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1. Introduction

Here are some trainings that could be done with a Siboasi and Spinfire tennis ballmachines. You 
could also do the training with other ballmachines but this depends on the possibilities of the 
ballmachine and you should know how to use these. Basically a ballmachine need minimal a 
horizontal and vertical variation and a 2-line function: 

 Horizontal variation, the machine move left/right/left and shoot the ball at a random 
horizontal location between 2 extreme positions 

 Setting of height/depth of the ball
 Vertical variation, the machine varies the height/depth and shoot at a random position 

between 2 extreme positions
 2 line function, move left/right and shoot just 1 ball in every 2 directions, always at the same

direction. After every shot, the machine moves to the other position to shoot the next ball

The basis trainings are documented and drawn in a picture. Also, in allmost all trainings, many 
variations are written to change the training conform the level of the tennis players, the experience 
with the training, the age, etc.
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2. Volley
When playing a volley, many “unnecessary movements” are made. A volley should be compact and 
as less as possible backswing. Especially when balls are shot fast to you, playing a volley give some
problems, due to the “unnecessary movements” and a too slow reaction. Because, for example the 
grip of the racket should be changed instead of only 1 middle grip or a “too long backswing”. Also, 
many players wait for the ball to come on the racket instead of moving the body to the ball.
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 2.1 Siboasi K2-8: 

 Put the ballmachine in the middle of the (horizontal) position in between the serviceline and 
the baseline.

 Set a high speed dependent on the level of the player (about 120 km/h for middle level 
players)

 Set the height in the lowest position (just above the net), this is the start-position when 
turning on the Siboasi machine

 You can put the machine some lower/higher by setting the front feet of the machine
 The tennisplayer is shocked and hardly can hit the ball because of the high speed. Therefore,

set the speed lower and change the height so that the balls go just over the net (vertical 
variation 3x and stop at the right height), you may also use the lob-foot to shoot some 
higher.

 The net player can get used to the lower speed and hit the volley as compact as possible: 
compact movement, just control the direction with the racket and move the body to the ball.

 When the volley is okay, you can increase the speed. The player get more and more used to 
the new speed and at the end the volley at the original speed (from the first part of this 
training) will be much better 

Options to raise the difficulty:

1. The machine could be set at 2-line “narrow”, “among” or “wide” so the direction of the ball 
will be changed between forehand (FH) and backhand (BH)

2. The machine could be set at horizontal variation, so the ball will be shot randomly
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 2.2 Spinfire Pro2: 

 Put the ballmachine in the middle of the (horizontal) position in between the serviceline and 
the baseline

 Set a high speed dependent on the level of the player (about 17 for middle level players)
 Set the height in the lowest position (just above the net), dependent of the speed (for 

example 10)
 The tennisplayer is shocked and hardly can hit the ball because of the high speed. Therefore,

set the speed lower and change the height (press UP some time) so that the balls go just over
the net.

 The net player can get used to the lower speed and hit the volley as compact as possible: 
compact movement, just control the direction with the racket and move the body to the ball.

 When the volley is okay, you can increase the speed. The player get more and more used to 
the new speed and at the end the volley at the original speed (from the first part of this 
training) will be much better 

Options to raise the difficulty:

1. The machine could be set at 2-line “narrow”, “middle” or “wide” so the direction of the ball 
will be changed between forehand (FH) and backhand (BH)

2. The machine could be set at horizontal variation “middle”, so the ball will be shot randomly 
between 2 small horizontal positions

3. The machine could be set at horizontal variation “wide”, so the ball will be shot randomly 
between 2 wide horizontal positions 
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3. Fast and stable from the baseline 

To hit the balls good from the back of the tenniscourt, a fast preparation of the tennis stroke should 
be done. The moment that the ball leave the racket of the opponent, it is clear if the next stroke will 
be a forehand or a backhand. So why wait preparing the right grip, shoulder preparation, and bring 
the racket of the beginning of the backswing. When you wait too long with this, fast balls will be hit
too late and more faults will be made.

De Racketclub, Arnold van Houten
W: www.racketclub.nl E: informatie@racketclub.nl T: 06-30974299 

http://www.racketclub.nl/
mailto:informatie@racketclub.nl


 3.1 Siboasi K2-8: 

 Put the ballmachine at the baseline or a little backwards, so that the shooting balls will 
bounce on the tenniscourt just before the baseline.

