Away” team for a match will be responsible for​

showing their players for each game first.​

B. Teams designated as the “Home” team for a match will be able to see the​

opponent’s team and respond with theirs.​

“coin toss” – hold up 1 or 2 fingers behind paddle.​

A. Winner of coin toss picks serve, receive, or side (this will be the selection for all​

games)​

B. If you pick side… you start on that side, finish on the other. Each game after,​

you start where you finished. 

​

Matches​

Each match will consist of 4 games, rally scoring to 21, capped at 21. Switch​

sides when first team reaches 11. No Freeze. If your score is even, player on right​



serves. If odd, player on left serves. You stay on your side of the court the whole​

game, unless you use a timeout and switch sides with your partner. 

​

Mixed Day – women, men, mixed, mixed.​

Dreambreaker – mixed tie breaker​

If tied 2-2, then final game is mixed (2 that didn’t play together), rally scoring to 15,​

rotate mixed teams in every 5 points (total of 5 so if score is 3-2, switch)​

Gender Day – 4 players (A,B,C, & D)​

Game 1: A &; B; Game 2: C &; D; Game 3 and 4 (A &C, B & D)​

If game 5, A & D, B & C alternate every 5 points. 

Cap at 15, win by one.  

​

Injury: - if there is an injury, team can find a sub or one player can play twice. So if male​

gets hurt, other male can play both mixed games. If no sub, team forfeits the gender​

game if applicable.​

Time outs: One 1-minute per game and 30 seconds when switching sides. 

Switch sides at 11 ( 8 if Dreambreaker) 

 

Tie Breakers: 

If needed, head to head (HTH) winner of the match between the teams with the same number of 

match wins will decide which teams advances. If  the number of matches won is equal for 3+ 

teams, the following will break the tie in order of application: a) HTH record, b) if HTH record 

does not solve tie, then net Games won, which is the number of games won minus the number 

of games lost (includes dreambreaker results as one game), c) if the net games calculation does 

not resolve the tie, then all points differential percentage, which is the number of points won 

in all games divided by the number points played in all games (includes dreambreaker points), 

and d) if none of the above resolve the tie, the tie will be resolved by random lot drawing.  

 

 

 
 



 

 

​ 

 

​

 

  

 
 


