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PREFACE

ABBREVIATED RULES OF SQUASH
Amendment

This ABBREVIATED VERSION of the World Singles Squash Rules is to help playgto understand the basics.
All players should read the complete Rules. The Ralnumbers in brackets in each heading refer to the

full Rules. This amendment is effective from % April 2009.

THE RING - SEE LEAGUE RUILES FOR LEAGUE RIN YSTEM

A match is the best of 5 games.

Each game is plaved to 9 points. The plaver who s&s 9 points first wins the game except that if the
score reaches 8-all. the game continues until onéapger reaches 10 points.

Plavers may only score points on their service. Theerver. on winning a rally, scores a point and
retains the service: the receiver, on winning a r&. does not score a point but becomes the server.

THE WARM-UP (Rule 3)

Before the start of a match, the two players dowald up to 5 minutes (2%2 minutes on each sidéyssm-up”
Themselves and the ball on the match

court.

When a ball has been changed during a match, tbeifnatch has been resumed after some delay, dlgerpl
warm-up the ball to playing condition.

The ball may be warmed up by either player durimgiaterval in the match.

THE SERVICE (Rule 4)

Play commences with a service. The player to sknrsteis decided by the spin of a racket. Theraaftee server
continues serving until losing a rally, when thgpopent becomes the server and the server becomed tut".

The player who wins the preceding game servesifiirdte next game.

At the beginning of each game and when the sechemges from one player to the other, the serverseave
from either service box. After winning a rally teerver then continues serving from the alternase bo

To serve a player stands with at least part of fooé on the floor within the service box. For asee to be

good, it is served directly onto the front wall &bahe service line and below the out line so tmaits return,
unless volleyed, it reaches the floor within thekoguarter of the court opposite to the servers bo

GOOD RETURN (Rule 6)

A return is good if the ball, before it has bounteite on the floor, is returned correctly by theker onto the
front wall above the tin and below the out linethaiut first touching the floor. The ball may hietkide walls
and/or the back wall before reaching the front wall

A return is not good if it is “NOT UP” (ball struckfter bouncing more than once on the floor, or staick

correctly, or a double hit); “DOWN?” (the ball aftbeing struck, hits the floor before the front wail hits the
tin) or “OUT” (the ball hits a wall on or above tbet line).

RALLIES (Rule 8)

After a good service has been delivered the playietse ball in turn until one fails to make a go®turn.



A rally consists of a service and a number of geeidrns. A player wins a rally if the opponent $aid make a
good service or return of the ball or if, before filayer has attempted to hit the ball, it touciesopponent
(including racket or clothing) when the opponerthis non-striker.

NOTE: AT ANY TIME DURING A RALLY A PLAYER SHOULD NOT STRIKE THE BALL IF THERE IS
A DANGER OF HITTING THE OPPONENT WITH THE BALL OR RCKET. IN SUCH CASES PLAY
STOPS AND THE RALLY IS EITHER PLAYED AGAIN (“A LET) OR THE OPPONENT IS PENALISED.

HITTING AN OPPONENT WITH THE BALL (Rule 9)

If a player strikes the ball, which, before reachthe front wall, hits the opponent, or the oppdiseracket or
clothing, play stops.

If the return would have been good and the ballldidhave struck the front wall without first tounbiany
other wall, the striker wins the rally, providectstriker did not “turn”.

If the ball either had struck, or would have situgny other wall and the return would have beerdga let
is played.

If the return would not have been good, the strikses the rally.

TURNING (Rule 9)

If the striker has either followed the ball roumd,allowed it to pass around him or her - in eitbase striking
the ball to the right of the body after the balldhpassed to the left (or vice-versa) - then thikestrhas
“TURNED".

If the opponent is struck by the ball after thékstr has turned, the rally is awarded to the oppbne

If the striker, while turning, stops play for feaf striking the opponent, then a let is played.sThi the
recommended course of action in situations whepdager wants to turn but is unsure of the opporsent’
position.

FURTHER ATTEMPTS (Rule 10)

A player, after attempting to strike the ball anidsmg, may make a further attempt to return tHe ba
If a further attempt would have resulted in a gostrn, but the ball hits the opponent, a letlgs/ed.
If the return would not have been good, the stritises the rally.

INTERFERENCE (Rule 12)
When it is his or her turn to play the ball, a @ais entitled to freedom from interference by tipgonent.

To avoid interference, the opponent must try tovjgte the player with unobstructed direct accesthéoball, a
fair view of the ball, space to complete a swinghatball and freedom to play the ball directhatoy part of the
front wall.

A player, finding the opponent interfering with thkay, can accept the interference and play ostap play. It
is preferable to stop play if there is a possipibf colliding with the opponent, or of hitting hior her with
racket or ball.

When play has stopped as a result of interferdmegeneral guidelines are:

The player is entitled to a let if he or she cob#tle returned the ball and the opponent has meely e
effort to avoid the interference.

The player is not entitled to a let (i.e. loses tally) if he or she could not have returned thi, lor accepts
the interference and plays on, or the interferemag so minimal that the player's access to anklesat the
ball was not affected.

The player is entitled to a stroke (i.e. wins thly) if the opponent did not make every effortawoid the
interference, or if the player would have hit a miirg return, or if the player would have struck the
opponent with the ball going directly to the frovall.



LETS (Rule 13)

A let is an undecided rally. The rally does notrtoand the server serves again from the same box.

In addition to lets allowed as indicated in thegmraphs above, lets can be allowed in other cirtamoss. For
example, a let may be allowed if the ball in playdhes any article lying on the floor, or if theikgr refrains

from hitting the ball owing to a reasonable feampfiring the opponent.

A let must be allowed if the receiver is not reaahyl does not attempt to return the service, drefltall breaks
during play.

CONTINUITY OF PLAY (Rule 7)

Play is expected to be continuous in each game anglyer has started serving. There should beetayd
between the end of one rally and the start of the ane.

In between all games an interval of 90 secondgiimijtted.

Players are permitted to change items of clothingquipment if necessary.

BLEEDING, INJURY AND ILLNESS (Rule 16)

If an injury occurs which involves bleeding, theeddling must be stopped before the player can aantia
player is allowed a reasonable time to attendhteading wound.

If the bleeding was caused solely by the opponeti®n, the injured player wins the match.

If the bleeding recurs no further delay is allowedcept that the player can concede a game, ubm@®
second period between games to attend to the wanddtop the bleeding. If unable to stop it, theyet must
concede the match.

For an injury not involving bleeding, it must becitted whether the injury was either caused by fhfgoaent or
self inflicted or contributed to by both players.

If caused by the opponent, the injured player wlesmatch if any recovery time is needed.

If self-inflicted, the injured player is allowed rBinutes to recover and must then play on, or cdace
game using the 90 second rest period between ganmesover.

If contributed by both players, the injured plaigallowed an hour to recover.

A player who is ill must play on or can take a nastiod by conceding a game and using the 90 seicbebal

to recover. Cramps, feeling sick and breathlessfiestuding asthma) are considered illnesses. flayer
vomits on court, the opponent wins the match.

DUTIES OF PLAYERS (Rule 15)

Rule 15 provides guidelines for players. For exampb.6 states that deliberate distraction is nlmwed.
Players should read this rule in full.

Some of the 8 sub-sections deal with situesti related to matches under the control offfcials
(Referee/Marker). The use of officials is not cadem this abbreviated version.

CONDUCT ON COURT (Rule 17)
Offensive, disruptive or intimidating behavioursquash is not acceptable.
Included in this category are: audible and visitibscenities, verbal and physical abuse, dissenseabf racket,

court or ball, unnecessary physical contact, exeesacket swing, unfair warm-up, time-wastinggldiack on
court, deliberate or dangerous play or action arathking (except between games).
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NOTE

The use of the word "shall" in the rules indicatesnpulsion and the lack of any alternative. Thedvonust"
indicates a required course of action with consitiens to be taken into account if the action iscasried out.
The word "may" indicates the option of carrying outot carrying out the action.

Words or terms in italics are used with a specifaning as defined in Appendix 2.

1. THE GAME

The game of Singles Squash is played between tayem, each using a racket, with a ball and in a
court, all three of which meet WSF specificatiosse Appendix 5).

Point-a-Rally Scoring to 11

Point-a-Rally scoring to 11 points will be the offtial scoring system for all levels of
competitive squash from ' April 2009,

Rule 2 THE SCORING is therefore replaced by the fdbwing.

2. THE RIN Appendix 7 for Alternativ ri ms.)
2.1 Either plaver m [ _1h [, 0N wimn rall [ int an ins
the service: the receijver, Qn wmnmg a rally, sca@s a point and becomes th gggrver
2.2

2.3 Each game is plaved to 11 points. The plaver wheares 11 points first wins the game
except that if the score reaches 10-all. the gamertinues until one plaver leads by two
points.

2.4 Each time th

2 points”.

2.5 The Marker calls "Game ball" to indicate that the plaver who is leading requires 1 point
to win the game in proaress. or "Match ball" to indicate that the plaver who is leading

requires 1 point to win the match. This includes tk situations where it is the receiver
who requires 1 point to_win the game or match (e.q:10-6. game (or _match) ball’

followed by “hand out. 7-10. game (or match) ball”.

3. THE WARM-UP (see definition in Appendix 2)

3.1 Immediately preceding the start of play botiypts shall be allowed onto the court of play for
a period of five minutes to warm-up together.
After two and a half minutes of the warm-up, thefédRee shall call "Half time" and the
players shall change sides unless they have almady so. The Referee shall also advise the
players when the warm-up period is complete withdall of "Time".

