
















































































which hit the shot in question loses the rally.
(b) Fault Serve. If the referee makes a call of fault serve,
the call may be appealed. If the call is reversed, the serve
is replayed, unless if the referee considered the serve to be
not retrievable, in which case a point is awarded to the
server. An appeal may also be made if the referee makes
no call on a serve
indicating that the serve was good.) If the no call is reversed,
it will result in second serve if the infraction occurred on
the first serve or loss of serve if the infraction occurred
on the second serve. (¢) Out Serve. If the referee makes
a call of out serve, the call may be appealed. If the call
is reversed, the serve will be replayed, unless the serve was
obviously a fault in which case the call becomes fault serve.
However, when the call is reversed and the serve is consid-
ered an ace, a point will be awarded. An appeal may
also be made if the referee makes no call on a serve (indi-
cating that the serve was good.) If the no call is reversed,
it results in an immediate loss of serve.
(d) Double Bounce Pickup. If the referee makes a call of
two bounces, the call may be appealed. If the call is reversed,
the rally is replayed, except if the player against whom the
call was made hit a shot that could not have been retrieved,
then that player wins the rally. (Before awarding a rally
in that situation, the referee must be certain that the shot
would not have been retrieved even if play had not been
halted. ) An appeal may also be made if the referee makes
"thereby indicating that the get was not two bounces.
e no call is reversed, the player who made the two
plckup is declared the loser of the rally.
ing Line Violation (Encroachment). If the referee
¥ call of encroachment, the call may be appealed.
«all is overturned, the service shall be replayed. An
appeal may also be made if the referee makes no call. If
the appeal is successful, the server is awarded a point.
(f) Court Hinder. If the referee makes a call of court hinder,
the rally is replayed. If the referee makes no call and a player
feels that a court hinder occurred, that player may appeal.
If the appeal is successful, the rally will be replayed.

Rule 3.9 RULES INTERPRETATIONS

If a player feels the referee has interpreted the rules incorrectly,
the player may require the referee or tournament director
to cite the applicable rule in the rulebook. Having discovered
a misapplication or misinterpretation, the official must correct
the error by replaying the rally, awarding the point, calling
sideout or taking whatever corrective measure necessary.

4 — PLAY REGULATIONS

Rule 4.1 SERVE

The player or team winning the coin toss has the option to
either serve or receive at the start of the first game. The second
game will begin in reverse order of the first game. The player
or team scoring the highest total of points in games 1 and
2 will have the option to serve or receive first at the start of
the tiebreaker. In the event that both players or teams score
an equal number of points in the first two games, another
coin toss will take place and the winner of the toss will have
the option to serve or receive.

Rule 4.2 START

The server may not start the service motion until the referee
has called the score or “second serve.” The serve is started
from any place within the service zone. (Certain drive serves
are an exception, see Rule 4.6.) Neither the ball, nor any part
of either foot may extend beyond either line of the service
zone when initiating the service motion. Stepping on, but
not over, the lines is permitted. When completing the service
motion, the server may step over the service (front) line
provided that some part of both feet remain on or inside the
line until the served ball passes the short line. The server may
not step over the short line until the ball passes the short line.
See Rules 4.10(a) and 4.11(j) for penalties for violations.

Rule 4.3 MANNER

After taking a set position inside the service zone, a player may
begin the service motion — any continuous movement which
results in the ball being served. Once the service motion
begins, the ball must be bounced on the floor in the zone
and be struck by the racquet before it bounces 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.

Rule 4.4 READINESS

The service motion shall not begin until the referee has called
the score or the second serve and the server has visually
checked the receiver. The referee shall call the score as both
server and receiver prepare to return to their respective posi-
tions, shortly after the previous rally has ended.

Rule 4.5 DELAYS

Except as noted in Rule 4.5 (b), referee may call a technical
foul for delays exceeding 10 seconds.
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(a) The 10 second rule applies to the server and receiver
simultaneously. Collectively, they are allowed up to 10
seconds after the score is called to serve or be ready to
receive. It is the server’s responsibility to look and be certain
the receiver is ready. If a receiver is not ready, they must
signal by raising the racquet above the head or completely
turning the back to the server. (These are the only two
acceptable signals.)

(b) Serving while the receiving player/team is signalling
not ready is a fault serve.

(c) After the score is called, if the server looks at the receiver
and the receiver is not signalling not ready, the server may
then serve. If the receiver attempts to signal not ready after
that point, the signal shall not be acknowledge and the
serve becomes legal.

