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Official Rules
and Regulations
of Racquetball

FOUR-WALL

PART I. THE GAME

Rule 1.1—Types of Games.

Racquetball may be played by two or four players.
When played by two it is called “singles,” and when
played by four, “doubles.”

Rule 1.2—Description.
Racquetball, as the name implies, is a competitive

game in which a racquet is used to serve and return
the ball.

Rule 1.3—Objective.

The objective is to win each rally by serving or re-
turning the ball so the opponent is unable to keep the
ball in play. A rally is over when a side makes an error,
or is unable to return the ball before it touches the
floor twice.

Rule 1.4—Points and Outs.

Points are scored only by the serving side when it
serves an ace or wins a rally. When the serving side
loses a rally, it loses the serve. Losing the serve is
called an “out” in singles, and a “handout” in doubles.

Rule 1.5—Game.

A game is won by the side first scoring 21 points.

Rule 1.6—Match.
A match is won by the side first winning two games.



PART Il. COURTS AND EQUIPMENT

Rule 2.1—Courts.
The specifications for the standard four-wall rac-
quetball court are:

(a) Dimension. The dimensions shall be 20 feet
wide, 20 feet high, and 40 feet long, with back wall at
least 12 feet high.

(b) Lines and Zones. Racquetball courts shall be
divided and marked on the floors with 1%z inch wide
red or white lines as follows:

(1) Short Line. The short line is midway be-
tween and is parallel with the front and back walls
dividing the court into equal front and back courts.

(2) Service Line. The service line is parallel
with and located 5 feet in front of the short line.

(8) Service Zone. The service zone is the
space between the outer edges of the short and ser-
vice lines.

(4) Service Boxes. A service box is located at
each end of the service zone by lines 18 inches from
and parallel with each side wall.

(5) Receiving Lines. Five feet back of the short
line, verticle lines shall be marked on each side wall
extending 3 inches from the floor. See Rule 4.7(a).

Rule 2.2—Ball Specifications.

The specifications for the standard racquetball
are: the ball shall be 2 inches in diameter; weigh
approximately 1.40 ounces; and at a temperature of
70-74°F. with a 100 inch drop, rebound is to be 68-
72 inches; hardness, 55-60 durometers; and internal
pressure 2-4 pounds.

Rule 2.3—Ball Selection. |
The ball shall be selected by the referee for use
in each match in all tournaments. During a game the
referee may, at his discretion or at the request of either
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/ player or team, select another ball. Balls that are not

round or which bounce erratically shall not be used.
Only an official ball shall be used for all sanctioned
tournaments.

Rule 2.4—Racquet Specifications.

(a) Dimensions. An official racquet will have a
maximum head length of 11 inches and a width of 9
inches. These measurements are computed from the
outer edge of the racquet head rims. The handle may
not exceed 7 inches in length. Total length and width
of the racquet may not exceed a total of 27 inches.

(b) The racquet must include a thong that must
be securely wrapped on the player's wrist.

(c) The racquet frame may be made of any mate-
rial, as long as it conforms to the above specifications.

(d) The strings of the racquet should be gut, mono-
filament or nylon. Metal or steel strings are permitted
only if they do not mark or deface the ball.

Rule 2.5—Uniform.

The basic body of the uniform should be of a light
or bright color so as not to blend in with the ball when
it passes close to the body of the player. The uniform
trim and shoes may be of any color. The shirt may
contain any insignia or writing considered in good taste
by the referee (final determiner to be the tournament
director). Doubles teams should wear similar colors to
ease the problems of the referee identification. Warm-
up suits not worn in actual play may be of any color
and may have any insignia anywhere. Players may
not play without shirts in tournament competition.

Rule 2.6—Use of lllegal Equipment or Uniform.

Equipment and uniform should be checked by the
referee before commencement of play. lllegal equip-
ment or uniform may not be used.



PART Illl. OFFICIATING

Rule 3.1—Tournaments.
All tournaments shall be managed by a committee\
or chairman, who shall designate the officials.

Rule 3.2—Officials.

The officials shall include a referee and a scorer.
Additional assistants and record keepers may be
designated as desired.

Rule 3.3—Qualifications.

Since the quality of the officiating often determines
the success of each tournament, all officials shall be
experienced or trained, and shall be thoroughly fa-
miliar with these rules and with the local playing con-
ditions.

Rule 3.4—Rule Briefing.

Before all tournaments, all officials and players
shall be briefed on rules and on local court hinders
or other regulations.