 Set the shooting height about 0.5 - 2 meter above the net and change the speed accordingly 
so that the balls hit the ground just before the baseline.

 Set frequency dependent of the level of the player.
 Horizontal variation
 When the preparation will be done more fast, the player can more easily react for continuous

deep balls. When the player is not used to do the preparation fast (= early), the player will do
when the ball is close to the player and so too late and more faults. This is the difference 
with high level players, who will start the preparation immediately after the ball left the 
racket of the opponent (the direction is clear then so all preparation could be started then, 
not wait till ball is close to the player).

Possibilities to change the difficulty:

1. Raise the speed and the height of the ball more close over the net.
2. Raise the frequency so that the player should react and prepare for next shot, more fast.
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 3.2 Spinfire Pro2: 

 Put the ballmachine at the baseline or a little backwards, so that the shooting balls will 
bounce on the tenniscourt just before the baseline.

 Set the shooting height about 0.5 - 2 meter above the net and change the speed accordingly 
so that the balls hit the ground just before the baseline. You can also change the speed to 17-
20 (high level players) or 10-17 (lower level players) and change the height so that the ball 
hit the ground just before the baseline.

 Set frequency dependent of the level of the player.
 Horizontal variation (for Spinfire, you can choose “medium” or “wide” dependent of the 

players level).
 When the preparation will be done more fast, the player can more easily react for continuous

deep balls. When the player is not used to do the preparation fast (= early), the player will do
when the ball is close to the player and so too late and more faults. This is the difference 
with high level players, who will start the preparation immediately after the ball left the 
racket of the opponent (the direction is clear then so all preparation could be started then, 
not wait till ball is close to the player).

Possibilities to change the difficulty:

1. Raise the speed and set the height of the ball more close over the net.
2. Raise the frequency so that the player should react and prepare for next shot, more fast.
3. When first used “medium”, use “wide” for the horizontal variation
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4. Building-up the point and attack opponent 
Many players try to make the winning point fast and don't think too much if it is smart to take much
risk for this. To make a good point, you should take risks when there is a good chance for the point 
and you should control the ball, when the ball is deep and the opponent is relaxed waiting for the 
next ball. In this training, higher/deeper balls will be changed with lower/shorter balls. 
Higher/deeper balls should be controlled (= inside the lines with enough deepness so the opponent 
can't make the point on his next ball) and lower/shorter balls should be played with some risk so 
you win the point or put some pressure on the opponent.
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 4.1 Siboasi K2-8: 
The Siboasi machine varies the height between the lowest (close over the net) position and the 
highest (lob) position. This is a (too) big difference and this is why the speed should be set to 70 
km/h or lower and this training only could be used for lower level players, for a Siboasi machine.

 The location of the ball machine is just behind the baseline in the horizontal middle
 Set the horizontal position in the middle of the court and then start vertical variation 

(vertical button 3x)
 Set the speed so that the highest ball just fall inside the baseline (70 km/h)
 Let some players hit several balls. The deep balls should be hit controlled inside the lines 

without risk. The half-court balls should be hit with some risk while the ball is just moving 
upwards and the player should go through the ball to the net. The last ball is the volley at the
net. 

 The next player is ready for the next ball. And the last player is moving at the back of the 
row of players.

Possibilities to change the difficulty:

1. Raise the speed and change the height some lower (more close over the net)
2. When first the players hit with the forehand, change that they should hit with backhand
3. Change the horizontal position to 2-line “narrow”
4. Change the horizontal position to 2-line “among”
5. Change the horizontal position to 2-line “wide”
6. Change to horizontal variation
7. Change to higher frequency
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 4.2 Spinfire Pro2: 

The Spinfire varies the height only a few degrees so that the shooting ball is variable between 
serviceline and baseline. This is perfect to simulate a real match.  