Rule 4.6 DRIVE SERVICE ZONES

The drive serve lines will be 3 feet from each side wall in
the service box, dividing the service area into two 17-foot
service zones for drive serves only. The player may drive serve
between the body and the side wall nearest to where the
service motion began only if the player starts and remains
outside of the 3-foot drive service zone. In the event that the
service motion begins in one drive service zone and contin-
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ues into the other drive serve zone, the player may not hit

a drive serve at all. Violations of this rule, either called or

not called, may be appealed. -
(@) The drive serve zones are not observed for ¢ =
drive serves, the hard-Z, soft-Z, lob or half-lob serves.
(b) The racquet may not break the plane of the 17
zone while making contact with the ball.
(c) The drive serve line is not part of the 17-fgt
Dropping the ball on the line or standing on the Tine'v
serving to the same side is an infraction.

Rule 4.7 SERVE IN DOUBLES

(a) Order of Serve. Each team shall inform the referee
of the order of service which shall be followed throughout
that game. The order of serve may be changed between
games. 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 part-
ner 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
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faults. However, if the server’s partner enters the safety
zone before the ball passes the short line, the server loses
service.

Rule 4.8 DEFECTIVE SERVES

Defective serves are of three types resulting in penalties as
follows:
(a) Dead-Ball Serve. A dead-bal! 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 side-
out or a handout.)

Rule 4.9 DEAD-BALL SERVES

Dead-ball serves do not cancel any previous fault serve. The
following are dead-ball serves:
(@) 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. Also, any serve that hits any surface
designated by local rules as an obstruction.
(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 cancelling any prior fault serve.

10 FAULT SERVES

ing serves are faults and any two in succession result

t Faults. A foot fault results when:

server does not begin the service motion with

1feet in the service zone.

. The server steps completely over the service line (no

part of the foot on or inside the service zone) before the
served ball crosses the short line.
3. In doubles, the server’s partner is not in the service
box with both feet on the floor and back to the side wall
from the time the server begins the service motion until
the ball passes the short line. See Rule 4.7 (b).

(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. Along 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).
() Out-of-Court Serve. An out-of-court serve is any served
ball that first hits the wall and, before striking the floor, goes
out of the court.

(9) Bouncing Ball Outside Service Zone. Bouncing the ball
outside the service zone as a part of the service motion
is a fault serve.

(h) lllegal Drive Serve. A drive serve in which the player
fails to observe the 17-foot drive service zone outlined in
Rule 4.6.

(i) 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
place himself in good court position, near center court,
to obtain that view.) The screen serve is the only fault serve
which may not be appealed.

() Serving before the Receiver is Ready. A serve is made
while the receiver is not ready as described in Rule 4.5.
(k) Ball Hits Partner. A served ball that hits the doubles
partner while in the doubles box results in a fault serve.

Rule 4.11 OUT SERVES

Any of the following serves results in an out:

(a) Two Consecutive Fault Serves. See Rule 4.10.

(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. Also, allowing the ball to bounce more
than once during the service motion.

(¢) Touched Serve. Any served ball that on the rebound
from the front wall touches the server or server’s racquet,
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 which is
noncontinuous 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 exer-
cised.

(e) lilegal 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.

(9) Crotch Serve. Any served ball that hits the crotch of
the front wall and floor, front wall and side wall, or front







wall and ceiling is an out serve (because it did not hit the
front wall first). A serve into the crotch of the back wall
and floor is a good serve and in play. A served ball that hits
the crotch of the side wall and floor beyond the short
line is in play.

(h) Out-of-Order Serve. In doubles, when either part-
ner serves out of order, the points scored by that server will
be subtracted and an out serve will be called: if the second
server serves out of order, the out serve will be applied
to the first server and the second server will resume serv-
ing. If the player designated as the first server serves out
of order, a sideout will be called. The referee should call
no serve as soon as an out-of-order serve occurs. If no
points are scored while the team is out of order, only the
out penalty will have to assessed. However, if points are
scored before the out of order condition is noticed and the
referee cannot recall the number, the referee may enlist the
aid of the line judges (if they are being used) to recall the
number of points to be deducted.

(i) Ball Hits Partner. A served ball that hits the doubles part-
ner while outside the doubles box results in loss of serve.
(j) Safety Zone Violation. If the server, or doubles partner,
enters into the safety zone before the served ball passes the
short line, it shall result in the loss of serve.

Rule 4.12 RETURN OF SERVE
(a)_ Receiving Position
“ 1.%Fhe receiver may not enter the safety zone until the
unces or crosses the receiving line.
the fly return attempt, the receiver may not strike
until the ball breaks the plane of the receiving
5 e receiver’s follow-through may carry the receiver
Bt orthe racquet past the receiving line.
3. Neither the receiver nor the racquet may break the
plane of the short line, except if the ball is struck after
rebounding off the back wall.
4. Any violation by the receiver results in a point for
the server.
(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.
(¢) Legal Retum. After a legal serve, a player on the receiv-
ing team 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 retumed

ball must touch the front wall before touching the floor.
(d) Failure to Retum. The failure to return a serve results
in a point for the server.