Rule 3.5—Referees.
(a) Pre-Match Duties. Before each match com-
mences, it shall be the duty of the referee to:

(1) Check on adequacy of preparation of the
court with respect to cleanliness, lighting and tempera-
ture, and upon location of locker rooms, drinking foun-
tains, etc.

(2) Check on availability and suitability of all
materials necessary for the match such as balls,
towels, score cards and pencils.

(3) Check readiness and qualifications of as-
sisting officials.

(4) Explain court regulations to players and
inspect the compliance of racquets with rules.

(5) Remind players to have an adequate sup-
ply of extra racquets and uniforms.



(6) Introduce players, toss coin, and signal
start of first game.

(b) Decisions. During games the referee shall
decide all questions that may arise in accordance with
these rules. If there is body contact on the back swing,
the player should call it quickly. On all guestions in-
volving judgment and on all questions not covered by
these rules, the decision of the referee is final.

(c) Protests. Any decision not involving the judg-
ment of the referee may on protest be decided by the
chairman, if present, or his delegated representative.

(d) Forfeitures. A match may be forfeited by the
referee when:

(1) Any player refuses to abide by the referee’s
decision, or engages in unsportsmanlike conduct.

(2) After warning, any player leaves the court
without permission of the referee either during a game
or between the first and second games.

(38) Any player for a singles match, or any team
for a doubles match, fails to report to play. Normally,
20 minutes from the scheduled game time will be
allowed before forfeiture. The tournament chairman
may permit a longer delay if circumstances warrant
such a decision.

(4) If both players for a singles, or both teams
for doubles fail to appear to play for consolation matches
or other play-offs, they shall forfeit their ratings for
future tournaments, and forfeit any trophies, medals,
or awards.

(5) A third technical foul is assessed to any
one player or team during the course of a match. See
Rule 4.13.

Rule 3.6—Scorers.

The scorer shall keep a record of the progress of
the game in the manner prescribed by the committee
or chairman. As a minimum the progress record shall



include the order of serves, outs, and points. The ref-
eree or scorer shall announce the score before each
serve.

Rule 3.7—Record Keepers.

In addition to the scorer, the committee may des-
ignate additional persons to keep more detailed records
for statistical purposes of the progress of the game.

Rule 3.8—Linesmen.

In any tournament, linesmen may be designated
in order to help decide appealed rulings. Two lines-
men will be designated by the tournament chairman
and shall, at the referee’s signal either agree or dis-
agree with the referee’s ruling. The official signal by
a linesman to show agreement with the referee is
“thumbs up.” The official signal to show disagreement
is “thumbs down.” The official signal for no opinion is
an “open palm down.” Both linesmen must disagree
with the referee in order to reverse his ruling. If one
linesman agrees and one linesman disagrees or has
no opinion the referee’s call shall stand.

Rule 3.9—Appeals.

Calls which may be appealed when using lines-
men are 1) kill shot (whether good or bad); 2) short
serves; and 3) double bounce pick-ups. Hinder calls
or technical calls may not be appealed.

PART IV. PLAY REGULATIONS

Rule 4.1—Serve, Generally.

(a) Order. The player or side winning the toss be-
comes the first server and starts the first game, and
the third game, if any.

(b) Start. Games are started by the referee call-
ing “play ball.”

(c) Place. The server may serve from any place
in the service zone. No part of either foot may extend
beyond either line of the service zone. Stepping on
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the line (but not beyond it) is permitted. Server must
remain in the service zone until the served ball passes
short line. Violations are called “foot faults.”

(d) Manner. A serve is commenced as the ba]|
leaves the server's hand. The ball must bounce on
the floor in the service zone and on the first bounce
be struck by the server's racquet so that it hits the front
wall first and on the rebound hits the floor back of the
short line, either with or without touching one of the
side walls.

(e) Readiness. Serves shall not be made until
the receiving side is ready, or the referee has called
“play ball.”

Rule 4.2—Serve, In Doubles.

(@) Server. At the beginning of each game in
doubles, each side shall inform the referee of the order
of service, which order shall be followed throughout
the game. Only the first server serves the first time up
and continues to serve first throughout the game.
When the first server is out—the side is out. There-
after both players on each side shall serve until a hand-
out occurs. It is not necessary for the server to alternate
serves to their opponents.

(b) Partner’s Position. On each serve, the server's
partner shall stand erect with his back to the side wall
and with both feet on the floor within the service box
until the served ball passes the short line. Violations
are called “foot faults.”

