
 
 

RACQUETBALL RULES 
 

INJURIES ARE A POSSIBILITY IN ALL SPORTS.  THE DIVISION OF CAMPUS RECREATION INTRAMURAL SPORTS ASSUMES NO 
RESPONSIBILITY FOR INJURIES.  

 
THE GAMES WILL BE PLAYED ACCORDING TO UNITED STATES RACQUETBALL ASSOCIATION RULES WITH THE FOLLOWING 

EXCEPTIONS: 
 

STARTING THE MATCH 
1. GAME TIMES: Intramural Sports will not schedule any game times.  Participants must play matches on or before the play-by-

date.  These “play-by” dates will appear on each participant’s league schedule on IMLeagues.com. 
 
2. EQUIPMENT: Individual and team members must furnish their own equipment including racquets and racquetballs.  Equipment 

is available at the Ping Center Equipment Desk for a minimal charge. 
 
3. COURT RESERVATIONS: Participants are reminded that they should reserve a court prior to playing their match.  Racquetball 

courts may be reserved at no cost.  Courts can be reserved by calling 593-9921. 
 

4. PING CENTER: Faculty/Staff must purchase membership for the Ping Center or pay the guest entrance fee (each time) to 
participate in Intramural Sports conducted in the Ping Center. 

 

SCORING 
1. WINNING A POINT: Points are scored only by the serving side when it serves an irretrievable serve (an ace) or wins a rally. 

 
2. WINNING A GAME: The first two (2) games of a match are played to fifteen (15) points.  If each side wins one (1) game, a 

tiebreaker game is played to eleven (11) points. 
 

3. WINNING THE MATCH: A match consists of the best of three (3) games.  The first team to win two (2) games has won the match. 
 

4. REPORTING THE SCORE: At the conclusion of the match, the player/team who wins the match is responsible for posting the 
results to IMLeagues.com. 

 

STARTING THE GAME 
1. FIRST SERVE: The team which does not serve first in the first game will serve first in the second game. The player or team 

scoring the highest total of points in games one (1) and two (2) will have the option to serve or receive first at the start of the 
tiebreaker.  If both teams have scored the same number of total points, the teams must agree on who will serve first in the third 
game. 

 

PLAYING THE GAME 
1. SERVE: The server will have two opportunities to put the ball into play.  The server may not start the service motion until both 

players are ready.  Once the service motion begins, when the ball leaves the hand, it must next bounce on the floor in the zone 
and then, without touching anything else, be struck by the racquet before it bounces on the floor a second time. After being 
struck, the ball must hit the front wall first and on the rebound hit the floor beyond the back edge of the short line, either with 
or without touching one of the side walls. 

 
2. DEFECTIVE SERVES:  Defective serves are of three (3) types resulting in penalties as follows: 
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a. Dead-Ball Serve. A dead-ball serve results in no penalty and the server is given another serve (without canceling a prior fault 
serve). 

b. Fault Serve. Two fault serves result in an out (either a sideout or a handout). 
c. Out Serve. An out serve results in an out (either a sideout or a handout). 

 
3. DEAD BALL SERVES: Dead-ball serves do not cancel any previous fault serve. The following are dead-ball serves: 

a. Court Hinders. A serve that takes an irregular bounce because it hit a wet spot or an irregular surface on the court is a dead-
ball serve. In addition, any serve that hits any surface designated by local rules as an obstruction rather than being out-of-
play. 

b. Broken Ball. If the ball is determined to have broken on the serve, a new ball shall be substituted and the serve shall be 
replayed, not canceling any prior fault serve. 

 
4. FAULT SERVES: The following serves are faults and any two in succession result in an out: 

a. Foot Faults. A foot fault results when: 
i. At the start of or during the service motion, any part of the server (or doubles partner), including the racquet, touches 

the floor outside of the service zone. 
ii. At the end of the serve, the server steps with either foot on the floor beyond the service line (with no part of the foot on 

the line or inside the service zone) before the served ball crosses the short line. 
b. Short Service. A short serve is any served ball that first hits the front wall and, on the rebound, hits the floor on or in front 

of the short line either with or without touching a side wall. 
c. Three-Wall Serve. A three-wall serve is any served ball that first hits the front wall and, on the rebound, strikes both side 

walls before touching the floor. 
d. Ceiling Serve. A ceiling serve is any served ball that first hits the front wall and then touches the ceiling (with or without 

touching a side wall). 
e. Long Serve. A long serve is a served ball that first hits the front wall and rebounds to the back wall before touching the floor 

(with or without touching a side wall). 
f. Bouncing Ball Outside Service Zone. Bouncing the ball outside the service zone, including the ball touching a side wall, as a 

part of the service motion is a fault serve. 
g. Illegal Drive Serve. A drive serve in which the player fails to observe the 17-foot drive service zone. 
h. Screen Serve. A served ball that first hits the front wall and on the rebound passes so closely to the server, or server's 

partner in doubles, that it prevents the receiver from having a clear view of the ball. (The receiver is obligated to take up 
good court position, near center court, to obtain that view.) 

i. Serving before the Receiver is Ready. A serve is made while the receiver is not ready. 
 