(e) Other Provisions. Except as noted in this rule (4.12),
the return of serve is subject to all provisions of Rules 4.14
through 4.16.

Rule 4.13 CHANGES OF SERVE
(@) Outs. A server is entitled to continue serving until:
1. Out Serve. See Rule 4.11.
2. Two Consecutive Fault Serves. See Rule 4.10.
3. Ball Hits Partner. Player hits partner with attempted
retum.
4. Failure to Return Ball. Player, or partner, fails to keep
the ball in play as required by Rule 4.12 ().
5. Avoidable Hinder. Player or partner commits an avoid-
able hinder which results in an out. See Rule 4.16.
(b) Sideout. In singles, retiring the server is a sideout.
In doubles, the side is retired when both partners have lost
service, except that the team which serves first at the begin-
ning of each game loses the serve when the first server is




retired. See Rule 4.7.

(c) Effect of Sideout. When the server (or serving team)
receives a sideout, the server becomes the receiver and the
receiver becomes the server.

Rule 4.14 RALLIES

All of the play which occurs after the successful retum of serve
is called the rally. Play shall be conducted according to the
following rules:
(a) Legal Hits. Only the head of the racquet may be used
at any time to return the ball. The racquet may be held in
one or both hands. Switching hands to hit a ball, touch-
ing the ball with any part of the body or uniform, or remov-
ing the wrist thong results in a loss of the rally.
(b) One Touch. The player or team trying to return the
ball may touch or strike the ball only once or else the rally
is lost. The ball may not be carried. (A carried ball is one
which rests on the racquet iong enough that the effect
is more of a sling or throw than a hit.)
(c) Failure to Return. Any of the following constitutes a
failure to make a legal return during a rally:
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1. The ball bounces on the floor more than once before
being hit.
2. The ball does not reach the front wall on the fly.
3. The ball caroms off a player’s racquet into a gallery or
wall opening without first hitting the front wall.
4. A ball which obviously does not have the velocity
or direction to hit the front wall strikes another player.
5. A ball struck by one player on a team hits that player
or that player’s partner.
6. Committing an avoidable hinder. See Rule 4.16.
7. Switching hands during a rally.
8. Failure to use wrist thong on racquet.
9. Touching the ball with the body or uniform.
10. Carry or sling the ball with the racquet.
(d) Effect of Failure to Return. Violations of Rules 4.14
(@) through (c) result in a loss of rally. If the serving player
or team loses the rally, it is an out. If the receiver loses
the rally, it results in a point for the server.
(e) Retun Attempts. The ball remains in play until it touches
the floor a second time, regardless of how many walls it
makes contact with — including the front wall.
1. Insingles, if a player swings at the ball and misses it, the
player may continue to attempt to return the ball until it
touches the floor for the second time.
2. In doubles, if one player swings at the ball and misses it,
both partners may make further attempts to retum the ball
until it touches the floor the second time. Both partners
on a side are entitled to return the ball. 7%
(f) Out of Court Ball )
1. After retum. Any ball retumed to the front wall,
on the rebound or the first bounce, goes into the gallegy.
or through any opening in a side wall shall be declared
dead and the server shall receive two serves. %% "
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 wall, or back wall, shall be
an out for the player failing to make the return, or a point
for the opponent.
(9) Broken Ball. If there is any suspicion that a ball has
broken during a rally, play shall continue until the end of
the rally. The referee or any player may request the ball be
examined. [f the referee decides the ball is broken the ball
will be replaced and the rally replayed. The server will get
two serves. The only proper way to check for a broken ball
is to squeeze it by hand. (Checking the ball by striking it
with a racquet will not be considered a valid check and
shall work to the disadvantage of the player or team which
struck the ball after the rally.)














































(h) Play Stoppage
1. If aforeign object enters the court, or any other outside
interference occurs, the referee shall stop the play imme-
diately and declare a dead-ball hinder.
2. If a player loses any apparel, equipment, or other arti-
cle, the referee shall stop play immediately and declare
an avoidable hinder or dead-ball hinder as described
in Rule 4.16 (i).
(i) Replays. Whenever a rally is replayed for any reason,
the server is awarded two serves. A previous fault serve is
not considered.