Rule 4.3—Defective Serves.

Defective serves are of three types resulting in
penalties as follows:

(a) Dead Ball Serve. A dead ball serve results in
no penalty and the server is given another serve with-
out cancelling a prior illegal serve.

(b) Fault Serve. Two fault serves result in a
handout.



(c) Out Serves. An out serve results in a handout.

Rule 4.4—Dead Ball Serves.

Dead ball serves do not cancel any previous ille-
gal serve. They occur when an otherwise legal serve:

(a) Hits Partner. Hits the server's partner on the
fy on the rebound from the front wall while the server's
partner is in the service box. Any serve that touches
the floor before hitting the partner in the box is a short.

(b) Screen Balls. Passes too close to the server
or the server's partner to obstruct the view of the re-
turning side. Any serve passing behind the server's
partner and the side wall is an automatic screen.

(c) Court Hinders. Hits any part of the court that
under local rules is a dead ball.

Rule 4.5—Fault Serves.

The following serves are faults and any two in suc-
cession result in a handout:

(a) Foot Faults. A foot fault results:

(1) When the server leaves the service zone
before the served ball passes the short line.

(2) When the server's partner leaves the ser-
vice box before the served ball passes the short line.

(b) Short Serve. A short serve is any served ball
that first hits the front wall and on the rebound hits the
floor in front of the back edge of the short line either
with or without touching one side wall.

(c) Three-Wall Serve. A two-side serve is any
ball served that first hits the front wall and on the re-
bound hits two side walls on the fly.

(d) Ceiling Serve. A ceiling serve is any served
ball that touches the ceiling after hitting the front wall
either with or without touching one side wall.

(e) Long Serve. A long serve is any served ball
that first hits the front wall and rebounds to the back
wall before touching the floor.
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(f) Out of Court Serve. Any ball going out of the
court on the serve.

Rule 4.6—Out Serves.

Any one of the following serves results in a hand-
out:

(a) Bounces. Bouncing the ball more than three
times while in the service zone before striking the ball.
One bounce is counted each time the ball hits the floor
within the service zone. Once the server is within the
service zone and the receiver is ready, the ball may
not be bounced anywhere but on the floor within the
service zone. Accidental dropping of the ball counts as

one bounce.

(b) Missed Ball. Any attempt to strike the ball on
the first bounce that results either in a total miss or in
touching any part of the server's body other than his
racquet.

(c) Non-Front Serve. Any served ball that strikes
the server's partner, or the ceiling, floor or side wall,
before striking the front wall.

(d) Touched Serve. Any served ball that on the
rebound from the front wall touches the server, or
touches the server's partner while any part of his body
is out of the service box, or the server's partner inten-
tionally catches the served ball on the fly.

(e) Out-of-Order Serve. In doubles, when either
partner serves out of order. Any points which may have
been scored during an out-of-order serve will be auto-
matically void with the score reverting to the score prior
to the out-of-order serve.

(f) Crotch Serve. If the served ball hits the crotch
in the front wall it is considered the same as hitting the
floor and is an out. A crotch serve into the back wall
is good and in play. A served ball hitting the front wall-
side wall crotch is an out serve.



Rule 4.7—Return of Serve.

(@) Receiving Position. Th
must stand at least five feet ba
indicated by the three inch ve
wall, and cannot enter into this
has been served and passes the back i i
(short line). At that point the receiver maifegr:(t::r lmi
safety zone to return serve, however, neither his rac-
quet nor his body may infringe on the imaginary plane
marked by the short line. A violation of thisvplane would
result in a point for the server.

(b) Defective Serve. To eliminate any misunder-
standing the receiving side should not catch or touch
a defectively served ball until called by the referee or it
has touched the floor for the second time.

(c) Legal Return. After the ball is legally served,
one of the players on the receiving side must strike
the ball with his racquet either on the fly or after the first
bounce and before the ball touches the floor the sec-
ond time to 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 may not touch the floor before touching
the front wall. It is legal to return the ball by striking the
ball into the back wall first, then hitting the front wall on
the fly or after hitting the side wall or ceiling.

(d) Failure to Return. The failure to return a serve
results in a point for the server.

€ receiver or receivers
qk of the short line, as
rtical line on each side
safety zone until the ball

Rule 4.8—Changes of Serve.
(a) Handout. A server is entitled to continue serv-
ing until:
(1) Out Serve. He makes an out serve under
Rule 4.6 or;
(2) Fault Serves. He makes two fault serves in
succession under Rule 4.5, or;
(8) Hits Partner. He hits his partner with an at-



tempted return before the ball touches the floor a sec-
ond time.