 The location of the ball machine is just behind the baseline in the horizontal middle
 Set the speed so that it is suitable for the level of the players. Suggestion: beginner (7), 

intermediate (12), high level (18).
 Set the horizontal position in the middle of the court (Left / Right button)
 Set the vertical position (UP/DN) so that the balls fall on the serviceline, then press the 

vertical variation button. Now the balls will vary between the serviceline and the baseline
 Let some players hit several balls. The deep balls should be hit controlled inside the lines 

without risk. The half-court balls should be hit with some risk while the ball is just moving 
upwards and the player should go through the ball to the net. The last ball is the volley at the
net. 

 The next player is ready for the next ball. And the last player is moving at the back of the 
row of players.

Possibilities to change the difficulty:

1. Raise the speed and change the height some lower (more close over the net)
2. When first the players hit with the forehand, change that they should hit with backhand
3. Change the horizontal position to 2-line “narrow”
4. Change the horizontal position to 2-line “among”
5. Change the horizontal position to 2-line “wide”
6. Change to horizontal variation
7. Change to higher frequency

Note: Everyone should decide themselves which ball is the right ball to go to the net, but one out of 
4 balls should be chosen for going to the net. When this is not possible because all the balls are 
close to the baseline, the frequency should be set a little different (slower/faster) so that the 
frequency is out of balance with the vertical variation.
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5. Servicereturn 
Even though many ball machines are not made to train a service return, this often could be done.
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 5.1 Siboasi K2-8: 

 Position of the ball machine should be just after the baseline
 Turn on the machine and set the topspin at “slow topspin” (press 2x topspin button)
 With horizontal button, set the horizontal position so that the ball fall into the service field
 Set the speed (for the amount of topspin) in between 50 and 80 km/h and check that the balls

fall just inside the serviceline. To let the balls fall easier in the service field, you can put the 
machine a little more to the back or lower the height of the shooting ball.

Possibilities to change the difficulty:

1. You can try to use the 2-line “narrow” to train forehand and backhand return, the machine 
should be positioned exactly right to let the balls fall inside the service field

2. Set the frequency more faster 
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 5.2 Spinfire Pro2: 

 Position of the ball machine should be just after the baseline
 Set the speed at 12 and the height close over the net (UP/DOWN). Set the spin to +4 or 

more to get the ball inside the serviceline
 To let the balls more easier fall inside the serviceline, you can move the ball machine more 

backwards, this also could be used when you want to raise the speed. 
 Set the horizontal position right for the balls to fall inside the service field

Possibilities to change the difficulty:

1. You can try to use the 2-line “narrow” to train forehand and backhand return, the machine 
should be positioned exactly right to let the balls fall inside the service field

2. Set the frequency more faster
3. The Spinfire could shoot with much topspin. Try to raise the speed and change the topspin 

more. 
4. Use horizontal variation “medium”, possibly the machine should be set closer to the net and 

the speed should be lowered and some more spin. You should experiment a little to get all 
balls inside the servicefield.
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6. Double play 

A nice training to do with a tennispartner for double is the next one. Two tennisplayers are 
positioned between the net and the serviceline. The job for the 2 players is that they shouldn't let the
ball, shot by the ball machine, touch the ground at their side of the net. When the 3rd ball touches the
ground, they should change with the next double players.
Because the vertical variation in this training, should be big (between net and lob position), this 
training only could be done with the Siboasi K2-8 machine. Check if your Spinfire has a “Padel 
option” to start, then this training could be set to vertical variation in Padel combined with 
horizontal movement.
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 6.1 Siboasi K2-8: 

 Position the machine about 4 meters behind the baseline (close to the court border) and use 
the special lob foot for extra high balls.

 Set the machine at horizontal (1x horizontal button) and vertical variation (3x vertical 
button)

 Set the speed at 70-80 km/h. When the highest balls go out, lower the the speed a bit (note: 
the Siboasi machines shoot the first 3 balls a little faster than the next balls, after 3 balls the 
speed is steady).

 Now the machine shoot balls close to the net, which should be played as volley, and balls 
that will be shot high above the players, which should be smashed. Also the 2 players should
communicate who will hit the balls in the horizontal middle. 