Rule 4.15 DEAD-BALL HINDERS

A rally is replayed without penalty and the server receives two
serves whenever a dead-ball hinder occurs.
(@) Situations
1. Court Hinders. The referee should stop play imme-
diately whenever the ball hits any part of the court that
was designated in advance as a court hinder (such as
a door handle). The referee should also stop play (i)
when the ball takes an irregular bounce as a result of
contacting a rough surface (such as court light or vent)
or after striking a wet spot on the floor or wall and (i)
when, in the referee’s opinion, the irregular bounce
affected the rally. A court hinder is the only type of hinder
that is appealable. See Rule 3.7 (a).
2. Ball Hits Opponent. When an opponent is hit by a
n shot in flight, it is a dead-ball hinder. If the oppo-
is struck by a ball which obviously did not have the
ity or direction to reach the front wall, it is not a
and the player who hit the ball will lose the rally.
yer who has been hit by the ball can stop play and
e the call though the call must be made immedi-
ately and acknowledged by the referee.
3. Body Contact. If body contact occurs which the
referee believes was sufficient to stop the rally, either for
the purpose of preventing injury by further contact or
because the contact prevented a player from being able
to make a reasonable retum, the referee shall call a hinder.
Incidental body contact in which the offensive player
clearly will have the advantage should not be called a
hinder, unless the offensive player obviously stops play.
Contact with the racquet on the follow-through normally
is not considered a hinder.
4. Screen Ball. Any ball rebounding from the front wall
so close to the body of the defensive team that it inter-
feres with, or prevents, the offensive player from having
clear view of the ball.
The referee should be careful not to make the screen call

so quickly that it takes away a good offensive oppor-
tunity.) A ball that passes between the legs of the side
that just returned the ball is not automatically a screen.
It depends on the proximity of the players. Again, the
call should work to the advantage of the offensive player.
5. Backswing Hinder. Any body or racquet contact,
on the backswing or on the way to or just prior to retum-
ing the ball, which impairs the hitter’s ability to take a
reasonable swing. This call can be made by the player
attempting the return, though the call must be made
immediately and is subject to the referee’s approval.
Note the interference may be considered an avoidable
hinder. See Rule 4.16.

6. Safety Holdup. Any player about to execute a retumn
who believes that striking the opponent with the ball or
racquet is likely, may immediately stop play and request
a dead-ball hinder. This call must be made immediately
and is subject to acceptance and approval of the referee.
(The referee will grant a dead-ball hinder if it is believed
the holdup was reasonable and the player would have
been able to return the shot, and the referee may also







by either side after service motion has begun. Calling
for a timeout when none remain or after service motion
has begun, or taking more than 30 seconds in a time-
out, will result in the assessment of a technical foul for delay
of game.
() Injury. If a player is injured during the course of a match
as a result of contact, such as with the ball, racquet, wall
or floor, an injury timeout will be awarded. While a player
may call more than one timeout for the same injury or
for additional injuries which occur during the match, a
player is not allowed more than a total of 15 minutes of
rest during a match. If the injured player is not able to
resume play after total rest of 15 minutes, the match shall
be awarded to the opponent.
1. Should any extemal bleeding occur, the referee should
halt play as soon as the rally is over, charge an injury
timeout to the person who is bleeding, and not allow
the match to continue until the bleeding has stopped.
2. Muscle cramps and pulls, fatigue, and other ailments
that are not caused by direct contact on the court will
not be considered an injury.
(c) Equipment Timeouts. Players are expected to keep all
clothing and equipment in good, playable condition and
are expected to use regular timeouts and time between
games for adjustment and replacement of equipment.
If a player or team is out of timeouts and the referee deter-
mines that an equipment change or adjustment is neces-
BF fair and safe continuation of the match, the referee
y award an equipment timeout not to exceed 2 minutes.
ree may allow additional time under unusual circum-

een Games. The rest period between the first two
°of a match is 2 minutes. If a tiebreaker is necessary,
the rest period between the second and third game is 5
minutes.

(e) Postponed Games. Any games postponed by referees
shall be resumed with the same score as when postponed.

1. Profanity.

2. Excessive arguing.

3. Threat of any nature to opponent or referee.

4. Excessive or hard striking of the ball between rallies.

5. Slamming of the racquet against walls or floor, slam-

ming the door, or any action which might result in

damage to the court or injury to other players.

6. Delay of game. Examples include (i) taking too much

time to dry the court, (i) excessive questioning of the

referee about the rules, (jii) exceeding the time allot-

ted for timeouts or between games, (iv) calling a time-

out when none remain, or after the service motion

begins, or (v) taking more than ten seconds to serve

or be ready to receive serve.

7. Intentional front line foot fault to negate a bad lob

serve.

8. Anything considered to be unsportsmanlike behav-

ior.