(4) Return Failure. He or his partner fails to
keep the ball in play by returning it as required by
Rule 4.7(d).

(5) Avoidable Hinder. He or his partner com-
mits an avoidable hinder under rule 4.11.

(b) Side-out. In singles, retiring the server retires
the side. In doubles, the side is retired when both part-
ners have been put out on the first serve as provided
in Rule 4.2(a).

(c) Effect. When the server or the side loses the
serve, the server or serving side shall become the
receiver: and the receiving side, the server; and so
alternately in all subsequent services of the game.

Rule 4.9—Rallies.

Each legal return after the serve is called a rally.
Play during rallies shall be according to the following
rules:

(a) One or Both Hands. Only the head of the rac-
quet may be used at any time to return the ball. The
ball must be hit with the racquet in one or both hands.
Switching hands to hit a ball is an out. The use of any
portion of the body is an out.

(b) One Touch. In attempting returns, the ball may
be touched or struck only once by one player on the
returning side (a carry—a ball that rests on his racquet
in such a way that the effect is more of a “sling” or
“throw” than a hit—is illegal). In doubles both partners
may swing at, but only one may hit the ball. A violation
of (a) or (b) results in a handout or point.

(c) Return Attempts.

(1) In singles, if a player swings at but misses
the ball in play, the player may repeat his attempts to

return the ball until it touches the floor for the second
time.



(2) In doubles, if one player swings at
misses the ball, both he and his partner ngway m:;é
;Iurtherhattempts to return the ball until it touches the
oor the second time. Both partners on the si
entitled to return the ball. Slackare

. (3) Hindgrs. In singles or doubles, if a player
swings at but misses the ball in play, and in his or his
partner's attempt again to play the ball there is an un-
intentional interference by an opponent, it shall be a
hinder. (See Rule 4.10.)

(d) Touching Ball. Except as provided in Rule
4.10 (a)(2), any touching of a ball before it touches the
floor the second time by a player other than the one
making a return is a point or out against the offending
player.

(e) Out of Court Ball.

(1) After Return. Any ball returned to the front
wall which on the rebound or on the first bounce goes
into the gallery or through any opening in a side wall
shall be declared dead and the serve replayed.

(2) No Return. Any ball not returned to the front
wall, but which caroms off a player's racquet into the
gallery or into any opening in a side wall either with
or without touching the ceiling, side or back wall, shall

be an out or point against the players failing to make
the return.

(f) Dry Ball. During the game and particularly on
service every effort should be made to keep the ball
dry. Deliberately wetting shall result in an out. The ball
may be inspected by the referee at any time during
the game.

(g) Broken Ball. If there is any suspicion that a
ball has broken on the serve or during a rally, play shall
continue until the end of the rally. The referee or any
player may request the ball be examined. If the referee
decides the ball is broken or otherwise defective, a
new ball shall be put into play and the point replayed.

—
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(h) Play Stoppage.

(1) If a player loses a shoe or other equipment,
or foreign objects enter the court, or any other outside
interference occurs, the referee shall stop the play.

(2) If a player loses control of his racquet, time
should not be called until after the point has been de-
cided, providing the racket does not strike an opponent
or interfere with ensuing play.

Rule 4.10—Dead Ball Hinders.

Hinders are of two types—"dead ball” and “avoid-
able.” Dead ball hinders as described in this rule
result in the point being replayed. Avoidable hinders
are described in Rule 4.11.

(a) Situations. When called by the referee the
following are dead ball hinders:

(1) Court Hinders. Hits any part of the court
which under local rules is a dead ball.

(2) Hitting Opponent. Any returned ball that
touches an opponent on the fly before it returns to the
front wall.

(3) Body Contact. Any body contact with an
opponent that interferes with seeing or returning the
ball.

(4) Screen Ball. Any ball rebounding from the
front wall close to the body of a player on the side which
just returned the ball, to interfere with or prevent the
returning side from seeing the ball. See Rule 4.4(b).

(5) Straddle Ball. A ball passing between the
legs of the player on the side which just returned the
ball, if there is no fair chance to see or return the ball.

(6) Other interference. Any other unintentional
interference which prevents an opponent from having
a fair chance to see or return the ball.

