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The Game, Field, Players, and Equipment 

 
1. No ID…No Play…! - Each player must present a valid Mason G Card before each contest to be 

eligible to participate.  

a. Regular Season Exception– During the regular season a valid photo id (Drivers license, 

passport, etc) and that player must be able to login into their patriot web account. If the 

player is not able to provide both, then they cannot participate. 

b. Playoffs – There is NO Substitute for a Mason G Card to sign into a playoff game. 

 

2. Game time is forfeit time.  

 

3. The game shall be played between two teams.  

 

4. All players must have checked in with the supervisor and be recorded on the game sheet before 

they are allowed to participate.  

 

5. Team representatives, including players, substitutes, replaced players, coaches, trainers, 

spectators and other persons affiliated with the team are subject to the rules of the game and shall 

be governed by decisions of officials assigned to the game.  

 

6. The Intramural Staff have the authority to rule promptly, and in the spirit of good sportsmanship, 

on any situation not specifically covered in the rules. These decisions are final in all matters 

pertaining to the game.  

 

Playing Format 

1. Best of 3 games. 2 sets to 21, 3rd set to 15; win by 2.  

a. Rally Scoring: a point is awarded, no matter which team serves 

2. Rock, paper, scissors to decide who gets first serve. Best of 3. 

Team Composition 

  1) Each team must consist of two players. There are no gender requirements. 

Equipment 

1)    Closed-toe and closed-heel shoes are recommended, however not required for Spikeball 

participation. 

2)    Jewelry is permitted unless deemed dangerous by Intramural Sports Staff. 
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Beginning a Game 

1) A coin flip will determine which team serves first. 

Serving 

1)    The server’s feet must be six feet away from the net when while serving. 

2)    After serving, the ball must bounce cleanly off of the net. If the ball hits the rim or misses the net 

completely, the point is lost to the team being served. 

3)    If the serve is too high or hits both the net and rim (pocket) then the server has committed a fault. 

Each serve is entitled to one fault. 

4)    If the server fails to complete a successful serve the second time, their team loses the point and serve 

to the opposition. 

5)    Only the defensive player opposite of the server may return the ball. 

6)    The server continues to serve until their team loses a point. 

7)    Both soft and hard serves are allowed. 

8)    After each point scored, the serving team switches positions, the defensive team stays in the same 

position. 

Contacting the Ball 

1)    Each team gets up to three touches to return the ball off of the net. 

2)    Touches must alternate between teammates. 

3)    You may use any part of your body as one “touch” except for two hands at once. 

4)    If the player touches the ball twice consecutively, their team loses the point. 

Scoring 

1)    Games are won when the winning team reaches a score of 21 points. The team must win by 2 points. 

2)    Switch sides once one team reaches 11 points. 

3)    Points are scored when: 

1. The ball bounces on the net twice. 

2. The ball hits the rim. 

3. The ball hits the ground. 

4)    A team must win 2-out-of-3 games to be considered the winner of any given matchup. 
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Infractions 

1)    The defensive player must make an effort to stay out of the offensive player’s way. If the 

defensive player interferes, the offensive player may call “hinder” and the point will be replayed. 

2)    If a player hits themselves or their teammate after hitting the ball off of the net, their team 

loses the point. 

3)    If there are any disputes replay the point. 

 