9. Failure to wear lensed eyewear designed for racquet

sports [See Rule 2.5(a)] is an automatic technical foul on

the first infraction, plus a mandatory timeout (to acquire

the proper eyewear) will be charged against the offend-

ing player. A second infraction by that player during the

match will result in automatic forfeiture of the match.
(b) Technical Warnings. If a player’s behavior is not so
severe as to warrant a technical foul, a technical warning
may be issued without point deduction.
(¢) Effect of Technical Foul or Warning. If a referee issues
a technical foul, one point shall be removed from the
offender’s score. If a referee issues a technical warning,
it shall not result in a loss of rally or point and shall be accom-
panied by a brief explanation of the reason for the warn-
ing. The issuing of the technical foul or warning has no
effect on who will be serving when play resumes. If a tech-
nical foul occurs between games or when the offender has
no points, the result will be that the offender’s score will
revert to minus one (-1).

Rule 4.18 TECHNICAL FOULS AND
WARNINGS

(@) Technical Fouls. The referee is empowered to deduct

5 — TOURNAMENTS

Rule 5.1 DRAWS

one point from a player’s or team’s score when, in the
referee’s sole judgment, the player is being overtly and
deliberately abusive. If the player or team against whom
the technical foul was assessed does not resume play imme-
diately, the referee is empowered to forfeit the match in
favor of the opponent. Some examples of actions which
may result in technical fouls are:

(@) If possible, all draws shall be made at least 2 days before
the toumament commences. The seeding method of draw-
ing shall be approved by the AARA.

(b) At AARA National events, the draw and seeding commit-
tee shall be chaired by the AARA’s Executive Director,
National Tournament Director, and the host tournarment
director. No other persons shall participate in the draw or




seeding unless at the invitation of the draw and seeding
committee.

(c) In local and regional tournaments the draw shall be
the responsibility of the tournament director.

Rule 5.2 SCHEDULING

(a) Preliminary Matches. If one or more contestants 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 two singles events or a singles and doubles event.
If possible, the schedule should provide at least 1 hour
between matches.
(b) Final Matches. Where one or more players has 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
that:

1. The singles match be played first and

2. A rest period of not less than 1 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 responsibility 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 commit-
tee or tournament director to notify the players of the change.
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Rule 5.4 THIRD PLACE

Players are not required to play off for 3rd place. However,
for point standings, if one semifinalist wants to play off for
third and the other semifinalist does not, the one willing to
play shall be awarded third place. If neither semifinalist wishes
to play off for 3rd then the points shall be totaled, divided by
2, and awarded evenly to both players.

Rule 5.5 ROUND ROBIN SCORING

The final positions of players or teams in round robin compe-
tition is determined by the following sequence:
(a) Winner of the most matches;
(b) In a two way tie, winner of the head-to-head match;
(©) In atie of three or more, the player who lost the fewest
games is awarded the highest position.
1. If a two way tie remains, the winner of the
head-to-head match is awarded the higher position.
2. If a multiple tie remains, the total points scored against
each player in all matches will be tabulated and the player
who had the least points scored against them is awarded
the highest position. Note: Forfeits will count as a match
won in two games. In cases where points scored against
is the tiebreaker, the points scored by the forfeiting team
will be discounted from consideration of points scored
against all teams.

Rule 5.6 COURT ASSIGNMENTS

In all AARA sanctioned tournaments, the tournament direc-
tor and/or AARA official in attendance may decide on a change
of court after the completion of any tournament game, if such
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AARA and players may compete at any site they choose.
2. A person may compete in any number of adult regional
tournaments, but may not enter a championship division
[as specified in Rule 5.11] after having won that divi-
sion at a previous adult regional tournament that same
year.
3. A person cannot participate in more than two cham-
pionship events at a regional tournament.
4. Any awards or remuneration to an AARA National
Championship will be posted on the entry blank.
(b) Junior Regional Toumaments All provisions of Rule 5.13
(@) also apply to juniors, except: 1. Regional tournaments
will be conducted within the following regions which are
identified for the purposes of junior competition:
Region 1 — Maine, New Hampshire, Vermont, Mass.,
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Rhode Island, Connecticut
Region 2 — New York, New Jersey
Region 3 — Pennsylvania, Maryland, Virginia,
Delaware, D.C.
Region 4 — Florida, Georgia
Region 5 — Alabama, Mississippi, Tennessee
Region 6 — Arkansas, Kansas, Missouri, Oklahoma
Region 7 — Texas, Louisiana
Region 8 — Wisconsin, lowa, lllinois
Region 9 — West Virginia, Ohio, Michigan
Region 10 — Indiana, Kentucky
Region 11 — North Dakota, South Dakota, Minnesota,
Nebraska
Region 12 — Arizona, New Mexico, Utah, Colorado
Region 13 — Montana, Wyoming
Region 14 — California, Hawaii, Nevada
Region 15 — Washington, Idaho, Oregon, Alaska
Region 16 — North Carolina, South Carolina
2. A person may compete in only one junior regional singles
and one junior regional doubles tournament each year.
3. Rule 5.13 (a)(3) may not apply if tournaments
(singles/doubles or adults/juniors) are combined.