3.2 In the warm-up both players must have equalodppities of striking the ball. A player
retaining the strike for an unreasonable time ismilag up unfairly. The Referee shall decide
when the warm-up is unfair and apply Rule 17.

3.3 Either player may warm the ball up during amgiival.

3.4 The players may warm the ball up to playingdition after any interval at the discretion of
the Referee.



THE SERVICE

4.1

4.2

4.3

4.4

4.5

4.6

Play commences with a service and the spin cdciiet decides the right to serve first.
Thereafter, the server continues to serve untihfpa rally, whereupon the opponent becomes
the server and this procedure continues througtimiimatch. At the commencement of the
second and each subsequent game the winner ofdhi@ys game serves first.

At the beginning of each game and daamhdthe server shall choose from which box to serve
and thereafter shall serve from alternate boxesewkimaining the server. However, if a rally
ends in a let, the server shall serve again frersttime box.

If the server moves to the wrong box, or eitheryptais uncertain of the correct box for
serving, the Marker shall announce the correct Bdve Referee shall rule on the correct box
if the Marker is uncertain or incorrect, or thesaidispute.

To serve, a player shall release the ball fedtimer a hand or the racket and then strike it.
Should the player make no attempt to strike itrattat release, the player shall release the
ball again for that service.

A service is good if all the conditions in Ruk4.1 - 4.4.5 are met:

4.4.1 the server has part of one foot in contatt Wie floor within the service box without
any part of that foot touching the service box I{part of that foot may project over
this line if it does not touch the line) at the déirf striking the ball;

4.4.2 the server, after releasing the ball for iser\strikes itcorrectlyon the first or further
attempt before the ball falls to the floor, touctesvall, or touches anything the
server wears;

4.4.3 the server strikes the ball directly onto ftent wall between the service and out
lines;

4.4.4 unless volleyed by the receiver, the firstrme of the ball on the floor is in the
quarter court opposite the server's box withouthding the short or half court lines;

4.45 the server does not serve the ball out.

A service which does not meet the requiremehiRules 4.4.1 - 4.4.5 is not good and the
Marker shall make the appropriate call.
The calls are: “foot-fault” for Rule 4.4.1
“not up” for Rule 4.4.2
“fault” for Rule 4.4.3 if the ball strikes a sidealifirst or the front wall on
or below the service line but above the board
“down” for Rule 4.4.3 if the ball strikes on or bel the board or on the
floor
“fault” for Rule 4.4.4
“out” for Rule 4.4.5
A service in which the ball is considered to hatick the front wall and a side wall
simultaneously is not good and is called “fault”.

The server must not serve until the Markerdwmapleted calling the score. The Marker must
call the score without delay. If the server sereesattempts to serve prior to the Marker
completing the calling of the score, the Refereals$top play and require the server to wait
until the Marker has completed calling the score.

THE PLAY

After the server delivers a good service, the ptayeturn the ball alternately until one fails taka a
good return, the ball otherwise ceases to be i iplaccordance with the rules, a player appealth®
Marker or Referee makes a call.



6. GOOD RETURN
A return is good if all the conditions in Rules 6.8.3 are met.
6.1 The striker returns the balbrrectlybefore it has bounced twice on the floor.
6.2 The ball strikes the front wall above the boagither directly or via side wall(s) and/or the
back wall, without first touching the floor or amart of the striker's body or apparel, or the

opponent's racket, body or apparel.

6.3 The ball is nobut or down.

7. CONTINUITY OF PLAY
After the server delivers the first service, plaglbe continuous so far as is practical. However,

7.1 at any time the Referee may suspend play owingatblight or other circumstances begon
the control of the players and officials, for symriod as the Referee shall decidibe scor
shall stand. If another court is available anddhginal court remains unsuitable for playe th
Referee may transfer the match to it.

7.2 There shall be a 90 second interval between theoetite warm-up and the mamencement
the first game and between all games. Players sayel the court during these intervald bu
must be ready to play prior to the expiry of thes@@ond interval.

By mutual consent of the players, play may commemagsume prior to the expiry of ti9@
second interval.

(G 7.3 If a player satisfies the Referee that a changegafpment, clothing or footwear is necessary
the player may leave the court to effect the chaagejuickly as possible but must do s
within 90 seconds.

7.4 When 15 seconds of a permitted 90 second inteemlain the Referee shall calrifteer
seconds" to advise the players to be ready to resplay. At the end of 90 seconds th
Referee shall call "Time".

It is the responsibility of the players to be ipasition to hear the calls of "Fifteen secshd
and "Time".

Should one or both players not be ready to resuae ywhen “Time” is called, the Referee
shall apply Rule 17.

7.5 If a player is injured, ill or disabled the Refedall apply Rule 16.
(G2) 7.6 The Referee, on deciding that a player has delpi@mdunreasonably, shall apply Rule 17.

(G3) 7.7 If an object, other than a player's racket, fatisthe floor of the court while a rally is
progress the requirements are:

7.7.1 the Referee, on becoming aware of a fall¢ecpishall stop play immediately;

7.7.2 aplayer becoming aware of a fallen object stap play and appeal.

7.7.3 If the object falls from a player, that playghall lose the rally, unless Rule7E
applies or the cause is a collision with the oppbnin the latter case theefere
shall allow a let, unless the player appeals ftetdecause of interferea in whicl

case the Referee shall apply Rule 12.

7.7.4 If the object falls from a source other tlmplayer, the Referee shall allowiet
unless Rule 7.7.5 applies.

7.7.5 If the player has already made a winningrretthen the object falls to the floorath
player shall win the rally.



7.7.6 If a dropped object remains unnoticed uhgl énd of the rally, the result of the rally

shall stand.

(G3) 7.8 If a player drops a racket, the Referedl stilow the rally to continue, unless interferenc
occurred (Rule 12), the ball touched the racketl§R1B.1.1), distraction occurred (Rule
13.1.3), or the Referee applies a conduct penBitye(17).

8. WINNING A RALLY

A player wins a rally if:

8.1 the opponent fails to deliver a good service (RuB;

8.2 the opponent fails to make a good return (Rulaifless the Referee allows a let or awaxds
stroke to the opponent;

(G4) 8.3 the ball touches the opponent (including anythirggror carried), without interference, whe
the opponent is the non-striker, except as is wtiser provided for in Rules 9 and 14. |
interference occurs then the provisions of Ruleapgly. In all cases the Referee shahke
the decision;

8.4 the Referee awards a stroke to the player as prdvit in the Rules.

9. BALL HITTING THE OPPONENT AND A PLAYER TURNING

(G4) 9.1 If the striker hits the ball which, befaieaching the front wall, hits the opponent (indhgd
anything worn or carried), play shall cease. ThéeRe, in addition to considering possible
infringement of Rule 17, shall assess the balégtitory and shall:

9.1.1 award a stroke to the striker if the return woudldr been good and the ball would
have struck the front wall without first touchingyaother wall, unless Rule 9.1.2 or
9.1.3 applies;

(G4 & Gb) 9.1.2 if the striker turned, award a stroke to the opmbnenless the opponent made
deliberate movement to intercept the return, inclwhiase the Referee shallvarc
the stroke to the striker;

(G5) 9.1.3 if the striker’s return is a further attempt, all@net, provided that Rule 9.1.2 &
not apply;

9.1.4 allow a let if the ball either had struck or wotldve struck any other wall before the
front wall and the return would have been goodessiRule 9.1.5 applies;
9.1.5 if deciding the return would have been a winningime, award a stroke to the striker;
9.1.6 award a stroke to the opponent if the return wowltdhave been good.
(G5) 9.2 If the striker turns:

9.2.1 the striker may, before striking the ballt otifear of hitting the opponent with the
ball, stop and appeal. The Referee shall:

9.2.1.1 allow a let, if deciding that there waasonable fear of the ball hitting the
opponent and the striker would have been able tkeraagood return unless
Rule 9.2.3 applies or

9.2.1.2 not allow a let, if deciding that theils#r could not have made a good
return.

9.2.2. The striker may, because of interferenog ptay and appeal. The Referee shall:
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9.2.2.1 allow a let, if deciding that the strikerunable to complete an attempt to
play the ball because of interference by the oppboe

9.2.2.2 award a stroke to the striker, if deadthat the opponent did not make
every effort to avoid the interference on turniog,

9.2.2.3 not allow a let, if deciding that thelksr could not have made a good return
regardless of the interference.

9.2.3 The Referee shall not allow a let if decidthgt the act of turning was to create the
opportunity to appeal rather than an attempt tarnethe ball.
FURTHER ATTEMPTS TO HIT THE BALL

If the striker attempts to strike the ball and regsshe striker may make further attempts.

10.1 If, after being missed, the ball touches thpoment (including anything worn or carried), the
Referee shall:

10.1.1 allow a let, if deciding that the strikeubotherwise have made a good return, or

10.1.2 award a stroke to the opponent, if decidhmg the striker could not have made a
good return.

10.2  The Referee shall allow a let if any suchHertattempt is successful but results in a good
return being prevented from reaching the tfrerall by hitting the opponent, including
anything worn or carried.

10.3 The striker may, because of interference enftinther attempt, stop play and appeal. The
Referee shall:

10.3.1 allow a let, if the striker is unable to quete a further attempt to play the ball
provided a good return was possible; or

10.3.2 award a stroke to the striker, if decidihgttthe opponent did not make every effort
to avoid the interference on the further attempt; o

10.3.3 not allow a let, if deciding that the funtfatempt would not have resulted in a good
return.
APPEALS
The loser of a rally may appeal against any degcisithe Marker affecting that rally.