 Dependent of the depth of the balls and the level of the players, you might change the speed 
and frequency

Possibilities to change the difficulty: 

1. When the 2 players are too good and they stay too long in the field, change the speed
2. Set the frequency faster so that the balls will be shot more closer to each other
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7. Netplay in double 

Many players in a double, stand at the net and look how their double partner and the opponent hit 
the balls cross to each other. Beside that this don't cost much energy (you only get a stiff neck :-) ), 
you also don't get points with this. In a double play, the netplayer should be active and take some 
risks. The netplayer also could be passed sometimes as long as there are more winners made. Also, 
an active netplayer makes the opponents more nervous which indirect will get points. Therefore, 
this training will train the player to move active at the net and hit as much as possible balls.
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 7.1 Siboasi K2-8: 

 Position the ball machine just behind the “right tennis court tramrails” (the space between 
right single and double court line)

 Set the vertical position in the lowest position (just above the net), start the machine and set 
the speed dependent of the level of the tennisplayer

 Set the machine at 2-line “narrow” and set the machine a little skew to the net, so that the 
right side ball will be shot just inside the double line of the tramrails at the other side of the 
net

 The netplayer will position close to the net and should hit as much balls as possible 
 Start shooting (“>” button) and set the frequency at 8 or higher/lower dependent of the level 

of the player. The player should go back again and again to the starting position (a position 
just before moving forward to the net and the “splitstep”)

When the player really go back to the position just before the splitstep, this training is very 
exhausting and can be done with 4 players. Every player will be happy when he/she can rest a little 
after 10-20 balls. When the level of players is high, you should immediately set the machine at 
horizontal variation to get a really challenging training for the players.

Possibilities to change the difficulty:

1. Set the machine at 2-line “among” and later at 2-line “wide”
2. Set the machine at horizontal variation, now it will be really difficult to hit all the balls
3. Set the frequency faster so that the next balls will be more fast shot after each other
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 7.2 Spinfire Pro2: 

 Position the ball machine just behind the “right tennis court tramrails” (the space between 
right single and double court line)

 Start the machine and set the speed dependent of the level of the tennisplayer (high level: 
17, lower level: 12, beginner: 7), set the vertical position in the lowest position (just above 
the net)

 Set the machine at 2-line “narrow” and position the machine a little skew to the net, so that 
the right side ball will be shot just inside the double line of the tramrails at the other side of 
the net

 The netplayer will position close to the net and should hit as much balls as possible 
 Start shooting (“>” button) and set the frequency at 8 or higher/lower dependent of the level 

of the player. The player should go back again and again to the starting position (a position 
just before moving forward to the net and the “splitstep”)

When the player really go back to the position just before the splitstep, this training is very 
exhausting and can be done with 4 players. Every player will be happy when he/she can rest a little 
after 10-20 balls. When the level of players is high, you should immediately set the machine at 
horizontal variation to get a really challenging training for the players.

Possibilities to change the difficulty:

1. Set the machine at 2-line “among” and later at 2-line “wide”, change the direction of the ball
machine so that the right ball is just inside the right double line

2. Set the machine at horizontal “middle” variation
3. Set the machine at horizontal “wide” variation, now it will be really difficult to hit all the 

balls
4. Set the speed faster
5. Set the frequency faster so that the next balls will be more fast shot after each other 

This training could also be done at the left tennis court tramrails. 
It is difficult to hit all the balls when the balls are hit with horizontal variation “wide”, it will help 
the player to start his position just before the splitstep so that the player can change some forward 
speed to the direction of the shot ball. 
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8. Nice for events 
When several/many players are on the tenniscourt, a training/game could be done where everyone is
standing in a row on the court and the first one of the row hit as much balls till he/she misses a ball, 
then enter at the back of the row again. The balls in the ball bucket aren't filled again so the one who
hit the last ball of the machine, wins the game.
When there are many people (15+) on the court, the game could be changed so that everyone only 
hit 1 ball and enter at the back of th e row only when the ball was good, when missing the ball the 
player should leave the row. The players who left the row, should put new balls in the ball bucket of
the ball machine.
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 8.1 Siboasi K2-8

 Put the ball machine on the baseline or some more close to the serviceline (when putting at 
the serviceline, the edge will be smaller but you should set a lower speed)

 Set the machine at “horizontal variation”. You can also set “vertical variation” but the ball 
machine then should be set at / behind the baseline and the speed should be set to 70 km/h.

