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The WELL
Sacramento State Intramural Sports
Pickleball Tournament Rules

NFHS (National Federation of High School Association) rules apply to all games, except any of the following adaptations.  For questions regarding general intramural regulations, visit us online at www.thewell.csus.edu.


PLAYERS, ROSTERS, EQUIPMENT, THE OFFICIALS, TIME, PLAYING FIELD

PLAYERS AND TEAM ROSTERS
1. No more than 2 players are allowed on a team roster.
2. Two players will be needed to start the match. 

PLAYERS’ EQUIPMENT
Required Equipment
1. Rackets and balls will be provided, if players are unable to bring their own. 
2. Athletic clothing
3. Acceptable athletic shoes that do not mark the gym floor, and must be close-toed. 
Illegal equipment
1. Headbands with knots are not allowed. 
2. Jewelry is not allowed, unless specified for religious or health reasons. It must be tucked away during play. 

THE OFFICIALS
1. The officials’ authority and jurisdiction begin when they are in or directly around the playing area directly before, during and directly after a match.
2. The referee shall have the authority to penalize rule breaking during play and during stoppages of play.
3. The referee has authority to rule promptly, in the spirit of good sportsmanship, on any situation not specifically covered in the rules.  The referee’s decisions are final in all matters pertaining to the game.
4. 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 the officials assigned to the game.

THE LENGTH OF THE GAME  
1. The game will end when one team has scored 11 points, with a 2-point margin. 
2. If the teams are tied at 11, they will keep playing until one team gains a lead by 2 points.
3. A point can only be scored by the serving side

THE COURT
1. The games shall be played on a full badminton court in THE WELL.


PLAYING RULES

The Serve
1. Players will toss a coin to determine who serves first. The winner of the coin toss chooses if their team would like to serve or receive first. 
2. The server has 10 seconds to serve the ball. 
3. The serve must be underhand, with the paddle making contact with the ball below the server’s waist. 
4. The server’s feet cannot touch the baseline or the court until after they have struck the ball. 
5. The serve is made diagonally across court, and must clear the non-volley zone.
6. Only one serve attempt is allowed, unless the ball touches the net and lands on the serving side, then it is to be replayed. 
7. Serving team is only allowed one fault before they must give up their serve to the other team. 
8. Players must switch to serve after each point is given up to the opponent. 

The Volley
1. All volleying must be done with player’s feet behind the non-volley zone. 
2. If a player comes in contact with the ball while crossing the non-volley zone, it is a fault. 
Faults 
1. Stepping into the non-volley zone and volleying the ball.
2. Volleying the ball before it has bounced once on each side of the net. 
Point Values
1. Teams can only score when they are currently the ones serving. 
2. The first team to score 11 points with a 2-point margin, or the first team to score 15 wins. 
Scoring
1. Points are only scored by the serving side when they win a rally, or the opposing team commits a fault. 
2. The player who is serving shall continue until a fault is made by his team. 
3. Game will be played to 11 points, with a margin of two; or first to score 15. 
Non-Volley Zone
1. The non-volley zone is the court area within 7 feet on both sides of the net. 
2. Volleying is prohibited in this area, and will result in a fault if done.
3. Players are allowed in the non-volley zone any time other than volleying the ball. 
Two-Bounce Rule
1. The ball can only bounce once on the receiving side before a player hits it. 
2. If the ball bounces twice on the same side, it is a fault. 
Time-Outs
1. Teams are entitled two timeouts per game. 
2. Time-outs must be called before the serve. 

FAULTS
1. A fault is any action that stops play due to a rule violation. 
2. If the receiving team commits a fault, the serving team gains a point.
3. The following actions will result in a fault:
a. A serve lands outside the court lines.
b. The ball is hit into the net. 
c. The ball is hit before it has bounced on either side. 
d. The ball is volleyed in the non-volley zone.
e. The ball bounces twice before being hit by a player. 
f. If any part of the player touches the net.
g. A served ball lands in the non-volley zone.
Forfeits
1. If the team does not have the required number of players by game time, the opposing team may give a 5-minute grace period, or accept the win. 

CONDUCT OF PLAYERS
1. Each team’s players and spectators will be held accountable for acts including abusive language, threatening remark before, during or after any intramural contest.
2. Unsportsmanlike behavior is unacceptable, and players will risk being ejected from the game at the discretion of the officials. 
3. If ejected, players may not participate in the following game of their season. 
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