A player should preface any appeal under Rule 1kdying "Appeal please". Play ceases when a
player appeals. The Referee, if uncertain of thesea for an appeal, may ask the player for an
explanation.

If the Referee disallows an appeal under Rule 4 ,Marker's decision shall stand. If uncertain, the
Referee shall allow a let, except where the prowisiof Rules 11.2.1, 11.5 or 11.6 apply.

Appeals and Referee interventions in specific sibua are dealt with below (see also Rule 20.4).
11.1  Appeals on Service.

11.1.1 If the Marker makes a call of "Foot-faulfFault”, "Not up”, "Down" or "Out" to the
service, the server may appeal. If the Referee Idphibhe appeal, the Referee shall
allow a let.

11.1.2 If, after the service, the Marker nwmke call, the receiver may appeal, either
immediately or at the end of the rally. The Refeiteertain that the service was not
good, shall, without waiting for an appeal, stomypland award a stroke to the
opponent. In response to an appeal the Refereke shal



12.

(G6)

(G7)

11.1.2.1 if certain the service was good, awartiaks to the server.

11.1.2.2 if uncertain, allow a let.

11.2  Appeals on Play other than Service.

11.2.1 A player may appeal if the Marker calls "Nipt', "Down" or "Out" following that
player's return. The Referee, if upholding thppeal or uncertain whether the
Marker’s call was correct, shall:
11.2.1.1 allow a let, unless Rule 11.2.1.2 or 11Xapply;
11.2.1.2 award a stroke to the player, if the Meskeall interrupted that player's

winning return;
11.2.1.3 award a stroke to the opponent, if thekiglégs call has interrupted or
prevented a winning return by the opponent.

11.2.2 If the Marker fails to call "Not up", "Dowrdr "Out" following a player's return, the
opponent may appeal either immediately or at thé @nthe rally. The Referee, if
certain that the return was not good, shall, witheaiting for an appeal, stop play
and award a stroke to the opponent. In responae &ppeal the Referee shall:
11.2.2.1 if deciding the return was good, awartt@ks to the player;
11.2.2.2 if uncertain, allow a let.

11.3  After the delivery of a service neither playeay appeal for anything which occurred before
that service, except as Rule 14.3 provides.

11.4 When the loser makes more than one appeaknung a rally, the Referee shall consider
each appeal.

11.5 If a player appeals the Marker's call of "Fdalt", "Fault", "Not up”, "Down" or "Out" to a
service but that same service subsequently islglaafault, not up, down or out, the Referee
shall rule only on the subsequent occurrence.

11.6 If a player appeals the Marker's call of "Npt, "Down" or "Out" to a return but that same
return subsequently is clearly down or out, theeRef shall rule only on the subsequent
occurrence.

INTERFERENCE

12.1  The player whose turn it is to play the ballentitled to freedom from interference by the
opponent.

12.2  To avoid interference the opponent must makeyeeffort to provide the player with:

12.2.1 unobstructed direct access to the ball afi@mpletion of areasonable follow-
through;

12.2.2 a fair view of the ball on its rebound from therftavall;

12.2.3 freedom to hit the ball with easonable swing;

12.2.4 freedom to play the ball directly to any part of finont wall.

12.3 Interference occurs if the opponent failsutlfilfany of the requirements of Rule 12.2, even

though the opponent makes every effort to fulfidsé requirements.
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12.4 A player’s excessive swing can contribute to irgehce for the opponent when it beceme
the latter's turn to play the ball.

12.5 A player encountering possible interference hastiwéce of continuing to play or of stoppi
and appealing to the Referee.

(G8) 12.5.1 A player seeking a let or a stroke shoufzteapby saying “Let please”.
(G9, G10) 12.5.2 Only the player whose turn itoigptay the ball may appeal. The player must appeal
either immediately the interference occurs when clearly not continuing play

beyond the point of interference, without unduegel

12.6  The Referee shall decide on the appeal arld air@ounce the decision with the words "No

let", "Stroke to (name of player or team)", or "Ylet' (see flowchart in Appendix 4.1). The
Referee alone makes all decisions, which are fifla¢ Referee, if uncertain of the reason for
an appeal, may ask the player for an explanation.

12.7  The Referee shall not allow a let and thegrlafhall lose the rally if the Referee decides:

(G6) 12.7.1 there was no interference or the interference wamimnimal that the player’s fair
view of the ball and freedom to get to and playtia# were not affected;

(G6) 12.7.2 interference occurred but either the player wowtihave made a good return or the
player has not made every effort to get to and thayball;

12.7.3 the player moved past the point of interference@aged on;
(G11) 12.7.4 the player created the interference in moving &oltéll.
12.8 The Referee shall award a stroke to the pléyer

12.8.1 there was interference, which the oppon&hnhdt make every effort to avoid, and
the player would have made a good return;

(G7) 12.8.2 there was interference, which the oppbrmade every effort to avoid, but th
opponent’s position prevented the playeessonable swingnd the player wodl
have been able to make a good return;

(G7) 12.8.3 there was interference, which the opponeenevery effort to avoid, and the player
would have made a winning return;

12.8.4 the player refrained from hitting the baHlieh, if hit, would clearly have struckeh
opponent going directly to the front wall; or tside wall but in the latter case wdu
have been a winning return (unless in either casertg or further attempt applies).

12.9 The Referee shall allow a let if there was intenfi@e, which the opponent made eveffprt
to avoid, and the player would have made a goadmret

12.10 The Referee shall not award a stroke to a player gduses interference with an essige
swing.

12.11 The Referee may allow a let under Rule 12.9 or dveastroke under Rule 12.8 without an
appeal, if necessary stopping play to do so.

12.12 The Referee may also apply Rule 17 when interfereuzurs. The Referee shall, stopping
play if it has not already stopped, apply an appad@ penalty if:

(G12) 12.12.1 the player made significant or delibepdtgsical contact with the opponent;

12.12.2 the player endangered the opponent witkaessive swing.
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14.
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LETS

In addition to lets allowed under other rules, Referee may or shall allow lets in certain othesesa
A player should request a let by saying "Let plea3ée Referee, if uncertain of the reason for an
appeal, may ask the player for an explanation.

13.1  The Referee may allow a let if:

13.1.1 the ball in play touches any article lyimgtbe floor (see Rule 15.3);

13.1.2 the striker refrains from hitting thalllonto any of the walls including the back wall
owing to a reasonable fear of injuring the opponent

13.1.3 the Referee determines that an occurrence off the court distracted either player.
A player appealing for distraction must do so immately the distraction occurs.
Notwithstanding the above the Referee may awartofesto a player who has been
distracted if that player could have played a wigrnieturn but for the distraction;

13.1.4 the Referee determines that a change int conditions affected the result of the
rally.

13.2  The Referee shall allow a let if:

13.2.1 the receiver is not ready and does not gttémreturn the service;

13.2.2 the ball breaks during play;

13.2.3 the Referee is unable to decide an appeal,

13.2.4 a player makes an otherwise good returreitiuer the ball lodges in any part of the
playing surface of the court, preventing it frormuboing more than once on the floor,
or the ball goes out after its first bounce.

13.3 If the striker appeals for a let under Ruldd 1l to 13.1.4, the Referee shall allow a let ahly
the striker can make a good return. For a nonestrdppeal under Rules 13.1.1, 13.1.3 and

13.1.4 this is not a requirement.

13.4 If the striker attempts to play the ball, RReferee may still allow a let under Rules 13.1.1,

13.1.3,13.1.4 and 13.2.2.

13.5  The appeals requirements of Rule 13 are:

13.5.1 a player's appeal is necessary for the Reféo allow a let under Rules 13.1.2
(striker only), 13.1.3, 13.2.1 (receiver only) &®i2.3;

13.5.2 a player’'s appeal or Referee interventicdhavuit appeal is applicable to Rules 13.1.1,
13.1.4,13.2.2 and 13.2.4.

THE BALL
14.1 At any time, when the ball is not in actual plaigher player or the Referee may examihe

ball. The Referee may substitute another ball byuadiconsent of the players, or on appeal b

either player.

14.2  If a ball breaks during play, the Referee, aftarftming it is broken, shall replace it prquhy
with another ball.
14.3  If the ball breaks during play without being notlcguring the rally, the Referee shall allew

let for the rally in which the ball broke, if therser appeals prior to the next service or & th
receiver appeals prior to attempting to return Heavice.

14.3.1 If the receiver appeals prior to attemptingeturn service and the Referee decides
the ball broke during that service, the Referedl silaw a let for that rally only, but
if uncertain shall allow a let for the previouslyal



14.4

145

14.6

14.7

The provisions of Rule 14.3 do not apply te fimal rally of a game. In that case a player
must appeal immediately after the rally.

If a player stops during a rally to appeat tha ball is broken, only to find subsequentlyttha
the ball is not broken, then that player shall Itreerally.

The ball shall remain within the court attales, unless the Referee permits its removal.

When the Referee has substituted anotheobathen the players resume a match after some
delay, the Referee shall allow the players to whrenball to playing condition. Play shall then
resume on the direction of the Referee, or by mutoasent of the players, whichever is
earlier.

15. DUTIES OF THE PLAYERS

151

15.2

15.3

15.4

155

15.6

15.7

15.8

The players must observe all the Rules andivé of the game. Failure to do so could bring
the game into disrepute and Rule 17 may be applied.

Players must be ready to commence play atrtheunced starting time of the match.
Players are not permitted to place withinciert any object(s), clothing or equipment.

Players are not permitted to leave the couring a game without the permission of the
Referee. If they do the Referee may apply Rule 17.

Players are not permitted to request a chahlytarker or Referee.

A player must not deliberately distract theament. If this occurs the Referee shall apply
Rule 17.