(b) Effect. A call by the referee of a “hinder” stops
the play and voids any situation following, such as the



ball hitting a player. No player is author
hmde_r, except on the back swing or from accidentall

steppm_g On an opponent'’s foot. Such g call shouldaby
made immediately, as provided in Rule 3.5(b) The
decision ‘of the referee will be final as to v;/hetl*; ;
not the violation impeded the ensuing rally o

(c) Avoidance. While making an
turn the ball, a player is entitled toga fairiﬁi?gé ttg srei;
and return the ball. It is the duty of the side that has just
servgd or returned the ball to move so that the receiv-
ing side may go straight to the ball and not be required
to go around an opponent. The referee should be lib-
eral in calling hinders to discourage any practice of
playing the ball where an adversary cannot see it until
too late. It is no excuse that the ball is “killed,” unless
in the opinion of the referee the ball could not be re-
turned. Hinders should be called without a claim by a
player, especially in close plays and on game points.

(d) In Doubles. In doubles, both players on a side
are entitled to a fair and unobstructed chance at the
ball and either one is entitled to a hinder even though
it naturally would be his partner’s ball and even though
his partner may have attempted to play the ball or that
he may already have missed it. It is not a hinder when
one player hinders his partner.

Rule 4.11—Avoidable Hinders.

An avoidable hinder results in an “out” or a point
depending upon whether the offender was serving or
receiving.

(1) Failure to Move. Does not move sufficiently
to allow opponent his shot.

(2) Blocking. Moves into a position effecting a
block on the opponent about to return the ball, or, in
doubles, one partner moves in front of an opponent as
his partner is returning the ball.

(3) Moving into Ball. Moves in the way and is
struck by the ball just played by his opponent.

ized to call a



(4) Pushing. Deliberately pushes or shoves op-
ponent during a rally.

Rule 4.12—Rest Periods.

(a) Delays. Deliberate delay exc_eeding ten sec-
onds by server or receiver shall result in an out or point
against the offender. '

(b) Time Outs. During a game each player in
singles, or each side in doubles, elt'rjer while serving
or receiving may request a “time out fora towe|: wip-
ing glasses, glove change or adjustment. Each “time
out” shall not exceed 30 seconds. No more than three
“time outs” in a game shall be granted each singles
player or each team in doubles. No player may call a
time out once the ball is in play. See Rule 4.1(d).

(c) Injury. No time out shall be charged to a player
who is injured during play. An injured player shall not
be allowed more than a total of fifteen minutes to rest.
If the injured player is not able to resume play after
total rests of 15 minutes the match shall be awarded
to the opponent or opponents. On any further injury to
same player, the Commissioner, if present, or com-
mittee, after considering any available medical opinion,
shall determine whether the injured player will be
allowed to continue.

(d) A time out may be called by the referee, at the
request of a player and after substantiation by the ref-
eree, because of faulty equipment or uniform. A wet
glove is not considered as faulty equipment. Two
minutes are to be allowed for any uniform adjustment
needed and 30 seconds for any equipment adjustment.

(e) Between Games. A two minute rest period is
allowed between the first and second games, at which
time the players should NOT leave the court, without
approval of the referee. A ten minute rest period is
allowed between the second and third games, at which
time players may leave the court.



(f) Postponed Games. Any games

2 postponed by
referee shall be resumed with the sam
Sk € score as when

Rule 4.13—Technical Foul.

Results in a point or side out. It may be called by a
referee at any time, whenever he feels that a player
has executed or exhibited unsportsmanlike conduct
either vocally or by any other means during the course
of a match. A third technical foul called upon any one
single player during the course of a match will result
in the automatic immediate forfeiture of that match.

Rule 4.14—Age Group Division.
Age is determined as of the first day of the tourna-
ment.
(a) Female.
(1) Open division—all females.
(2) Senior Open—35 years and over.
(b) Male.
(1) Junior Open—18 and under.
(2) Open—everyone is eligible.
(3) Senior Open—35 years and over.
(4) Masters—45 years and over.
(5) Golden Masters—55 years and over.

(c) Doubles Team. Ages apply as above.
PART V. TOURNAMENTS

Rule 5.1—Draws.

(a) If possible, all draws shall be made at least two
days before the tournament commences. The seeding
method of drawing should be used.

(b) In local, state and regional tournaments the
draw shall be the responsibility of the tournament
chairman.

(c) No other persons shall participate in the draw
or seeding unless at the invitation of the draw and
seeding committee.



Rule 5.2—Scheduling.

(@) Preliminary Matches. If one or more contes-
tants are entered in both singles and doubles, they
may be required to play both singles and doubles on
the same day or night with little rest between matches.
This is a risk assumed on entering both singles and
doubles. If possible the schedule should provide at
least a one hour rest period between all matches.

