
 

 

GMU INTRAMURALS 

Tennis 
General Provisions  
 

1. No ID…No Play…No Exceptions! 

 

2. Game time is forfeit time.  

 

3. The Supervisor has authority to rule promptly, and in the spirit of good sportsmanship, on any 

situation not specifically covered in the rules. The Supervisor’s decisions are final in all matters 

pertaining to the game.  

 

4. Mask must be worn when not playing  

 

Game Equipment  
 Mason Intramurals will provide tennis balls and rackets. Participants will be held 

responsible for any damage to our equipment or facility resulting from reckless play or anything 

outside of the scope of play. 

Scoring and Matches 

- Best out of 3 matches  
- Players must score 4 points to win the match 

o 0 points = love  
o 1 point = 15 
o 2 points = 30 
o 3 points = 40 
o 4 points = winning point 

- If score gets to 40-40 it’s considered a deuce. Player must win by two consecutive points to 
win the match. First point moves the score to advantage in favor to player who scored.  

Gameplay and Calls 

- Game starts with coin toss to choose which player will serve first and from what side they 

want to serve from  

- Ball must be served behind the baseline the court. Server will also alternate sides with each 

point served  

- If server fails to hit a successful serve, they can call advantage for a second serve. If the 

second serve fails to get to the service area, it’s a double fault and a point is loss. 

- If server clips the net but gets into the service area, let is called and they can serve again. If 

it happens again, out is called and they lose that serve. 



 

 

- Receiver can stand anywhere to receive the serve. 

o If ball is struck without an initial service bounce, point awarded to server 

-  If player touches the net, distracts opponent, or impedes in any way they automatically lose 

a point  

- Ball is called in if it hits any part of the line. Anything outside of the line, is a point awarded to 

opponent  