Players should preface appeals by saying pledise” or “Appeal please” according to the
circumstances. Pointing with the finger or rackeher gestures, raised eyebrows or other eye
activity are not universally recognised methodambeal.

Players must comply with any additionedmpetition regulations (e.g. the clothing
requirements of the tournament), as well as thoséained in the Rules.

(G14) 16. BLEEDING, ILLNESS, DISABILITY AND INJURY (see flowchart in Appendix 4.2)

16.1

Bleeding: The Referee shall immediately sttgy pvhen any player has visible bleeding, an
open wound or blood-stained clothing. Before allmyviplay to continue the Referee shall

require that the bleeding be stopped, the wouncereok and any blood-stained clothing

changed, allowing such time as is reasonable acéssary and is available on the tournament
schedule.

If the bleeding was caused solely by the opportéet,Referee shall immediately award the
match to the player.

16.1.1 Recurrence of bleeding: If the bleeding rector which recovery time has already
been allowed, the Referee shall allow no furtheovery time except that the player
may concede the game in progress and use the 8Adseterval between games for
recovery. If the visible bleeding continues at #rel of this 90 second interval the
player shall concede the match. A player may omgcede one game for one 90
second interval.

If the covering of the bleeding wound falls off @& removed during the match,
thereby exposing the wound, the Referee shall denshis to be a recurrence of the
bleeding, unless all sign of bleeding has ceased.
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lliness or Disability: A player suffering itss or disability not involving bleeding has the
following options:

16.2.1

16.2.2

16.2.3

resuming play without delay;
conceding the game in progress, acceptm§Qtsecond interval, or

conceding the match.

Symptoms of tiredness, alleged illness, or disgbilbt reasonably evident to the Referee, or
recurrence of pre-existing ailments, including ifga sustained earlier in the match, shall be
dealt with under this Rule 16.2. This includes guarof any kind, actual or impending nausea
and breathlessness, including asthma. The Refaedkeisform the players of the decision and

the requirements of the rules.

Injury:

16.3.1

16.3.2

16.3.3

If a player claims that an injury has ocedrrthe Referee must be satisfied that the
injury is genuine and, if so, decide the categdrinjury, informing the players of the
decision and of the requirements of the rules. plager is only entitled to recovery
time immediately after the injury occurred.

The categories are:

16.3.1.1 self-inflicted, where the opponent did contribute to the injury;

16.3.1.2 contributed, where the opponent accadigntontributed to or accidentally
caused the injury. The Referee shall not intertivetwords "accidentally
contributed to or accidentally caused by" to inelutie situation where a
player is crowding the opponent;

16.3.1.3 opponent-inflicted, where the opponeidlg caused the injury.

If the injury involves bleeding, Rule 16Hal apply until the bleeding has stopped.
Subsequently Rule 16.3.3 applies.

If bleeding is not involved the followinges shall apply:

16.3.3.1 for a self-inflicted injury (Rule 16.31) the Referee shall allow 3 minutes
for the injured player to recover. The Refereelstell “Time” at the end
of the 3 minute period after giving a 15 second nivay. If the player
requests additional recovery time beyond 3 minutke, Referee shall
require the injured player to concede one gamegpdbe 90 second time
interval between games and then resume play oreclenthe match. If the
injured player has not returned to the court wh&me&” is called, the
Referee shall award the match to the opponent;

16.3.3.2 for a contributed injury (Rule 16.3.1tB¢ Referee shall allow one hour
for the injured player to recover and such adddlotime as the time-
schedule of the competition permits. The Referedl glall “Time” at the
end of any recovery time allowed. The injured ptayeist, by the end of
this period, resume play or concede the Imatt the injured player
resumes play, the score at the conclusion of thg irmwhich the injury
occurred shall stand,;

16.3.3.3 for an opponent-inflicted injury (Rul€.3.1.3) the Referee shall apply
Rule 17 and if the injured player requires timedoover, the Referee shall
award the match to the injured player.

If an injured player, having been granted dopleof recovery time, wishes to resume play
prior to the expiry of that time, the Referee shadirmit the opponent sufficient time to
prepare to resume play.
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(G17)

19.

(G18)

16.5

16.6
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If a player claims injury and the Referee @ matisfied that an injury has occurred, the
Referee shall require the player to resume plagoocede one game, accept the time interval
available and then either resume play or conceslentitch.

If conceding the game, the player shall regain points already scored and at the conclusion
of the 90 second interval between games shallreigszime play or concede the match.

CONDUCT ON COURT

171

17.2

17.3

If the Referee considers that a player’s behavi®disruptive, intimidating or offensive toeh
opponent, an official or a spectator, or could iy avay bring the game into disreputeg th
Referee shall penalise the player.

Offences with which the Referee shall deal undés tlle include audible andisible
obscenities, verbal and physical abuse, disseMatdker or Referee, abuse of racket, tmll
court and coaching, other than during the intehvativeen games. Other offenceglimle
significant or deliberate physical contact (Rule1P21), excessive racket swing (Rule 2.4
unfair warm-up (Rule 3.2), late back on court (Ridld), dangerous play or action (Rule
16.3.1.3) and time-wasting (Rule 7.6).

The Referee shall apply one of the following pdaalfor these and any other offences.
Warning (called a Conduct Warning).
Stroke awarded to opponent (called a Conduct Siroke
Game awarded to opponent (called a Conduct Game).
Match awarded to opponent (called a Conduct Match).

17.3.1 If the Referee stops play to give a CondlViatning, the Referee shall allow a let.

17.3.2 During a rally, if an incident occurs watiag the award of a Conduct Stroke, the
Referee shall stop play, if it has not already edaand award a stroke. Application
of the Conduct Stroke becomes the result of tHg.ral

17.3.3 If the Referee awards a Conduct Stroke raswt of an incident between rallies, the
result of the completed rally stands and the Con8troke award is additional to the
score but without further change of service box.

17.3.4 If the Referee awards a Conduct Game, tmaegshall be the one in progress or the
next game if one is not in progress. In the lattege the interval between games shall
not apply. The offending player shall retain anyng® already scored in the game
awarded.

CONTROL OF A MATCH

18.1

18.2

A Referee, assisted by a Marker, normally contlsnatch. Although the Referee yna
undertake the duties of the Marker as well, the Wf®emmends that separate officiasr
out the two roles.

The correct location for the Referee and Markeatithe centre of the back wall, as clase
that wall as possible, above the out line on theklveall and preferably with seating.

DUTIES OF A MARKER

19.1

19.2

19.3

The Marker shall call the play, followed by the smowith the server's score called firShe
Marker shall call services and returns which aregomd using the recognised calls of "Fgu
"Foot-fault”, "Not up", "Down", "Out", "Hand-out" ral "Stop" (see Appendix 3.1
appropriate and shall repeat the Referee's desision

At the end of the rally the Marker shall call thmee without delay and after the Refereses h
decided any appeals.

If the Marker makes a call, the rally shall cease.
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19.5

19.6

20.

20.1

20.2

20.3

20.4

20.5

20.6

20.7

20.8
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The Marker, if unsighted or uncertain, shall makecall.

If play ceases without the Marker having made & tladé Marker, if unsighted auncertair
shall advise the players and the Referee shall rifakeelevant decision. If also uncertatine
Referee shall allow a let.

The Marker shall keep a written record of the s@é the correct side for service.

DUTIES OF A REFEREE

The Referee shall rule on all appeals, make detdsichere the Rules call for them andlsh
decide all appeals against the Marker's calls @k & calls. The decision of the fRReee sha
be final.

The Referee must announce all decisions to theeagn the court and must make all cadls
a voice loud enough to be heard on the court atideigallery.

The Referee shall exercise control:

20.2.1 when one of the players appeals, includingppeal against any specification;

20.2.2 to ensure that all relevant rules are agm@rectly;

20.2.3 when the behaviour of any spectator, offici@nager or coach is disruptive ttwe
play or offensive to the players, officials or sgdors. The Referee shall sesp
play until the disruption has ceased and, if neagssshall require the offend
person(s) to leave the court area.

The Referee shall not intervene in the Marker'8ngabf the score unless the Refereeide:

that the Marker has called the score incorrectiythat case the Referee shall cortéet scor

and the Marker shall repeat the corrected score.

The Referee shall not intervene in the Marker'§ngabf the play unless the Referee decid

that the Marker has made an error in stopping ptagllowing play to continue, in whictas

the Referee shall immediately rule accordingly.

The Referee shall enforce all Rules relating tatim

The Referee shall keep a written record of theesaod the correct side for service.

The Referee is responsible for ensuring that coomtlitions are satisfactory for play.

The Referee may award a match to a player whosengmp is not present on court, ready to
play, within ten minutes after the announced tirhplay.
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APPENDIX 1
GUIDELINES ON RULES INTERPRETATIONS

Guideline numbers are referenced in the rules

INTRODUCTION

The over-riding principle governing the Rules ou@gh and their interpretation is to allow a faguleto each
match. This requires that the Referee implementutes fairly for both players throughout the match

The Guidelines should be read in conjunction wite Rules and have been approved by the World Squash
Federation.

G1.

G2.

G3.

CHANGE OF EQUIPMENT

In order to prevent one player from gaining an imnfast interval through a change of equipment, the
Referee, before allowing a player to leave the tctmumake the change, shall be satisfied that thase
indeed been a material deterioration of the equigme

The preference for another racket, or a differemir pf shoes where no physical deterioration is
evident, is not sufficient reason for the playechange that equipment. The player may leave the co
to effect the change as quickly as possible and dwso within 90 seconds.