Rule 5.14 U.S. NATIONAL SINGLES AND

DOUBLES CHAMPIONSHIPS

The U.S. National Singles and Doubles Toumaments are sepa-
rate tournaments and are played on diff
Consolation events will be offered for all divisi
(@) Competition in an Adult Regional singles tourn
is required to qualify for the National
Championship.
1. Exception: Men of the age of 55 and ovi
women age 45 and over (45+), are not reg
ify for the National Singles Championship.
2. Exception: Any player who competes in either a junior
or intercollegiate regional preceding the National Singles,
will not be required to compete in an Adult Regional event.
(b) The National Tournament Director may handle the
rating of each region and determine how many players
shall qualify from each regional tournament.
(c) If a region is oversubscribed, a playoff to qualify play-
ers in a division may be conducted the day prior to the
start of a National Championship.

Rule 5.15 U.S. NATIONAL JUNIOR

OLYMPIC CHAMPIONSHIPS

It will be conducted on a different date than all other National
Championships and generally subject to the provisions of
Rule 5.14.




Rule 5.16 U.S. NATIONAL HIGH SCHOOL
CHAMPIONSHIPS

It will be conducted on a different date than all other National
Championships. Consolation events will be offered for all divi-
sions.

Rule 5.17 U.S. NATIONAL
INTERCOLLEGIATE CHAMPIONSHIPS

It will be conducted on a different date than all other National
Championships. Consolation events will be offered for all divi-
sions.

Rule 5.18 U.S. OPEN RACQUETBALL

CHAMPIONSHIPS

It will be conducted on a different date than all other National
Championships, and include both pro and amateur compet-
itive divisions.

6 — Eight & under Multi-Bounce

Modifications

In general, the AARA's standard rules governing racquetball
play will be followed except for the modifications which follow.

6.1 BASIC RETURN RULE

the ball remains in play as long as it is bounc-
er, the player may swing only once at the ball and
stonsidered dead at the point it stops bouncing and
egins t@ foll. Also, anytime the ball rebounds off the back
it iist be struck before it crosses the short line on the
front wall, except as explained in Rule 6.2.

Rule 6.2 BLAST RULE

If the ball caroms from the front wall to the back wall on
the fly, the player may hit the ball from any place on the court
— including past the short line — so long as the ball is bounc-

ing.

Rule 6.3 FRONT WALL LINES

Two parallel lines (tape may be used) should be placed across
the front wall such that the bottom edge of one lineis 3
feet above the floor and the bottom edge of the other line
is 1 foot above the floor. During the rally, any ball that hits the
front wall (i) below the 3-foot line and (i) either on or above
the 1-foot line must be returned before it bounces a third
time. However, if the ball hits below the 1-foot line, it must
be returned before it bounces twice. If the ball hits on or
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above the 3-foot line, the ball must be returned as described
in the basic return rule.

Rule 6.4 GAMES AND MATCHES

All games are played to 11 points and the first side to win two
games, wins the match.

7 — One Wall & Three Wall

Modifications

In general, the AARA’s standard rules governing racquetball
play will be followed except for the modifications which follow.

Rule 7.1 ONE-WALL
There are two playing surfaces the front wall and the floor.
The wall is 20 feet wide and 16 feet high. The floor is 20 feet
wide and 34 feet to the back edge of the long line. To permit
movement by players, there should be a minimum of three
feet (six feet is recommended) beyond the long line and
six feet outside each side line.
(@) Short Line. The back edge of the short line is 16 feet
from the wall.
(b) Service Markers. Lines at least six inches long which
are parallel with, and midway between, the long and short
lines. The extension of the service markers form the imag-
inary boundary of the service line.
(c) Service Zone. The entire floor area inside and includ-
ing the short line, side lines and service line.
(d) Receiving Zone. The entire floor area in back of the
short line, including the side lines and the long line.

Rule 7.2 THREE-WALL WITH SHORT SIDE
WALL

The front wall is 20 feet wide and 20 feet high. The side walls
are 20 feet long and 20 feet high, with the side walls taper-
ing to 12 feet high. The floor length and court markings
are the same as a four wall court.

Rule 7.3 THREE-WALL WITH LONG SIDE

WALL

The court is 20 feet wide, 20 feet high and 40 feet long.
The side walls may taper from 20 feet high at the front wall
down to 12 feet high at the end of the court. All court mark-
ings are the same as a four wall court.

Rule 7.4 SERVICE IN THREE-WALL COURTS
A serve that goes beyond the side walls on the fly is an out.








































Let’s emphasize these
points in effective decision
making:

1) When on the defense,
watch your opponents
carefully as they prepare
to shoot, so you'll know
what shot(s) to cover.