 The players are standing close to the fence of the tenniscourt at the other side (of the ball 
machine). Turn on the machine and 1 player start hitting the shooting ball and keep on 
hitting the next ball(s) when the last ball was good.

 When the player failed to hit the ball inside the court, he/she connect at the end of the queue 
of players and the next player will start hitting the balls.

 When a player is “too good”, you can temporary raise the frequency so it will be more 
difficult to hit all the balls.

 The winner is the one who is hitting the last ball of the ball bucket (so the ballbucket is not 
filled during the game)

For larger groups (more than 15) or more high level players, you can make the game a little 
different so that everyone only should hit 1 ball and turn to the back of the queue when the ball was 
good and leave the group when not good. The players, who are out of the game, should help filling 
the ball bucket of the machine and the winner is the last one on the tenniscourt.

The game could also be played with the “Random program”. Every half-minute, a new program 
will be played and the balls are shot different then (even topspin and slice balls).
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 8.2 Spinfire Pro2: 

 Put the ball machine on the baseline or some more close to the serviceline (when putting at 
the serviceline, the edge will be smaller but you should set a lower speed)

 Set the machine at “horizontal variation middle” (lower level players) or “horizontal 
variation wide” (more higher level players). You can also set “vertical variation” but you can
do this later (if it is too simple for the players or when they get used to it).

 Set the ball speed between 7 (low level) and 17 (high level) and change the height so that the
balls are falling into the court between serviceline and baseline. Also the frequency should 
be changed conform the level of players.

 The players are standing close to the fence of the tenniscourt at the other side (of the ball 
machine). Turn on the machine and 1 player start hitting the shooting ball and keep on 
hitting the next ball(s) when the last ball was good.

 When the player failed to hit the ball inside the court, he/she connect at the end of the queue 
of players and the next player will start hitting the balls.

 When a player is “too good”, you can temporary raise the frequency so it will be more 
difficult to hit all the balls.

 The winner is the one who is hitting the last ball of the ball bucket (so the ballbucket is not 
filled during the game)

 For larger groups (more than 15) or more high level players, you can make the game a little 
different so that everyone only should hit 1 ball and turn to the back of the queue when the 
ball was good and leave the group when not good. The players, who are out of the game, 
should help filling the ball bucket of the machine and the winner is the last one on the 
tenniscourt.

Possibilities to change the difficulty:

1. When horizontal variation was at “middle”, set at “wide”.
2. Raise the speed and change the height so that the balls are shot inside the lines.
3. Raise the frequency.
4. Set the machine at “topspin” and change the height so that the balls are shot inside the lines.
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9. Training “go through the ball”
Even at high level the “laziness of players” is quite common. When hitting the ball with forehand or
backhand, it's good to “go through the ball” (not wait till the ball come to you). Here are some 
reasons for this:

1. The ball gets extra speed because the body (about 70 kg?) moves forward and hit the ball 
(about 60 gram), the arm needn't be used to give power to the ball and could be used more 
for controlling the direction of the ball.

2. The upper body is more forward, so that the balls aren't hit to the air.
3. The footwork is much better and the body can be positioned at the perfect location for the 

ball with small steps. When the player should wait for the ball, often hardly any footwork 
will be done and there is a big chance that the player is not staning right for the ball.

4. When “go through the ball”, some direction is given to the ball. The placement of the ball 
will be more accurate then just standing and hit the ball (then the arm and tennisracket are 
more responsible for the direction of the ball).

5. A good rhythm will be developed where every strike of the ball is more the same. This will 
result in a more stable and accurate result.  
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 9.1 Siboasi K2-8: 

 Put the ball machine just behind the baseline, in the horizontal middle of the court.
 The training could be done with 1 group of players or 2 (groups of) players. 
 When using 1 group of players (see picture), everyone hit one ball by going through the 2 

markers and go back to the end of the queue again.
 When using 2 players or 2 groups of players, the machine will be used with 2-line “wide” so

that the machine shoot 1 ball to the 2 directions and the player have some more time to 
position for the next ball.

 The machine should shoot the balls between serviceline and baseline. For lower level, the 
ball speed should be 70 km/h and the height should be changed to let the ball fall at the right
position. For higher level the speed could be set to 140 km/h and close over the net.