If a player's glasses break or a player loses #acbtens, that player is permitted 90 secondr aft
which the player must resume play.

If a player is unable to resume play because d&f tdcalternative equipment, the Referee shall award
the match to the opponent.

TIME-WASTING

Time-wasting is an attempt by one player to gainuafair advantage over the opponent. Prolonged
discussion with the Referee and slow preparaticsetoe or receive service are examples. The Referee
shall apply Rule 17 when this occurs.

While excessive ball-bouncing prior to serviceima-wasting, it does not constitute serving thedhan
out.

Players should be aware that during the 90 secutedvils, the Referee's call of "Fifteen seconds" i
advice for them to return to court. A player whonist ready to resume play on the call of "Time" is
gaining an unfair advantage and the Referee spply&Rule 17.

FALLEN OBJECT

Rule 7.7 makes it clear that, if any object falls i thrown) to the floor of the court, play mestase.
Since an injury may occur if a player treads on abjgect of significant size or texture, the Refeoee
Marker shall halt play with the word "Stop", or thiayer(s) may stop and appeal. If the fallen abigc
unnoticed by players and Officials until the endtlud rally and the Referee judges there has been no
effect on the outcome of the rally, the resultha tally shall stand (Rule 7.7.6).

Players are responsible for retaining their equiptmas a general rule, a player who drops or thraws
piece of equipment will lose a stroke. Exceptiores equipment falling as a result of a collision whe
the Referee may allow a let or award a stroke d#ipgron whether the player has hit a winning return
If the collision results in an appeal for interfece, Rule 12 will take precedence.

If a player drops a racket without colliding withet opponent, the Referee shall allow the rally to
continue under most circumstances. It is considared the player is already at a significant
disadvantage, as the player must pick up the racketimain in the rally.

The Referee shall deal with a player’s deliberatgoping or throwing of an object to the floor okth
court under Rule 17.
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PLAYER HIT BY THE BALL INCLUDING TURNING AND FU RTHER ATTEMPT

If the ball hits the non-striker the Referee sinadlke a decision in all cases and the Marker'sicaibt
required until after the Referee has made thissitati

If the ball, coming from the front wall, hits them-striker without interference occurring, the non-
striker loses a stroke unless further attempt app{Rule 10). The definition of "Attempt" makes it

clear that even a fake swing of the racket or fainthe ball is an attempt, but racket preparation
comprising only backswing with no racket movementards the ball is not an attempt.

Rules 9 and 10 cover the various situations in Wwiie ball going to the front wall hits the nonistr.

If the ball hits the striker (without interferendbp striker loses the rally and the Marker shall ‘tNot
up", because the striker has not struck the dmallectly. The Referee need not make a decision unless
the Marker fails to make a call.

When the ball strikes either player and interfeesaccurred, the Referee shall apply Rule 12.

In deciding to play the ball on turning, a playeushensure that the return will not hit the oppanén
the player does hit the opponent with the ballraftening, the Referee shall award a stroke to the
opponent, unless the opponent made a deliberatenmav to prevent a good return reaching the front
wall, in which case the Referee shall award a sttokthe striker.

INTERFERENCE ON TURNING OR A FURTHER ATTEMPT

When a player turns or makes a further attempiay fhe ball, the opponent still has an obligation
make every effort to provide the player with freedtw sight the ball and to get to and play the ball
provided for in Rule 12. However, the act of tugior of recovering for a further attempt is often s
quick that the opponent does not have a reasomgplertunity to clear before the interference occurs
In such cases, the Referee shall allow a let. Quelg if the opponent had ample time to clear but
made no effort to do so, or deliberately moved ehgrcreating the interference, the Referee shall
award a stroke to the player.

When a player shapes to play the ball on one sidetfzen brings the racket across the body to tade t
ball on the other side, it is neither turning nakimg a further attempt and, if interference occRusle

12 applies. This position frequently occurs aftee ball has hit the side wall and the front wall
simultaneously and then rebounds into the middhefcourt.

MAKING EVERY EFFORT AND MINIMAL INTERFERENCE

The opponent must make every effort to clear thie dfter playing a return. The opponent’s route
should allow the player unobstructed direct actegbe ball, provided the player has not movedoin t
play the ball so quickly as to block the opponest&. In the latter case the Referee shall allolsta
unless the player could not have made a good ratuwhich case the Referee shall not allow a let.

However, it is equally important for the playerrtiake every effort to get to and play the ball.hi t
player does not make every effort to get to ang gha ball, that is a significant factor in the Befe's
assessment of whether or not that player could reaehed the ball and made a good return.

The Referee shall decide the degree of efforttti@mplayer should make to demonstrate "making every
effort". This does not give the player the rightaiouse the opponent physically and the Refereé shal
penalise significant or deliberate physical contaxter Rule 12 or Rule 17.

When a player appeals for a let, having encountsoecke interference, the Referee, when deciding that
the interference had no effect on that player'sitsigy of the ball and freedom to get to and plag th
ball, shall not allow a let. This is minimal interénce and includes situations in which: the oppbne
crossed the flight of the ball very early in itajactory from the front wall but still allowed thpdayer
time to sight the ball; the player brushed pastdppgonent on the way to the ball without affectihg
player’'s direct access; and the racket swing bidighe opponent, the opponent’s clothing or racket
without affecting the racket’s swing.
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However, when interference has occurred, the Refehall not refuse a let in situations in which the
player was clearly making every effort (albeit shafrphysical contact with the opponent) to geaim
play the ball and had demonstrated to the Reféealility to reach the ball.

INTERFERENCE WITH THE STRIKER'S SWING AND REASONABLE FEAR OF
HITTING THE OPPONENT

Rule 12.2.3 allows the striker “freedom to hit thedl with areasonable swirg If the striker stops play
because of the opponent not granting this freednchappeals, the Referee shall consider following
options:

1. If the opponent is too close and has preverthedstriker’s reasonable swing and is hit or
would have been hit with the racket, the Refered! slward a stroke to the striker.

2. If the striker stops play as a result of sligitket contact with the opponent, who is making
every effort to clear, the Referee shall allow & [Ehis is different from the minimal
interference described in G6. The amount of contawst be sufficient to affect the player’'s
swing, but insufficient to prevent it.

3. If the striker stops play for fear of hittingetbpponent and the opponent, though close to, does
not prevent the striker’'s reasonable swing, theeRef shall allow a let under rule 13.1.2 -
reasonable fear of injury. As long as the oppoueets not prevent a reasonable swing, a let is
the appropriate decision.

4. If the striker stops play for fear of hittingetlopponent and the opponent is well clear of the
reasonable swing, the Referee shall not allow ,aaetthe striker has judged the opponent’s
position incorrectly.

METHOD OF APPEAL

The correct method of appeal when interference we R3 instances have occurred is to say "Let
please" and for other occurrences under Rule fid say "Appeal please”.

Players sometimes use other forms of appeal inojudi raised hand or racket, especially when
communication between players and Referee is diffié\ Referee accepting any form of appeal other
than the standard "Let please” or “Appeal pleasesinbe satisfied that the player is actually making
an appeal.

TIMING OF APPEALS
The timing of an appeal on interference is impdrtan

In the case of an appeal concerning fair view aieg@dom to hit the ball directly to the front wall
(commonly known as "crossing the flight"), the Refe shall consider the situation at the time the
player could have hit the ball.

In the case of interference on backswing, the dpmeat be immediate and before the player makes
any attempt to play the ball. Any attempt to hié thall after backswing interference has occurred
indicates that the striker has accepted the immfee and thus forfeits the right of appeal.

If there is interference in the act of playing thell, which includes a reasonable backswing, hit an
reasonable follow-through, an appeal is justifietde Referee shall consider whether the opponent was
crowdingand not allowing freedom to play the ball in deogliwhether to allow a let or to award a
stroke.

If a player appeals for not being ready to reca®evice, the Referee shall allow a let, unlessdiegi
the player delayed play unnecessarily. In thelaise the Referee could apply Rule 17.
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EARLY APPEAL

If a player makes an appeal for interference beflogeresult of the opponent’s return is known, this
regarded as an early appeal. If a player makesady appeal and the opponent’s return subsequently
goesdown or ouf the Referee shall allow the result of the radlystand, the player winning the rally.

When the opponent appeals for a let for interfezebefore the player has completed a reasonable
follow through, this is also regarded as an egplyeal. In this case the opponent has no right péalp
and the Referee shall not award a let.

CREATED INTERFERENCE
At all times an opponent must allow the player winixted direct access to play the ball.

However, sometimes the situation arises in whiah apponent has caused no interference (i.e. the
opponent has clearly provided the required direcess) but the player takes an indirect route ¢o th
ball which takes the player towards, or very clasethe opponent's position. The player then apgpeal
for a let because of being "obstructed" in accedské ball.

If there is no genuine reason for this indirecttepuhe player has created the interference whemne n
otherwise existed and, if the player appeals, tbfefiee shall not allow a let. Whether the playardo
make a good return is not a consideration - in otdgemain in the rally the player must get to and
play the ball.

This is different from two situations in which aagér, in attempting to recover from a position of
disadvantage, does not have direct access to thdrbthe first situation the player is "wrong-fieal"

and anticipates the opponent hitting the ball oragy,wstarts moving that way, but having guessed
wrongly, changes direction to find the opponenthi& way. In this situation the Referee shall altbe
player a let on appeal if the recovery is suffitiem demonstrate the player would have made a good
return. In fact, if the opponent prevents the incapplayer from playing a winning return, the Refer
shall award a stroke to that player.