2) In offensive play, get into
position early and force
your opponent to
commit to cover some-
thing.

3) Know where your oppo-
nent is and take the shot
that will be most difficult
for them to retrieve.

4) Don't force a shot that
your body is not in posi-
tion to execute.

There are endless examples
of logical shot selections
and prudent court coverage
and the response will vary
as the situations change.
Obviously, choices differ
between levels of play, but
the idea of playing intelli-
gently applies to all abili-
ties. For more discussion on
this subject and for answers
to specific examples, see
your local AmPro profes-
sional or your club pro.

Racquet strings differ from one another

in three ways: gauge or thickness (which
we've looked at in previous columns), mate-
rials, and construction. String manufacturers
make all sorts of claims about the benefits
of different high-tech fibers and proprietary
manufacturing methods. We'll look at the
materials in this installment, and consider
string construction in a later issue.

The materials that go into racquetball
strings — primarily aramids, Zyex®, and
nylons — are manufactured by large chemi-
cal companies. Racquet string manufactur-
ers test and compare the different fibers that
are available, and when they find one with
desirable characteristics, they engineer it
into a structure keyed toward a particular
type of performance. Manufacturers often
use more than one fiber type in a string
design to combine their properties.

Aramid fibers get a lot of attention, so let’s
look at them first. Aramids, which include
DuPont’s well-known Kevlar® fiber, are also
used in bulletproof vests, automobile tire
cords, and top-end canoes. As you would
expect, aramids are extremely stiff, tough,
and resistant to stretching. In racquet string,
Keviar is used primarily for the core, or
central load-bearing member, (Example:
Ashaway DuraKill™) At recommended
stringing tensions of 25-55 Ib., Keviar
stretches only about 3 percent.

Because of their stiffness and lack of stretch,
Keviar-cored strings don’t have much
“trampoline effect”— in other words, they
don't provide a lot of power. A Keviar string
bed remains flat during hard shots, so play-
ers can maintain a superior level of control.

Continued on Page 57
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American Amateur Racquetball Association
29th U.S. National Doubles Championships

ENTRY FORM ... Please print DIVISIONS ... Two event maximum
MEN’'S WOMEN'S  MIXED
Name e Open __Open __Open
Jr. Veteran . .. .... 24 - 24— 24—
Address Jr. Veteran . . .. ... _ 25+ 25+ 25+
Seniors ......... _ 30+ _ 30+ _ 30+
City State/Zip Seniors ......... 35+ __ 35+ _ 35+
Seniors ......... __ 40+ 40+ 40+
Phone ( Day) ( Evenjng) Masters ......... 45+ _ 45+ 45+
Masters......... _ 50+ __ 50+ _ 50+
Birthdate Age Golden Masters . .. ___55+ _ 55+ _ 55+
Golden Masters ... __ 60+ __ 60+ 60+
Regional Competed In Golden Masters ... __65+ __65+ ___65+
Golden Masters ... 70+ _ 70+ 70+
Division in Regiona[ Finish Golden Masters ... 75+ 75+ 75+
Golden Masters ... ___ 80+ ___80+ ___ 80+
Partner Division = e _A _A __A
Partner Division ENTRY FEES AND PAYMENT :
First event (per player). . . . . .. ($65.00)
EQUIPMENT SURVEY Second event (per player) . . .. ($35.00)
AARA Membership fee. . . . . .. (320.00)
i Latefee.................. ($15.00)
My racquet is Tax deductible donation
My glove is toUS. Team .......... b
TOTALDUE:. .......... b
My eyeguards are

Use your AARA MBNA credit card to charge your entry,
My shoes are and receive an additional 10% off your fees. Only
MBNA charges are eligible for this discount!

I am sponsored by

MC/Visa #

AARA MEMBERSHIP: An AARA competitive license membership is L
required to compete in this event ... please add your fees if neces-  Expiration Date
sary. [Note: If you have recently joined the AARA at a sanctioned
event and have not yet received your membership card, you must
present your receipt copy of the membership application or a Cardholder (please print)
cancelled check upon registration.]

Signature

WAIVER: | hereby, for myself, my heirs, executors, and administra-
tors, waive and release any and all rights and claims that | may .
have against the AARA, Ektelon, Penn Racquet Sports, City Square MAIL COMP L”;_TED ENTRY WITH FEES TO:
Sports Club, the Lexington Hotel or their respective agents for any U.S. NATIONAL DOUBLES ¢
of’

and all injuries. | also acknowledge the potential risk of eye injury 1685 WEST UINTAH,
during competition, and certify that my protective eyeguards COLORADO SPRINGS
(including prescription frames/lenses) conform with all standards COLORADO 80904-2921
specified in AARA Rule 2.5 (a). By registering to compete in this

event, | consent to drug testing as administered according to DEADLINE: OCTOBER 2nd

AARA/USOC guidelines. ENTRIES MUST BE
POSTMARKED BY
SEPTEMBER 30th

Participant Signature & Date







3. “Quuality Practice” leads to “Quality
Results.” You should play only your
best whenever you go on the court,
otherwise you'll incorporate mistakes
into your game. “There is only one
way to play - your best.”

