
 

The USAPA rules (https://www.usapa.org/docs/ifp/USAPA-Rulebook.pdf) are followed, with the 

following key points: 

 

1.  Team Requirements 

1.1 A team shall consist of 2 players for Doubles matches. 

1.1.1 Doubles teams must have at least 2 players to start and finish a game. 

 

2. Equipment 

2.1 All players must wear non-marking court shoes.  Cleats of any kind and open-heel 

and/or -toe shoes are prohibited. 

2.3.1 Medical alert jewelry is allowed to be worn, but it must be taped down with the medical 

alert tag exposed. 

2.5 A court diagram is included at the end of this document. 

 

3. Timing and Scoring 

3.1 Each match will consist of the best 2 out of 3 games. 

3.1.1 Each game will go to 11 points. 

3.1.2 Teams do not need to gain a two-point advantage to win a game. 

3.1.3 Points may only be scored when the team serving scores the point. 

 

3.2 Results should be reported to the Intramural Sports Supervisor immediately upon 

completion of the match. 

3.3 There will be no timeouts other than for player injury. 

3.4 Before the start of each game the Intramural Sports Supervisor will conduct a Captains’ 

Meeting in which they will designate who will serve first. 

 

4. Serving 

4.1 Serving must be done underhand and contact must be below the waist. The server must 

be standing with both feet behind the baseline of the court. 

4.1.1 The ball must be struck without the server bouncing the ball on the ground. 

4.1.2 Serves may be made with a forehand or a backhand motion. 

4.1.3 The server’s feet may not touch the baseline, the area outside the extension of the 

sideline, or the area outside the extension of the centerline. 

4.1.4 The server must call out the score before beginning their serving motion to constitute a 

legal serve. 

4.2 Serves must travel diagonally and land between the non-volley zone and the baseline of 

the court opposite the serving player. 

4.3 Each player is only allowed one 1 serving attempt unless the ball hits the net and lands 

in the correct service court, then the serve will be replayed. 

4.4 At the start of Doubles game, only one player on the first serving team is allowed a 

service turn before service moves to the opponents. Thereafter, both members of the team will 

have a service turn before the ball is turned over to the opposing team. 

4.5 When the serving team scores a point, the server moves to the other side of the court. 

The receiving team never switches sides. 

4.5.1 The serving team’s score will always be even when the player serves on the right side 

and odd when serving on the left side. 

4.6 If the serve clears the net or hits the net and then touches the receiver or the receiver’s partner 

without bouncing first, it is a point for the serving team. 
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4.7 Service faults result in the loss of serve and include the following outcomes: 

4.7.1 The server serves from the incorrect serving area. 

4.7.2 The incorrect player on the team serves the ball. 

4.7.3 The server misses the ball when trying to hit it. If the ball lands on the ground without the 

server swinging at the ball, it is not a fault. 

4.7.4 The served ball touches any permanent object other than the net, the receiver, or the 

receiver’s partner before it hits the ground. 

4.7.5 The served ball touches the server or server’s partner, or anything the server or server’s 

partner is wearing or holding. 

4.7.6 The served ball lands in the non-volley zone. 

4.7.7 The served ball lands outside the service court. 

4.7.8 The served ball hits the net and lands inside the non-volley zone. 

4.7.9 The served ball hits the net and lands outside the service court. 

4.7.10 The server begins the service motion before the entire score is called. 

4.7.11 The server uses an illegal service motion. 

4.7.12 The server or his/her partner calls a time-out after the score has been called and the 

server has started the service motion. 

4.7.13 The serving team asks the referee to confirm the correct server and/or the team’s score 

after the score has been called and the server has started the service motion. 

4.8 Receiver faults result in a point to the serving team and include the following situations: 

4.8.1 The incorrect player returns the serve in Doubles matches. 

4.8.2 The receiver or the receiver’s partner is touched by or interferes with the flight of the ball 

before it bounces. 

4.8.3 The receiver or the receivers partner calls a time-out after the score has been called and 

the server has started the service motion. 

4.8.4 The receiver signals “not ready” after the score has been called. 

 

5. Playing the Ball 

5.1 Each team must play their first shot of the rally off the bounce. 

5.1.1 The receiving team must let the serve bounce and then the serving team must let the 

return of the serve bounce before playing it. After those first two bounces, the ball can be 

played off the bounce or directly out of the air. 

5.2 A player may not step on or over the no volley line after hitting a volley. Doing this 

causes their team to lose the point. 

5.2.1 A player may jump across the no volley line after hitting a volley if they don’t touch any 

part of the no volley zone line while hitting the ball. 