Secondly, if a player plays a poor return that gittee opponent a position of advantage, the Referee
shall allow the player a let only if, in taking tliéect line to the ball for the next return, thef®ee
determines that, but for the interference, thaygavould have been able to get to and play thie bal

SIGNIFICANT OR DELIBERATE PHYSICAL CONTACT

Significant or deliberate physical contact is bd#irimental to the game and potentially dangerbus.
blatant cases the Referee shall stop the rally samard the appropriate penalty. Where the player
"pushes off" the opponent and this has no sigmifiedfect on the opponent, the Referee shall atloav
rally to continue and give a warning to that plagethe end of the rally. Where there is a sigaific
effect, the Referee shall stop play and apply Rule

BROKEN BALL

When the receiver, without attempting to return $bevice, appeals that the ball is broken, the ieefe
will normally allow a let for that rally. Howeveif the Referee considers that the ball broke in the
previous rally, the Referee shall allow a let foe previous rally. This also applies if the senie@ot
good.

BLEEDING, ILLNESS, DISABILITY or INJURY

1. If a player has visible bleeding, the ée& shall require the player to leave toert
immediately. The Referee shall not permit play éeume while the bleeding is visible. The
Referee shall permit recovery time for bleedingoading to Rule 16.1. A player, unable to
stop bleeding within the total time the Refereenpits, shall either concede one game to gain
a further 90 seconds and then continue play withtagding, or concede the match.
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If a player's clothing has become blood-stainedaa®sult of the injury, the player shall
change that clothing before resuming play.

If the bleeding recurs after recovery time has kedtowed, the Referee shall allow no further
recovery time, except that the player may concédegame in progress and use the interval
between games to recover.

2. A player suffering illness or disability on codmras the option, except where blood is visible,
of completing the game in progress or of concettiag game or the match.

A player who does not wish to concede the match,who requires recovery time or who
needs to leave the court, shall concede the gafter. iaforming the Referee, the player shall
take the 90 second interval between games for ezgpthen be ready to play; or concede the
match. The player may concede only one game.

If a player vomits or otherwise makes the courtlaygble, the Referee shall award the match
to the opponent, irrespective of whether the sielyqr is able to resume play (Rule 17.). The
Referee's decision with regard to court conditisrfmal.

In the case of symptoms of tiredness, alleged iegunot reasonably evident to the Referee or
pre-existing ailments, the Referee shall not peretbvery time (except that the Referee shall
allow the player concerned the option of conceding game to take the 90 second interval
between games and then resume play). Included i dhtegory are cramps, whether
abdominal pains or muscle cramps, actual or impgndausea and breathlessness including
asthmatic conditions.

3. If a player is injured the Referee, after canfirg that the injury is genuine, shall advise the
players of the requirements of the Rules, infore players of the category of the injury and
shall ascertain the player's intentions regardingsamption of play.

When a player suffers a self-inflicted injury, ia injury which clearly does not involve the
opponent as described in Rule 16.3.1.1, the Refgrek allow the recovery time permitted in
Rule 16.3.3.1. Such an injury could be the resuét blow, especially to the face or head, as a
result of the player colliding with the walls oofir, or a possible muscle tear or sprained joint
causing the player to stop suddenly.

It is the responsibility of the injured player te lback at the court when the Referee calls
"Time", either to resume play, or to request areesion of recovery time, if required, in the

case of an injury which is still bleeding. If thiper is not present when "Time" is called the
Referee shall award the match to the opponent.

The player shall make the decision to resume plag. Referee's role is to decide whether an
injury exists, to apply and monitor time-intervadsid to apply the Rules when the total
allocated recovery time has elapsed.
COACHING
Coaching of players is permitted only during theeimal between games. Coaching does not include
brief comments of encouragement between ralliesdlearly have no effect on the continuity of play.
The Referee shall decide whether comments are pgibte encouragement or improper coaching.

The use of external communication aids is prohibite

The Referee may penalise coaching in any form duplay by applying Rule 17 to the player being
coached.
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PROGRESSION OF PENALTIES

The penalties available to the Referee under Ruleré:

Warning (called a Conduct Warning).

Stroke awarded to opponent (called a Conduct Siroke
Game awarded to opponent (called a Conduct Game).
Match awarded to opponent (called a Conduct Match).

The guidelines for applying the penalties are #evi:

When the Referee imposes the first penalty for diquéar offence, it should be a warning, stroke,
game or match depending on the seriousness offtéiece. However, any subsequent penalty for the
same type of offence for the same player shouldbeoless severe than the previous penalty for that
offence. Thus the Referee may award more than @maing or stroke for the same type of offence if
the Referee decides that the offence does not mtaaraore severe penalty.

When issuing penalties the Referee shall use tleniong terminology:

Conduct warning (player or team's name) for  (Qf#n

Conduct stroke  (player or team's name) for  (Offgrateoke to (opponent or opposing team's name).
Conductgame  (player or team's name) for  (Offerga)e to (opponent or opposing team's name).
Conduct match (player or team's name) for  (Offence), match tgément or opposing team's name).

The Marker shall repeat only that part of the Redér decision that affects the score.

SINGLE OFFICIAL

If it is not possible to have two Officials for aatnh, a single Official acts as Marker and RefeTdm
Official calls the play and the score as Marker answers appeals as Referee.

When there is a single Official, the decisions wahtbe Referee normally makes directly - such as
when the ball strikes a player or answering appeatier Rule 12 - present no problems. However,
there are limitations in the appeals process mtlédethe Marker's decisions. Specifically a Marker
making an affirmative call (e.g. "Out") is unlikelgs Referee, to reverse that decision on appesnl. O
the other hand, in the event of the Marker's falto call (e.g. a suspected service fault) an dppag

be worthwhile because the Referee's response haither "Good" or "Uncertain”. In the latter case
the Referee shall allow a let.

MARKER'S GUIDELINES

The Marker shall call services and returns thatnategood as soon as they occur using the apptepria
call, thereby stopping the rally

The correct order of calls is:

1. Anything affecting the score.
2. The score with the server's score always cfilisid
3. Comments on the score:

Examples are:
"Not up, hand-out, 4-3."
"Down, 10-all. player must win by two points"
"Out, 10-all. pl [ must win fw ints"
"Yes let, 3-4."
"No let, hand-out, 5-7."
"Stroke to Jonesl0-2, match ball."
"Foot fault, hand-outl-0."
"Fault" (appeal by server, Referee uncertain). "M&sL0-3, game ball."

Match introduction:
"Smith serving, Jones receiving, best of 5 ganm&-hll."
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End of a game:
"11-7, game to Smith. Smith leads one game to love."
"12-10 game to Smith. Smith leads two games to love."
"11-3, game to Jones. Smith leads two games to one."
" 11-4, game to Jones, two games all."
"12-10 match to Smithl1-7. 12-10, 3-11.4-11, 12-10

Start of subsequent game:
"Smith leads one game to love, love-all."
" Smith leads two games to one, Jones to serve, afbve-
"Two games all, Smith to serve, love-all."

After award of Conduct penalty:
"Stroke to Smith, 7-2".
"11-7, game to Jones, two games all".

REFEREE’S GUIDELINES

Addressing the players:  Officials should use thayel’'s surname/family name, rather than the given
name, when addressing players. This phies any appearance of
familiarity that players or spectators could intetpas favouritism.

Explanations: Following an appeal by a player, Referee normally gives the decision
and play resumes. However, on some occasions, \it beaappropriate to
explain the decision to the players. In those cdlsesReferee may give a
concise explanation following the decision. It &lgdful to the players if the
Referee uses the terminology of the appropriate mihen explaining a
decision.
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APPENDIX 2

DEFINITIONS

A player's request for the Refereentake a ruling. "Appeal” is used in two
contexts:-

1) To request the Referee to allow a let, or aveastioke;

2) To request the Referee to review the Markertssam.

The correct form of appeal by a player is "Appdabpe" or "Let please".

The movement of the racket from a backswingition towards the ball.

The lowest horizontal marking on the frontliwevith the tin beneath it covering the
full width of the court.

A square area in each quarter coauned by part of the short line, part of the side
wall and by two other lines and from within whidtetserver serves.

A championship tournament, league tveottompetitive match.

The ball being hit by the racket, heldtie hand, not more than once and without
prolonged contact on the racket.

The situation of an opponent standing those to the striker and not allowing
freedom to play the ball.

The term used to indicate that an otherwisedgeervice or return has struck the
floor before reaching the front wall, or has strdic& board or tin before striking the
floor. ("Down" is also a Marker's call).

Part of a match, commencing with a service emcluding when one player’s score
reaches nine or ten points in accordance withulesr

The state of the score whenplaver requires one point to win the game in progress.
("Game ball" is also used as a Marker's call).

A line on the floor parallel to the side walls, iivng that part of the court between
the short line and the back wall into two equaltpand meeting the short line at its
midpoint to form the "T".

The midpoint of the warm-up ("Half tima$ also used as a Referee's call).
The period from the time a player becomes eemntil becoming receiver.

Condition when a change of server occutklafd-out”" is also used as a Marker's
call to indicate that a change of server has oediyrr

A time-period prescribed by the Rules fodelay in play.

An undecided rally. If the Referee allows g le¢ither player wins a stroke for that
rally and the server shall serve again from theeshax.

The complete contest between two players, mencing with the warm-up and
concluding at the end of the final rally.

The state of the score whem plaver requires one point to win the match. ("Match
ball" is also used as a Marker's call).

The expression used to indicate that a pldigk not strike the ball in accordance
with the Rules. "Not up" applies when either thayer did not strike the ball
correctly, or the ball bounced more than once on the fledode the striker hits it, or
the ball touched the striker or anything worn orrieal other than the racket, or the
server made one or more attempts to strike thebhdlfailed to do so. ("Not up" is
also a Marker's call).