 Set the machine at 2-line “wide” (only for 2 groups).
 For every group, there will be placed 2 markers, where the players should go through when 

hitting the ball and then at the side of the marker, turn to the back of the queue again. In the 
meantime, the next player will prepare for the next ball again.

 When using 2 groups, the ball machine will change to the other group so that the first group 
player have some time to turn to the back of the queue.

 The group of players is more away from the markers and only the active player will go some
forward to the markers for hitting the ball. Start the machine and let the first player begin.

Possibilities to change the difficulty: 

 Set the marker more close to the net and let the balls fall more close to the baseline
 Raise the speed and change the height for this
 Raise the frequency
 Shoot topspin balls and change the speed and height so that the balls fall at the right position

 9.2 Spinfire Pro2: 

 Put the ball machine just behind the baseline, in the horizontal middle of the court.
 The training could be done with 1 group of players or 2 (groups of) players. 
 When using 1 group of players (see picture), everyone hit one ball by going through the 2 

markers and go back to the end of the queue again.
 When using 2 players or 2 groups of players, the machine will be used with 2-line “wide” so

that the machine shoot 1 ball to the 2 directions and the player have some more time to 
position for the next ball.

 The machine should shoot the balls between serviceline and baseline. For lower level, the 
ball speed should be 70 km/h and the height should be changed to let the ball fall at the right
position. For higher level the speed could be set to 140 km/h and close over the net.

 Set the machine at 2-line “wide” (only for 2 groups).
 For every group, there will be placed 2 markers, where the players should go through when 

hitting the ball and then at the side of the marker, turn to the back of the queue again. In the 
meantime, the next player will prepare for the next ball again. The markers should be placed
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at a horizontal position so that the “shooting 2-line ball” of the ball machine, will be in the 
middle of the 2 markers.

 When using 2 groups, the ball machine will change to the other group so that the first group 
player have some time to turn to the back of the queue.

 The group of players is more away from the markers and only the active player will go some
forward to the markers for hitting the ball. Start the machine and let the first player begin.

Possibilities to change the difficulty: 

 Set the marker more close to the net and let the balls fall more close to the baseline
 Raise the speed and change the height for this
 Raise the frequency
 Shoot topspin balls (spin: +6) and change the speed and height so that the balls fall at the 

right position
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10. Game 1 “shoot through the tunnel”

This game could be played with many young children (age 4-12), they needn't even could have 
played tennis before. A good game for a day with young children to make them enthusiast for 
tennis.

1. Divide the children in 2 groups and give these groups a funny name (for example “apples 
and bananas” or the “monkeys and the crocodiles”) so that it is clear they are playing this 
game as a group.

2. Give both groups an empty ball bucket or box to put the catched balls in.
3. Put the ball machine at the baseline and the children at the other side of the net, let each 

group choose for the left or right side to catch all the balls at their side, you can also toss for 
who can choose.  

4. The ball machine constantly shoot a ball and the children are standing in a row (see picture) 
and let the ball go through their legs, they should jump left/right with side-jumps like you 
also do when playing tennis just before you make the last step before hitting the ball.

5. Put the ball machine at the baseline and let the children group position in a row behind each 
other, without a racket. The first one position at the serviceline or a bit more to the back of 
the court (where the ball bounce lower to let it go easier through their legs. 

6. The children should jump with side steps to move left/right to find the right position to let 
the ball go through their legs. 
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 10.1 Siboasi K2-8: 

 The ball machine will be set at “horizontal movement” and slow speed (50/60 km/h) and the
height so that the ball is shot just over the net. The frequency should be low (10-12).

 The children jump with side steps to go to the right position to let the ball go through their 
legs. The one that touches the ball or miss the shooting ball, should go out of the row (many 
children) or go to the end of the row (easier/more time to position for the ball). 

 Only when this game is played with a winner, the one who miss/touch the ball, should go 
out of the row so that the last one in the row is the winner.

Possibilities to change the difficulty: 
 Shoot with a higher speed (more fast positioning) or higher frequency (more fast positioning

for next ball). 
 When the ball bounces too high, the ball should be shot more close over the net and the 

children should stand more in the back of the court.