5.3 The ball may only bounce once on a team’s side. Multiple bounces results in the loss of 

the point. 

5.4 Except the serve, any ball in play that lands in the court or touches any court line is in. 

5.4.1 A served ball that clears the non-volley zone and lands in the correct service court or on 

any correct service court line is in. 

5.4.2 A ball contacting the playing surface outside of the baseline or sideline, even though the 

edge of the ball overlaps the line, is considered out of bounds. 

5.5 Balls can be hit twice, but this must occur during an unintentional, continuous, single-direction 

stroke. 

5.6 A paddle may be switched from hand to hand at any time. Two-handed shots are allowed. 



 

5.7 After striking the ball, a player or anything the player is/was wearing or carrying may cross the 

plane of the net or the imaginary extension line of the net beyond the posts but may not touch 

any part of the net system or the opponent’s court. 

5.7.1 If the ball bounces into a player’s non-volley zone with enough backspin as to cause it to 

return over the net, the player may reach over or around the net to hit the ball but may 

not touch the net system or the opponent’s court. If the player does not touch the ball, 

the team that last struck the ball wins the rally. 

5.8 A fault is any action that stops play because of a rule violation. A fault will be declared for the 

following: 

5.8.1 If the serve or service return does not bounce before striking the ball (Two-Bounce 

Rule). 

5.8.2 Hitting the ball into the net on the serve or any return. 

5.8.3 Hitting the ball under the net or between the net and the net post.  

5.8.4 Hitting the ball out of bounds. 

5.8.5 Failure to hit the ball before it bounces twice on the receiving player’s court. 

5.8.6 Violation of any service rule. 

5.8.7 A player, a player’s apparel, or a player’s paddle touches the net system or the net posts 

when the ball is in play. 

5.8.8 The ball in play strikes a player or anything the player is wearing or carrying, except the 

paddle or the player’s paddle hand below the wrist. If the player is in the process of 

changing hands with both hands on the paddle, or is attempting a two-handed stroke 

and either hand is hit below the wrist, then the ball is still in play. 

5.8.9 A live ball that is stopped by a player before it becomes dead. 

5.8.10 A ball in play strikes any permanent object before bouncing on the court. 

5.8.11 If the ball in play hits a permanent object after it has bounced on the court, the player 

who hit the ball wins the rally. 

5.8.12 Violation of the non-volley-zone rules. 

5.8.13 Violation of the other rules. 

5.8.14 The serve is made by bouncing the ball before hitting it. 

5.8.15 Once the ball is in play, a player hits the ball before it passes the plane of the net. 

5.8.16 The player deliberately carries or catches the ball in play on the paddle. 

5.8.17 The player deliberately touches the ball with the paddle more than once (double hit). 

5.9 A dead ball is declared after any action that stops play. 

5.9.1 A ball is declared dead once it has bounced twice before being returned or has violated 

one of the fault rules. 

5.10 All volleys must be initiated outside of the non-volley zone. 

5.10.1 A fault will be declared if, in the act of volleying the ball, a player or anything contacting 

the player touches the non-volley zone. 

5.10.1.1 The act of volleying the ball includes the swing, the follow-through, and the 

momentum from the action. 

5.10.1.2 If the paddle touches the non-volley zone during the volley motion, before or 

after contacting the ball, it is a fault. 

5.10.2 It is a fault if the player’s momentum causes the player to contact anything that is 

touching the non-volley zone, including the player’s partner. 

5.10.2.1 It is a fault even if the ball is declared dead before the player contacts the non-

volley zone. 

5.10.3 A player may enter the non-volley zone at any time except when that player is volleying 

the ball. 



 

5.10.3.1 If a player has touched the non-volley zone for any reason, that player cannot 

volley a return until both feet have made contact with the playing surface 

completely outside the non-volley zone. Exception: A player may stay inside the 

non-volley zone to return a ball that has bounced. 

5.10.3.2 A player may enter the non-volley zone before or after returning any ball that 

bounces. 

 

6. Unsportsmanlike Conduct 

6.1 Unsportsmanlike conduct includes but is not limited to: foul language and arguing with 

officials or other staff. 

6.2 Unsportsmanlike conduct faults will result in a yellow card and loss of sportsmanship 

rating. 

6.3 Any player receiving two unsportsmanlike conduct faults will be ejected from the contest 

and must meet with the Assistant Director of Intramural Sports before participating in any future 

Intramural Sports activities.  

6.4 Any team receiving three unsportsmanlike conduct faults will forfeit the game and must 

meet with the Assistant Director of Intramural Sports before they will be allowed to continue 

playing Pickleball. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



 

7. Court Diagram 

 