OFFICIALS

ouT

OUT LINE

POINT
QUARTER
COURT

RALLY

RELEASE

REASONABLE
BACKSWING

REASONABLE
FOLLOW-
THROUGH

REASONABLE
SWING

SERVICE

SERVICE LINE

SHAPING
SHORT LINE

SPECIFIED

STRIKER

21

The Marker and the Referee.

The term used to indicate that the ball hasc&teither the out line, or a wall above
the out line, or the ceiling, or any fitting attachto the ceiling and/or the wall above
the out line or the ball has passed through atinditattached to the ceiling and/or
the wall above the out line. In addition, on couktsich are not fully enclosed, the
ball has passed over the out line and out of thetagithout touching any wall or, if
no out line is provided, passed over any wall antdad the court. ("Out" is also a
Marker's call).

A continuous line comprising the front wihe, both side wall lines and the back
wall line and marking the top boundaries of thertou

Note: When a court is constructed without suchna,li.e. the walls comprise only

the area used for play, or without part of sucine (e.g. a glass back wall) and the
ball in play strikes part of the horizontal topfage of such a wall and deflects back
into court, the ball is out. The Marker shall make decision in the normal manner,

subject to the player’s appeal to the Referee.

A unit of the scoring system. The Marker adde point to a player's score when
that player is the server and wins a rally or isualed a stroke.

One of two equal parts of the court bounded bystiat line, the back wall and the
half court line.

A service only, or a service and any numbéreturns of the ball, ending when a
player cannot make a good return, a player apptasiMarker makes a call or the
Referee stops play.

A player’s action to drop or throw the Hatlm a hand or a racket for service.

A player's action to move the racket away from bioely to prepare for a swing
towards the ball. A backswing is reasonable ifsitniot excessive. An excessive
backswing is one in which the player's racket araxtended towards a straight arm
position and/or the racket is extended with theftshpproximately horizontal. The
Referee shall decide whether a backswing is reéd®ima excessive.

A player's action continuing the movement of thekea after it has contacted the
ball. A follow-through is reasonable if it is nokaessive. An excessive follow-
through is one in which the player's racket armetended towards a straight arm
position with the racket also extended with theftsharizontal, particularly when the

extended position is maintained for other than amemwt. An excessive follow-

through is also one in which the arm extended tdwar straight position takes a
wider arc than the continued line of flight of thall. The Referee shall decide
whether a follow-through is reasonable or excessive

This consists of a reasonable backswing, strikthatball and reasonable follow-
through.

A player’s action to put the ball into platythe commencement of a rally.

A line on the front wall between thedsd and the out line, extending the full width
of the court.

The preparation of the racket prior to makan attempt.
A line on the floor extending the fulidth of the court.

The description given to balls, etsk and courts that meet existing WSF
specifications.

The player whose turn it is to hit the kedflier it has rebounded from the front wall,
or who is in the process of hitting the ball, oravhup to the point of the return
reaching the front wall - has just hit the ball.
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An award by the Referee which results in pieyer winning the rally, thereby
scoring a point if serving or becoming the serfeeceiving.

The area below the board, covering the full tisdf the court, which should be
constructed of a material that makes a distinctimend when struck by the ball.

The action of the striker when the ball is followaund and the striker physically
turns, or the ball is allowed to pass around thi&estwho, in either case, strikes the
ball to the right of the body after the ball hasged to the left (or vice-versa).

The person given overall responsibility for all kiag and refereeing matters
throughout the tournament, including the appointn@rd replacement of Officials
to matches. (See WSF booklet “Guidelines for Toommat Referees” for a full
description.)

The time allowed, immediately preceding #tart of play, for the players to prepare
themselves on the match court and to warm thetdallaying condition.
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APPENDIX 3.1

MARKER'S CALLS

The recognised Marker's calls are defined below.

Calls made by the Marker as referred to in Rule 19 DUTIES OF A MARKER
FAULT To indicate that the service is a fault. $ades 4.4.3 and 4.4.4.
FOOT-FAULT To indicate that the service is a foatHt. See Rule 4.4.1.
NOT UP To indicate that the player did not strike ball in accordance with the Rules. (See

Definition in Appendix 2).

DOWN To indicate that an otherwise good smyvor return has struck the floor before
reaching the front wall or has struck the boartiror(See Definition in Appendix 2).

ouT To indicate that an otherwise good serviceetum has gone out. (See Definition in
Appendix 2).
HAND OUT To indicate that the server has bmeothe receiver, i.e. a change of serves ha

occurred. (See Definitions in Appendix 2).

STOP To stop play as appropriate when the Refeaeddiled to do so and other calls are not
relevant.
Calls made by the Marker as referred to in Rule 2 HETSCORING
4-3 An example of the score. The server's scoadways called first, thus in this example

the server leads by four points to three. If poits equal the wording used is "all"
(e.g. "love-all").

10-All A plaver must win by 2 points; To indicate how a ame is won after the score has
reached 10-all.

GAME BALL To indicate each time it occurs thatplaver requires one point to win the game in
progress. See Definitions "GAME BALL".

MATCH BALL To indicate each time it occurs thatplaver requires one point to win the match. See
Definitions "MATCH BALL".

Calls made by the Marker as referred to in Rule 19 DUTIES OF A MARKER
(Repeating Referee Decisions).

YES LET, LET Repeating the Referee’s decision thedlly is to be replayed.

STROKE TO Repeating the Referee’s decision to award a stKeat player or team.

(PLAYER or

TEAM NAME)

NO LET Repeating the Referee’s decision that areabjor a let is disallowed.
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APPENDIX 3.2
REFEREE'S CALLS

The recognised Referee’s calls are defined below

STOP To stop play.

TIME To indicate that a period of time prescribadlie rules has elapsed.
HALF TIME To advise players of the midpoint of th&rm-up period.

YES LET When allowing a let, following a playerispeeal for a let.

NO LET When disallowing a player's appeal for a let

STROKE TO To advise that the player or team named is beiray@ded a stroke.
(PLAYER or

TEAM)

FIFTEEN To advise the player(s) that fifteen seconds cérangtted interval remain.
SECONDS

LET To advise that a rally is to be replayed irtemstances where the wording "Yes let" is

not applicable. May be accompanied by an explanatio

CONDUCT To advise a player of an offence committed undele Rir and that the Referee is
WARNING giving a warning.

CONDUCT To advise a player of an offence committed undde R4 and that the Referee has
STROKE awarded a stroke to the opponent.

CONDUCT To advise a player of an offence committed unddeRa and that the Referee has
GAME awarded a game to the opponent.

CONDUCT To advise a player of an offence committed undde R4 and that the Referee has

MATCH awarded the match to the opponent.
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Flowchart: Referee’s line of thinking for Rule 12

INTERFERENCE
Decision Rule
Did interference occur? NO NO LET 12.7.1
YES ' '
Was the interference minimal? YES NO LET 12.7.1
NO ' |
Could the obstructed player have got to the ballraade a :NO NO LET 12.7.2
good return and was that player making every eféodosd? -
YES
Did the obstructed player move past the poinbhtgfiference i YES NO LET 12.7.3
and playon?
NO
Did the obstructed player create the interferencaovingto ;YES | NO LET ;12.7.4
the ball?
NO
Did the opponent make every effort to avoid intexfee? -NO | STROKE to | 12.8.1
player
YES
Did the interference prevent the player’s reasanabing? YES STROKE to 12.8.2
player
NO
Could the obstructed player have made a winningmét YES STROKE to 1283
player
NO
Would the obstructed player have struck the oppionith the YES STROKE to 1284
ball going directly to the front wall or if going fa sidewall player i

would it have been a winnirrgturr?

NO YES LET 12.9
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Flowchart: Referee’s decisions under

Rule 16

BLEEDING, ILLNESS, DISABILITY or INJURY.
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Incident Referee action Recovery | Decision Rule
time
Bleeding Stop play. Allow time to staunch bleedingyver| Referee Allot time 16.1
wound or change clothing. Allow play to congnudiscretion
once bleeding stopped.
Bleeding Stop play. Award game and allow 90 second intepvsbne Award game| 16.1.1
recurrence | between games. to opponent.
t
Bleeding If after 90 second interval between games bleediNgne Award 16.1.1
unstoppable | continues Referee awards the match. match to
opponent.
lliness or Require the player to play on, concede tfame, None Player 16.2
disability taking the 90 second interval between games,directly decides
concede the match
Injury Confirm injury is genuine. Decide category of injuf Decide 16.3
announcing this to players. category
Either:
Self-inflicted | Allow initial recovery time. 3 minutes| Allow time 16.3.3.1
t
If additional recovery time is required, adathat| 90 sec Award game| 16.3.3.1
game to the opponent and allow 90 second interval.
Or:
Contributed | Allow recovery time. One hour | Allot time 16.3.3.2
t
If additional time is required, consider toament| Referee Allot time 16.3.3.2
schedule. discretion
Or: Rule 17
Opponent Apply Rule 17. If player unable to continue awdnd { None penalty, 16.3.3.3
inflicted injured player the match. award match
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APPENDIX 5.1

DESCRIPTION AND DIMENSIONS OF A SINGLES COURT

DESCRIPTION
A Squash Court is a rectangular box with four waiftivalls of varying height; being the Front W&lde Walls
and Back Wall. It has a level floor and a cleagheabove the court area.

