
 
 

Racquetball Rules 

 

Warning:  Your participation in this sport could result in physical injury, which could be serious 

or fatal!!  The University of North Carolina Wilmington assumes no responsibility for injuries 

and related medical expenses received during Intramural Sports activities.  Students, faculty and 

staff are reminded that Intramural participation is completely voluntary.  It is strongly 

recommended that all participants have a physical examination and secure adequate medical 

insurance prior to participation. 

 

All questions about rules/procedures not found in this document should be directed to the 

Competitive Sports staff. Staff may be contacted via email; imsports@uncw.edu, phone; 910-

962-PLAY(7529), or in person in the Student Recreation Center room 162. 

 

 

I. Requirements (Valid UNCW One Card, Athletic Attire) 

a. All participants must present a valid UNCW One Card before participating in any 

Intramural game 

b. All participants must wear appropriate athletic gear 

c. Eye guards are strongly recommended for the participant  

d. Jewelry: NO JEWELRY! Earrings, rings, watches, bracelets and necklaces may 

not be worn during intramural competition. There will be no exceptions to this 

rule. Participants will be required to remove anything deemed harmful by the IM 

staff. (This can include rubber bands, neckties, etc.) Any player wearing jewelry 

that cannot be removed quickly must leave the game and cannot return to the 

game until the next dead ball situation after the ball is returned to play.  

II. The Match  

A. A coin toss will determine first service.  

B. Objective  

To win each rally by serving or returning the ball so the opponent is unable to 

keep the ball in play. The ball must be returned before it touches the floor twice; a 

point may be scored only by the serving side.  

C. Game is won by the side first scoring 15 points with a two-point advantage.  

D. Match winner is determined by best two out of three games. The 3rd game will be an 

11-point tiebreaker.  

III. Serves  

A. Server may serve from any place within service zone and must remain there until the 

ball passes the short line.  

B. To start the game, the server drops the ball and as it rebounds hits it directly at the 

front wall.  

C. Server has two attempts to make a legal serve.  

D. Defective Serves:  
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1. Dead Ball Serves: (Reserve with no penalty).  

a. Screen Balls: Passes too close to server to obstruct view of the returning 

side.  

b. Court Hinders: Hits any part of the court that is a dead ball area.  

2. Fault Serves: (Still has one serve remaining).  

a. Short Serve: Hits in front of service line.  

b. Long Serve: Hits back wall before it hits floor.  

c. Ceiling Serve: Hits ceiling after hitting front wall.  

d. Three-Wall Serve: Hits front wall and then hits two side walls on the 

fly.  

3. Loss of Serve:  

a. Non-Front Serve: Hits ceiling, side wall, or floor before hitting front 

wall.  

b. Touched Serve: Hits server on rebound from the front wall if they are 

out of the service box.  

E. Doubles:  

1. When first server is out the first time up, the side is out. Thereafter, both 

players on each side shall serve before possession changes.  

2. On each serve the partner shall stand erect with back to the sidewall with both 

feet on the floor within the service box from the moment the server begins a 

service motion until the served ball passes the short line.  

IV. Legal Hit  

A hit will be considered legal when a player strikes the ball either before any bounce or 

after only one bounce and returns the ball to the front wall without allowing the ball to 

touch the floor again. The ball may hit either of the side walls, the back wall or the 

ceiling either on its way to the front wall or on the rebound from the front wall. Switching 

hands to hit a ball, touching the ball with any part of the body or uniform, or removing 

the wrist safety cord during a rally, results in a loss of the rally.  

V. Hinders  

A. Dead Ball (Replay Serve)  

1. If the ball hits the opponent on the way to the front wall.  

2. If opponent interferes with your ability to make a shot easily.  

B. Avoidable (Lose Rally)  

1. If ball hits you on the rebound from the front wall.  

2. Blocking or failure to move out of the path of an opponent which affects their 

ability to play the ball.  

3. Deliberate pushing, intentional distractions, or the movement or failure to move 

which does not permit the opponent to have a free, unimpeded swing.  

 

*If a situation arises during game play that is not covered in the rules, replay the serve with no 

penalty enforced. 