10.2 Spinfire Pro2: 

 The ball machine will be set at “horizontal movement” and slow speed (4-7) and the height 
so that the ball is shot just over the net. The frequency should be low (1-5).

 The children jump with side steps to go to the right position to let the ball go through their 
legs. The one that touches the ball or miss the shooting ball, should go out of the row (many 
children) or go to the end of the row (easier/more time to position for the ball). 

 Only when this game is played with a winner, the one who miss/touch the ball, should go 
out of the row so that the last one in the row is the winner.

Possibilities to change the difficulty: 
 Shoot with a higher speed (more fast positioning) or higher frequency (more fast positioning

for next ball). 
 When the ball bounces too high, the ball should be shot more close over the net and the 

children should stand more in the back of the court.
 The Spinfire shoot very accurate and easily combines the speed with some spin, so you can 

also shoot the balls with some backspin (-3) so that the ball speed is some lower and the 
children have a little more time to move to the right place.
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11. Game 2 (catch balls)

This game could be played with a lot of children, for example on a day with some event. The 
children needn't have tennis experience for this game.

7. Divide the children in 2 groups and give these groups a funny name (for example “apples 
and bananas” or the “monkeys and the crocodiles”) so that it is clear they are playing this 
game as a group.

8. Give both groups an empty ball bucket or box to put the catched balls in.
9. Put the ball machine at the baseline and the children at the other side of the net, let each 

group choose for the left or right side to catch all the balls at their side, you can also toss for 
who can choose.
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11.1 Siboasi K2-8: 

1. Set the ball machine at horizontal and vertical variation (speed is default 70 km/h at vertical 
variation).

2. Set the frequency at about 10 (depends on the groups, number of children and age). 
3. The ball bucket is filled with many balls and the game is played till the last ball is shot. 

Every ball, that is caught by a child, the child can put in the group's bucket/box.
4. After the last ball has been shot by the ball machine, the balls of each box are counted and 

the winner is the group with the most balls.
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11.2 Spinfire Pro2: 
1. Set the ball machine at horizontal variation “wide” and vertical variation.
2. Set the height to 60-100 and change the speed so that the balls all fall down in between the 

net and the end of the tennis court. 
3. Set the frequency at about 5 (depends on the groups, number of children and age). 
4. The ball bucket is filled with many balls and the game is played till the last ball is shot. 

Every ball, that is caught by a child, the child can put in the group's bucket/box.
5. After the last ball has been shot by the ball machine, the balls of each box are counted and 

the winner is the group with the most balls.

Possibilities to change the difficulty:  
 The spin could be changed to +6 and then change the speed/height so that the balls fall down

between the net and the back of the tenniscourt.

De Racketclub, Arnold van Houten
W: www.racketclub.nl E: informatie@racketclub.nl T: 06-30974299 

http://www.racketclub.nl/
mailto:informatie@racketclub.nl


12. Positioning the ball

To be aware of the accuracy of the ball, the next training is very usefull.
The tennis player gets a fixed number of balls of the ball machine to hit back (for example 10 or 
20). The ball should bounce on the ground within the 4 marks. The trainer could place the marks at 
different positions and different lengths/widths, this depends on the level of the players. Every 
player (or his/her playing mate) counts the balls that were good (inside the marks). 

Changes for making more/less difficult:
 The field within the marks could be made bigger/smaller or at a different position on the 

court.
 The training could be done straight to the front of the player, instead of cross.
 The training could be done in the tram rails of the tennis court.
 The balls from ball machine could be shot with higher/lower speed/height and with topspin 

or slice.
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 The training could be done with groups of players in a row who hit, for example, 3 balls 
and, when 2 of these are good, the player go again to the back of the row, otherwise the 
player need to collect some balls first for putting in the ball machine.
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13. Drop shot/volley training

This training could be done with 3-6 players with frequency lower (3 players) or higher (6 players).
The ball machine shoots a short ball with topspin to the net player (player 1 in picture) who plays a 
drop volley cross (and then runs beside the net to the player 2 position), player 2 runs to the ball to 
handle this short ball and runs around the net to the back of the court (player 3). Player 3 goes to the
position 1 when player 1 hit the ball.
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