DIMENSIONS

Length of court between playing surfaces ...........cccccvveeeeiee e 9750 mm
Width of court between playing SUMaces ... 6400 mm
[T T [ - | PR 11665 mm
Height above floor to lower edge of Front Wall Ling........ccccccooovvviiiiiiiiieeiee e 4570 mm
Height above floor to lower edge of Back Wall LiN€..........ccooovviiiiiiiiiiniieee e 2130 mm
Height above floor to lower edge of Service LineFmnt Wall .............cccooiiiiiiieneen. 1780 mm
Height above floor to upper edge of Board ... 480 mm
Distance to nearest edge of Short Line from Backl Wa..............cccouiiiiiiininn s 4260 mm

Internal dimensions of Service Boxes
Width of all [ines and the BOArd ............ceeeeereiiiiiiiiiiiiee e e s e e e s e e aaaen e

Minimum clear height above the floor of the court............ccccoci e, 5640 mm

NOTES

1. The Side Walll Line is angled between the Froatl\Mine and the Back Wall Line.

2. The Service Box is a square formed by the Shing, the Side Wall and two other lines marked loa t
floor.

3. The length, width and diagonal of the courtrmeasured at a height of 2000 mm above the floor.

4, It is recommended that the Front Wall Line, Sitdall Line, Back Wall Line and Board are shaped so
as to deflect any ball that strikes them.

5. The Board shall not project from the Front Wlimore than 45 mm.

6. It is recommended that the door to the court the centre of the Back Wall.

7. The general configuration of a Squash Courtditsensions and its markings are illustrated on the
diagram.

CONSTRUCTION

A Squash Court may be constructed from a numbenaterials providing they have suitable ball rebound
characteristics and are safe for play; however W&F publishes a Squash Court Specification whattains
recommended standards. The standards mushdtefor competitive play as required by tepropriate
National Governing Body of Squash.



SQUASH COURT DIMENSIONS DIAGRAM
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APPENDIX 5.2

SPECIFICATIONS OF A STANDARD YELLOW DOT SQUASH BALL

The following specification is the standard foredlgw dot ball to be used under the Rules of Squash

NOTES

1.

Diameter (millimetres) 40.0+o0r-0.5
Weight (grams) 24.0+or-1.0
Stiffness (N/mm) @ 23 degrees C. 3.2+o0r-04
Seam Strength (N/mm) 6.0 minimum
Rebound Resilience - from 100 inches/254 centimetres

@ 23 degrees C. 12% minimum

@ 45 degrees C. 26% - 33%

The full procedure for testing balls to the abepecification is available from the WSF. The W@
arrange for testing of balls under standard proeedifi requested.

No specifications are set for faster or slowmresls of ball, which may be used by players oftgrea
lesser ability or in court conditions which are thotor colder than those used to determine thewell
dot specification. Where faster speeds of ballpaoeluced they may vary from the diameter and weight
in the above specification of a standard yellow sigpiash ball. It is recommended that balls bear a
permanent colour code or marking to indicate tepeed or category of usage. It is also recommended
that balls for beginners and improvers conform galheto the rebound resilience figures below.

Beginner Rebound resilience @ 23 degrees C nothess17%
Rebound resilience @ 45 degrees C 36% to 38%
Improver Rebound resilience @ 23 degrees C nothess 15%
Rebound resilience @ 45 degrees C 33% to 36%

Specifications for balls currently fulfilling thesequirements can be obtained from the WSF on
request

The speed of balls may also be indicated as follows

Super slow - Yellow Dot

Slow - White Dot or Green Dot
Medium - Red Dot

Fast - Blue Dot

Yellow dot balls which are used at World Chamgitips or at similar standards of play must meet th
above specifications but additional subjectiveitgswill be carried out by the WSF with playerstbé
identified standard to determine the suitabilitytbé nominated ball for Championship usage. The
slowest speed of balls intended for elite playeid @hampionship usage may if required be identified
by a double yellow dot. Such balls will be deemedthe purposes of this specification to be yellow
dot squash balls.

From 1 May 2001, yellow dot balls of a largeardeter than 40.0mm specified above, but which
otherwise meet the specification, may be authorfeedise in tournaments by the official organising
body.
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APPENDIX 5.3

DIMENSIONS OF A SQUASH RACKET

DIMENSIONS

Maximum length 686 mm

Maximum width, measured at right angles to thetshaf 215 mm

Maximum length of strings 390 mm

Maximum strung area 500 sg. cm

Minimum width of any frame or any structural memfg@easured in plane of strings) 7 mm

Maximum depth of any frame or other structural memmeasured at right angles to plane of stringsingn

Minimum radius of outside curvature of frame at gaynt 50 mm

Minimum radius of curvature of any edge of framentiver structural member 2mm

WEIGHT

Maximum weight 255 gm

CONSTRUCTION

a) The head of the racket is defined as that gaheoracket containing or surrounding the strurepa

b) Strings and string ends must be recessed willdrracket head or, in cases where such recessing i
impractical because of racket material, or desigast be protected by a securely attached bumper
strip.

C) The bumper strip must be made of a flexible mtevhich cannot crease into sharp edges following
abrasive contact with the floor or walls.

d) The bumper strip shall be of a white, colourlessinpigmented material. Where for cosmetic reason

manufacturer chooses to use a coloured bumper, step the manufacturer shall demonstrate to the
satisfaction of the WSF that this does not leawlaured deposit on the walls or floor of the court

after contact.

e) The frame of the racket shall be of a colour/@ndiaterial which will not mark the walls or floor
following an impact in normal play.

f) Strings shall be gut, nylon or a substitute miateprovided metal is not used.

o)) Only two layers of strings shall be allowed ahdse shall be alternately interlaced or bondedrevhe
they cross and the string pattern shall be genetadiform and form a single plane over the racket
head.

h) Any grommets, string spacers or other deviceglhed to any part of the racket shall be usedystie

limit or prevent wear and tear or vibration andrbasonable in size and placement for such purpose.

They shall not be attached to any part of the gériwithin the hitting area (defined as the areanéat
by overlapping strings).

i) There shall be no unstrung areas within the eadonstruction such that will allow the passage of
sphere greater than 50mm in diameter.

i) The total racket construction including the hehdll be symmetrical about the centre of the racka
line drawn vertically through the head and shaft ahen viewed face on.

K) All changes to the racket specification will bebject to a notice period of two years before cgmi
into force.

The World Squash Federation shall rule on the duestf whether any racket or prototype complieshvitie
above specifications, or is otherwise approvedatrapproved for play and will issue guidelines ssist in the
interpretation of the above.
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APPENDIX 6
PROTECTIVE EYEWEAR
The WSF recommends that all Squash playbmuld wear protective eye guards, manufactuiedan
appropriate National Standard, properly over thesest all times during play. It is the respondipilbf the

player to ensure that the quality of the productniie satisfactory for the purpose.

As at October 2000 National Standards fockiea Sport Eye Protection are published by Canadian

Standards Association, the United States ASTM, d&&tads Australia/New Zealand and British Standards
Institution.

APPENDIX 7

ALTERNATIVE RIN YSTEM

Point—a—Rally (PAR) to 15

Replace Rule 2 in the main rules with:

2.1 Either plaver may score points. The server, on wining a rally. scores a point and retains
the service: the receiver. on winning a rally. sc@s a point and becomes the server.

2.2 A match is the best of 3 or 5 games at the optia@i the organisers of the competition.

2.3 Each game is plaved to 15 points. The plaver wh@ares 15 points first wins the game
except that if the score reaches 14-all for the fit time, the receiver must choose. before
he nex rvi ntin h me either known “ 1M or to 17 (known
‘Set 3"). In the latter case the plaver who score8 more points wins the game. The
receiver must clearly indicate this choice to the Mrker., Referee and the opponent.

progress. or "Match ball" to indicate that either player requires 1 point to win the
match. This includes the situations where it is theeceiver who requires 1 point to win
the game or match (e.q. “14-6. game (or match) balfollowed by “hand out, 7-14. game
(or match) ball”.

rver Onl res — the previ ndar [i m

Replace Rule 2 in the main rules with:

2.1 Only the server scores points. The server. on wiimg a rally. scores a point: the receiver,
on winning a rally. becomes the server without a gmge of score.

2.3 The player who scores 9 points first wins the gamexcept that on the score reaching 8-
all for the first time. the receiver chooses, bef@ the next service. to continue that game
either to 9 (known as "Set 1" or to 10 (known as Set 2"). In the latter case the plaver
who scores 2 more points wins the game. The receivaust clearly indicate this choice to
the Marker. Referee and the opponent.
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APPENDIX 8.1

ALTERNATIVE OFFICIATIN YSTEM

1_THE 3-REFEREE SYSTEM

Central Referee

Every appeal must be decided by all three refereesimultaneously and independently. All
three must signal and must not look at each otherdfore doing so.

deC|S|0ns or whether it was a unanimous or a majay decision.

Note: In_the unlikely event of three different decsions (Let. No Let, Stroke), the final
The CR alone decides all other matters e.dnte-periods. plaver conduct. injury. court
— Fwhict lod | |

Plavers may not address the SRs. only the CR. Dialue must be kept to a minimum. and
decisions may not be debated.
If an electronic device is available. the Refereasve their decision through their console and

plavers cannot see the |nd|vrdual decisions of trtbree referee
If hand-signals are required. the following are tobe used:
| | | forefi D | f

Stroke = Clenched fist

No Let = Hand held out flat. palm downwards
Ball Down/ Not Up / Out = Thumb down
Up/In = Thumb up
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APPENDIX 8.2

EXPERIMENTAL RULES

The World Squash Federation may from time to tieguest or authorise its members to carry out certdes
experiments.

Tournament organisers using experimental ruled spatify at the time of entry the manner in whéaty rules,
definitions or appendices differ from those of tWSF.