4. Coachability is a great asset. A positive
attitude leads to a positive result. You
need to create positive energy to
improve. Think positive.

5. “I will find a way!” Michelle Gould
always knows that she will find a way
to win! Be creative, patient and ready
... dig deep within.

6. The tougher the situation the more
energy there is available for you to try
things and take your game to a higher
level. Relax and enjoy the competition
and press the envelope on your game.

7. Never let your opponents see your true
emotions! Always look loose, relaxed
and ready to go. The fastest neuromus-
cular contractions happen when your
muscles are relaxed, not tense. Shake
out ... monkey slump ... deep breath-
ing.

8. Rituals create the mind/body blueprint
of your perfect shot(s) ... go use them.
Pre-serve and pre-service return, etc.
List your rituals.

9. Love what you do and do what you love.
Racquetball is for fun, enjoyment and
self-challenge.

10. A great player has great practice
sessions too. Quality builds quality and
consistency ... ask Michael Bronfeld ...
he is a prime example.

In talking with and reading what the
experts say ... 80% of the game is mental,
if not more. (When he finished in the semi-
finals of the 1991 U.S. Open, Jimmy
Connors said, “The mental part of the
game is 90%”"). If this is true, I urge you to
take the time to take this test ... and be
honest with yourself. Then take the appro-
priate steps. Make the necessary improve-
ments to move one step closer to becoming
that mentally tough player you've always
dreamed about. You — and only you —
can make it a reality. Good Luck.

RACQUETBALL Magazine

STRING ... Continued from page 53

Aramids are also extremely notch-resistant, and have extraordinary tensile
strength (i.e., resistance to breakage due to stretching), so they tend to be
very durable. There are a few strings that use Keviar not just for the core,
but for the cover layer as well. These are so stiff that they are used almost
exclusively as the mains in hybrid string sets, while a second, softer string is
used for the crosses. (Example: Ashaway KillFire™)

In sum, aramid strings are for powerful players who want improved ball
control, and for those who want extra string longevity. If you don‘t have a
really strong swing, keep reading.

Zyex®, the other well-known high-tech fiber, is a poly ether ether ketone
(PEEK) material introduced by British chemical giant ICl, and recently spun
off as Zyex Ltd. More flexible and resilient than Keviar, Zyex is still pretty stiff
compared to nylon: at typical stringing tensions it stretches about 6 percent.

Zyex’s remarkable characteristic is its “dynamic stiffness,” — that is, it recov-
ers from stretch very quickly. A racquet strung with a Zyex-cored string
maintains a fairly flat string bed, which helps in ball control, but the rapid
recovery from stretch provides good power. Tennis players believe that Zyex
performs similarly to natural gut, which is still the string of choice for many
top-ranked tennis pros. But Zyex is far more durable than gut, making it a
fine material for racquetball strings.

(Example: Ashaway PowerKill™ Pro) For players looking for a good balance
of power and control, Zyex is an excellent choice.

Nylon is a do-anything material, with different chemical compounds appear-
ing in everything from women’s stockings to machine bearings. String
designers use nylon’s broad range of properties for different purposes. When
used as a string core, nylon provides a great deal of resilience. Although it
doesn't spring back as quickly as Zyex, it stretches more, so the amount of
power it generates can be comparable. In fact, nylon can be quite stretchy
or quite stiff, depending on the gauge of the string. At typical stringing
tensions, nylon stretches from 10 to 15 percent. Nylon-cored strings tend to
be the least expensive on initial purchase, and tend to be easier to string
than those made from stiffer fibers. (Example: Ashaway SuperKill® II) Nylon
strings are great for beginning players, for those who can afford to give up a
little control in order to gain power, and for anyone who needs to keep an
eye on the contents of their wallet.

Nylon also appears as the outer jacket, or wear layer, on most strings,
including those with Keviar or Zyex cores. For this usage, string designers
often choose a harder, less resilient nylon fiber, to resist wear and notching,
and to bond the core fibers together.

The different fibers in racquet strings influence their power, control, durabil-
ity, and cost. Whether you're working with a Certified Racquet Technician, or
buying through a mail-order ad, you can get the properties you want by
selecting a string made from the right materials.

Steve Crandall is Vice President of'Sales &
Marketing for Ashaway RacketStrii
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