
 
 

Tennis 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. No steel or metal cleats are allowed to be used on the facilities (IM Fields, 

Gazebo, etc.) 

c. All participants must wear appropriate athletic attire 

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. Game Rules and Scoring 

The point progress of a game is 0(Love), 15, 30, 40, and game. When the score is tied 

40-40, the score is called deuce. The tie is broken and the game won by obtaining a 

two-point margin following a deuce score. If the server wins the first point after 

deuce it is called advantage server. If the receiver wins the first point it is called 

advantage receiver.  

III. Playoff Rounds  

Matches will consist of a 10 game pro set. A set is won by the player who first wins 

ten (10) games, provided they have at least a two game lead over the opponent(s). 

The tie-breaker will begin at a set score of 10-10 (see below).  

IV. Tie Breaker  

The five (5) out of nine (9) point tie-breaker method will be used. The player (A) 

whose turn it is to serve the next game after 10-all shall serve the first two points of 

the tie break. The server will then change every two points. If either player wins five 

points, the set is terminated. If the score is tied 4-all, the second server (B) then serves 
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point 9 from the right or left court at the option of the receiver. The set shall be 

recorded as 11-10 in games. 

V. Service 

Each server serves a complete game. The first serve of the game must be from the 

right half of the court behind the baseline. The server has two chances to send the ball 

over the net diagonally into his/her opponent’s service court. If the first ball is good, a 

second is not used. The next serve is made from the left, and so on until the game is 

completed. A double service fault (such as hitting the first ball into the net and the 

second out of bounds) causes a loss of point. The ball must land in the opponent’s 

service court before returning it. After the service, the ball may be hit before it 

bounces (volley) throughout the point. The serve is a fault if the server, (1) does not 

take the proper position before serving, (2) commits a foot fault, (3) misses the ball if 

attempting to strike it or hits it slightly with the racket, (4) fails to hit the ball into the 

correct service court, (5) hits any permanent structure with the served ball other than 

the net, strap, or band. The penalty for any one of the above is a single fault, and it is 

double fault and loss of point if such an error happens on both serves.  

VI. Foot Fault  

It is a fault on the serve for the server: (1) to change their position by walking or 

running or (2) to step on or over the back line as the ball is hit.  

VII. The Let  

The ball is considered to be a “let” when (1) a served ball touches the net, strap, or 

band, and is otherwise good; (2) because of circumstances beyond a player’s control 

or interference they are unable to play the ball; or (3) the ball is delivered before the 

receiver is ready.  

VIII. Loss of Point 

The player loses a point if; (1) he/she does not return the ball to his/her opponent’s 

court on the volley or first bounce after service, (2) The player or anything they carry 

or wear touches the net on any play, (3) he/she reaches over the net to play a ball 

unless it has bounced back over the net because of a spin or a strong wind, (4) he/she 

throws his/her racket at the ball, (5) he/she hits the ball more than once unless the 

second hit is in quick succession and easily judged to be unintentional (when in doubt 

the hit is legal), (6) he/she misses the ball or hits it out of bounds or into the net, or (7) 

he/she plays a served ball before it bounces.  

IX. Good Returns  

A ball is considered good: (1) if it lands in the court or on any line, (2) if it touches a 

net post or the net and falls into the proper court, (3) if a player reaches outside the 

net posts to play a ball and returns it successfully and (4) if the player’s racket on the 

follow-through goes over the net but does not touch it.  

X. Changing Sides  

Players should change courts at the end of odd numbered games, i.e., after the first, 

third, fifth, etc., so that each side will compete under the same sun, wind, court, and 

spectator conditions. 