(b) Final Matches. Where one or more players
have reached the finals in both singles and doubles, it
is recommended that the doubles match be played on
the day preceding the singles. This would assure more
rest between the final matches. If both final matches
must be played on the same day or night, the following
procedure is recommended:

(1) The singles match be played first.

(2) A rest period of not less than ONE HOUR
be allowed between the finals in singles and doubles.

Rule 5.3—Notice of Matches.

After the first round of matches. It is the responsi-
bility of each player to check the posted schedules
to determine the time and place of each subsequent
match. If any change is made in the schedule after
posting, it shall be the duty of the committee or chair-
man to notify the players of the change.

Rule 5.4—Third Place.

In championship tournaments, national, regional,
state, etc., the loser in the semi-finals must play for
third place or lose his ranking for the next year unless
he is unable to compete because of injury or illness.
See Rule 3.5(d)(4).

Rule 5.5—Tournament Management.

The tournament chairman may decide on a change
of courts after the completion of any tournament game
if such a change will accommodate better spectator
conditions.



rtule" 5{.6—Tournament Conduct.
N all tournaments the referee is empo
: s th wered
Qefault a match'lf an individual player or teaFr’n conducics)
itself to the detriment of the tournament and the game

Rule 5.7 — Round Robin Invitational
. Tournaments

Consist of 10 players (singles) or 10 teams (doubles)
Tournamgnt IS conducted over three consecutive days.
Each day's play consists of three (8) matches played
on a round robin basis. Each match consists of one
3 point game. An individual or team limit of four times
out is permitted for each match.

ONE-WALL
& THREE-WALL

Basically racquetball rules for one-wall, three-
wall and four-wall are the same with the following
exceptions:

ONE WALL: Court Size—Wall shall be 20 ft. in
width and 16 ft. high, floor 20 ft. in width and 34 ft. from
the wall to the back edge of the long line. There should
be a minimum of 3 feet beyond the long line and 6 feet
outside each side line and behind the long line to per-
mit movement area for the players.

Short line—Back edge 16 feet from the wall. Ser-
vice Markers—Lines at least 6 inches long parallel to
and midway between the long and short lines, extend-
ing in from the side lines. The imaginary extension and
joining of these lines indicates the service line. Lines
are 1%z inches in width. Service Zone—floor area in-
side and including the short, side and service lines. Re-
ceiving Zone—floor area in back of short line bounded
by and including the long and side lines.



THREE-WALL: Serve—A serve that goes beyong
the side walls on the fly is player or side out. A serve
that goes beyond the long line on a fly but within the
side walls is the same as a “short.”

NOTES



INSTRUCTIONS OF REFEREES TO PLAYERS

Introduce yourself to players and toss coin to deter-
mine first service. Mark on scorecard the first service
for all three games.

In doubles use heads and tails of coin to designate
first and second servers.

Alert players to any local court rulings.

Ask players for their aid in calling skip-ins and dou-
ble bounces. Be sure they understand that the referee
will make ALL calls and his decision will be final.

During play call out the score (server's total first)
before each service. Be sure that players and specta-
tors can hear you. Player should not serve until score
has been called.

Inform players that they are allowed a maximum of
three time outs of 30 seconds each per game. Players
are allowed two minutes between first and second
games during which they cannot leave the court with-
out the referee's approval. Ten minutes are allowed
between second and third games.

INSTRUCTIONS TO REFEREES ON MATCH

Have ample supply of towels for time-outs and
possible wet floor.

If you are uncertain of a play regarding double
bounce or skip-in, call it as you see it. DO NOT CALL
ANYTHING YOU DO NOT SEE, even if it appears that
the player might not have picked up the ball. If such
player did not get the ball it is his obligation to call it on
himself. NEVER ASK FOR THE OPINIONS OF
SCORERS OR SPECTATORS.

Referee calls ALL hinders except: 1. if the player
holds up his swing to avoid hitting his opponent. If the
player had an opportunity to hit the ball but did not for
safety reasons, it is a hinder. 2. if both players agree
that a hinder has occurred that the referee has not
seen, such as bumping or stepping on a foot.

If a player is hit by a racquet because he did not
give his opponent a full backswing and follow through
(“crowding”) it shall be an avoidable hinder.

Remember, in doubles BOTH players must be
given a fair and unobstructed chance at _the ball.

No “warnings” should be given during a match.
Warn players before the match.