5. OUT SERVE:  Any of the following results in an out: 

a. Two Consecutive Fault Serves. 
b. Missed Serve Attempt. Any attempt to strike the ball that results in a total miss or in the ball touching any part of the 

server's body, including the foot. Also, allowing the ball to bounce more than once during the service motion. 
c. Touched Serve. Any served ball that on the rebound from the front wall touches the server or server's racquet before 

touching the floor, or any ball intentionally stopped or caught by the server or server's partner. 
d. Fake or Balk Serve. Any movement of the racquet toward the ball during the serve that is non-continuous and done for the 

purpose of deceiving the receiver. If a balk serve occurs, but the referee believes that no deceit was involved, the option of 
declaring "no serve" and having the serve replayed without penalty can be exercised. 

e. Illegal Hit. An illegal hit includes contacting the ball twice, carrying the ball, or hitting the ball with the handle of the racquet 
or part of the body or uniform. 

f. Non-Front Wall Serve. Any served ball that does not strike the front wall first. 
g. Safety Zone Violation. An immediate loss of serve shall result if, after the serve has been struck, the server or doubles 

partner steps into the safety zone before the served ball passes the short line. 
 
6. RETURN OF SERVE:  

a. Receiving Position 
i. The receiver may not break the plane of the receiving line with the racquet or body until the ball either bounces in the 

safety zone or else crosses the receiving line.  
ii. For example, if the receiver steps on the dashed receiving line with either foot (with any part of the foot contacting the 

line), a point shall be called for the server.  The follow through may carry the receiver or the racquet past the receiving 
line, but neither may break the plane of the short line unless the ball is struck after rebounding off the back wall. 

iii. Any violation by the receiver results in a point for the server.  
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b. Defective Serve. A player on the receiving side may not intentionally catch or touch a served ball (such as an apparently 
long or short serve) until the referee has made a call or the ball has touched the floor for a second time. Violation results in 
a point.  

c. Legal Return. After a legal serve, a player receiving the serve must strike the ball on the fly or after the first bounce, and 
before the ball touches the floor the second time; and return the ball to the front wall, either directly or after touching one 
or both side walls, the back wall or the ceiling, or any combination of those surfaces. A returned ball must touch the front 
wall before touching the floor.  

d. Failure to Return. The failure to return a serve results in a point for the server. 
 
7. CHANGE OF SERVE:  

a. Outs. A server is entitled to continue serving until one of the following occurs  
i. Out Serve.  

ii. Two Consecutive Fault Serves.  
iii. Failure to Return Ball. Player or team fails to keep the ball in play. 
iv. Penalty Hinder. Player or team commits a penalty hinder which results in an out.  

b. Sideout. Retiring the server in singles is called a sideout.  
c. Effect of Sideout. When the server (or serving team) receives a sideout, the server becomes the receiver and the receiver 

becomes the server. 
 

DOUBLES 
1. SERVE: 

a. Order of Serve. Before the match begins, each team shall inform their opponents of their team’s order of service, which 
shall be followed throughout the match. The order of serve may be changed between games, provided that their opponents 
have been verbally notified before the first serve of the new game. At the beginning of each game, when the first server of 
the first team to serve is out, the team is out. Thereafter, both players on each team shall serve until the team receives a 
handout and a sideout.  

b. Partner's Position. On each serve, the server's partner shall stand erect with back to the side wall and with both feet on the 
floor within the service box from the moment the server begins the service motion until the served ball passes the short 
line. Violations are called foot faults. However, if the server's partner enters the safety zone before the ball passes the short 
line, the server loses service.  

c. Changes of Serve. In doubles, the side is retired when both partners have lost service, except that the team that serves first 
at the beginning of each game loses the serve when the first server is retired. 

 
2. FAULT SERVE:  

a. The server's partner is not in the service box with both feet on the floor and back to (but not necessarily against) the side 
wall from the time the server begins the service motion until the ball passes the short line.   

b. A served ball that hits the doubles partner while in the doubles box results in a fault serve.   
 
3. OUT SERVE:  

a. Out-of-Order Serve. Teams must serve in the same order throughout the game.  The order may be switched only between 
games.  If an out-of-order serve occurs, it is a sideout, and the other team shall serve. 

b. Ball Hits Partner. A served ball that hits the doubles partner while outside the doubles box results in loss of serve. 
 

4. RETURN OF SERVE:  
a. The rally is lost if one player hits that same player's partner with an attempted return.  
b. If one player swings at the ball and misses it, both partners may make further attempts to return the ball until it touches 

the floor the second time. Both partners on a side are entitled to return the ball. 
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