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SQUASH - PRAVIDLA DVOJHRY
Definiciu slov pisanych kurzivou mdzZete najst v dodatku ¢.1
uvob

Squash sa hra vo obmedzenom priestore, ¢asto vo vysokej rychlosti. Pre riadnu hru je potrebné
dodrziavat dva zakladné principy:

Bezpecnost: Hraci musia v prvom rade dbat na bezpecnost a mali by sa vyvarovat aktivite ktora by
mohla ohrozit protihraca.

Fair play: Hrac¢i musia reSpektovat prava protihraca a hrat cestne.
1 HRA SQUASH

1.1 Squash (dvojhru) hraju na kurte dvaja hraci, ktori drzia rakety a odohravaju lopticku. Kurt,
lopticka a rakety musia spliiiat $pecifikdcie WSF (pozri dodatky 7, 8 a 9).

1.2 Kazda vymena zacina podanim a po nom sa hraci striedaju v odohravani lopticky az kym
neskond¢i vymena (viac pravidlo 6 — Hra).

1.3 Hra musi byt pokial je to mozné plynula.
2 POCITANIE
2.1 Vitaz vymeny ziskava 1 bod a nasledujicu vymenu zac¢ina podanim.

2.2 Kazdy set sa hra do 11 bodov, okrem stavu ked maju obaja hraci po 10 bodov. Vtedy set
pokracuje az kym jeden z hracov nevyhra o 2 body.

2.3 Zapas sa zvycajne hrd na 3 vitazné sety, ale mézZe sa hrat aj na 2 vitazné sety.
2.4 Alternativny spOsob pocitania je popisany v dodatku ¢.3.
3 ROZHODCOVIA

3.1 Zapas by mal byt riadeny Markerom a Rozhodcom. Obaja zapisuju skére, vratane toho ktory
hrac a z ktorej strany podava.

3.2 Pokial zapas rozhoduje 1 osoba, tato osoba plni tlohu Rozhodcu aj Markera. Hra¢ moze
podat odvolanie proti hlaseniu alebo nehlaseniu tejto osoby v tUlohe Markera k rovnake;j
osobe v Ulohe Rozhodcu.

3.3 Spravna pozicia pre osobu rozhodujucu zapas je v sede uprostred zadnej steny, ¢o najblizsie
k nej a tesne nad autovou Ciarou.

3.4 Alternativny sp6sob riadenia zapasov — Systém 3 rozhodcov je popisany v Dodatku 4.
3.5 Pri oslovovani hra¢a musi Rozhodca pouzivat hracovo priezvisko, ak je to mozné.
3.6 Marker:

3.6.1 musi uviest zapas, uviest kazdy set a ohlasit vysledok kazdého setu a zapasu (
Dodatok 2);

3.6.2 musi hlasit ,chyba“, ,dole”, ,,aut”, ,not up“ alebo ,stop”, ak to je vhodné;



SQUASH - SINGLES RULES
The definition of words in italics may be found in Appendix 1.
INTRODUCTION

Squash is played in a confined space, often at a high speed. Two principles are essential for orderly
play:

Safety: Players must always place safety first and not take any action that could endanger the
opponent.

Fair play: Players must respect the rights of the opponent and play with honesty.
1 THE GAME

1.1 Singles Squash is played in a court between two players, each holding a racket to strike the
ball. The court, ball, and racket must meet WSF specifications (see Appendices 7, 8 and 9).

1.2 Each rally starts with a serve, and the players then return the ball alternately until the rally
ends (see Rule 6: The Play).

1.3 Play must be continuous as far as is practical.
2 SCORING
2.1 The winner of a rally scores 1 point and serves to begin the next rally.

2.2 Each game is played to 11 points, except that if the score reaches 10-all, the game
continues until one player leads by 2 points.

2.3 A match is normally the best of 5 games, but may be the best of 3 games.
2.4 Alternative scoring systems are described in Appendix 3.
3 OFFICIALS

3.1 A match should normally be officiated by a Marker and a Referee, both of whom must keep
a record of the score, which player is serving, and the correct box for service.

3.2 If there is only one Official, that Official is both the Marker and the Referee. A player may
appeal any call or lack of call made by that Official as Marker to that same Official as the
Referee.

3.3 The correct position for the Officials is seated at the centre of the back wall, as close to that
wall as possible and just above the out-line.

3.4 An alternative Officiating System called the 3-Referee System is described in Appendix 4.
3.5 When addressing players, Officials must use the family name, where possible.
3.6 The Marker:

3.6.1 must announce the match, introduce each game, and announce the result of each
game and of the match (see Appendix 2);

s n u

3.6.2 must call “fault,” “down,” “out,” “not up” or “stop”, as appropriate;



3.6.3 nesmie hlasit ni¢, pokial si nie je isty, ¢i bolo podanie alebo iny Uder spravne;

3.6.4 musi hlasit na konci kazdej vymeny bez zbyto¢ného zdrZiavania skore, s tym, Ze skére
podavajuceho hraca hlasi vidy ako prvé. Ak sa meni podavajuci, hlasi pred skore
,Strata”;

3.6.5 musi zopakovat rozhodnutie rozhodcu po hracovej Ziadosti o LET a potom ohlasit
skore;

3.6.6 musi pockat na rozhodnutie rozhodcu po hra¢ovom odvolani proti Markerovmu
hlaseniu alebo nehlaseniu a potom ohlasit skore;

3.6.7 musi ohlasit ,Set Ball“, ked hraé potrebuje 1 bod k zisku setu alebo ,,Match Ball, ked’
hrac¢ potrebuje 1 bod k zisku zapasu;

3.6.8 musi ohlasit ,10-10, hra¢ musi vyhrat o 2 body“, ked' je prvykrat v zapase stav 10-10.
3.7 Rozhodca, ktorého rozhodnutie je konecné:

3.7.1 musi odloZit zapas pokial nie je kurt spbsobily k hre, alebo prerusit zapas pokial ten uz
prebieha a ak nasledne zapas pokracuje, ostava skoére, ktoré platilo v dobe
prerusenia;

3.7.2 musi udelit LET, ak pride bez zavinenia hrac¢ov k zmene podmienok na kurte, ktoré
ovplyvnia vymenu;

3.7.3 mozZe priznat zapas hracovi, ktorého protihrac nie je pripraveny k hre v ¢ase uréenom
pravidlami sutaZe;

3.7.4 musi rozhodovat vo vsetkych zaleZitostiach, vratane vsetkych Ziadosti o LET a vSetkym
odvolaniam proti hlaseniam alebo nehlaseniam Markera;

3.7.5 musi reagovat okamZite, pokial nesuhlasi s hldsenim alebo nehlasenim Markera,
pritom zastavi hru ak je to nutné;

3.7.6 musi okamZite opravit skore, pokial ho Marker ohlasi nespravne, pritom zastavi hru
ak je to nevyhnutné;

3.7.7 musi dohliadat na dodrZiavanie vsetkych pravidiel, tykajucich sa ¢asu a hlasit podla
potreby ,15 sekdnd” ,poléas” a ,¢as”;

Poznamka: je zodpovednostou hracov byt dost blizko, aby poculi tieto hlasenia.

3.7.8 musi vykonat prislusné rozhodnutie, pokial d6jde k zasiahnutiu hracéa loptickou (Vid'
Pravidlo 9 — Zasiahnutie hraca loptickou);

3.7.9 mobze udelit LET, pokial nie je schopny rozhodnut odvolanie proti hlaseniu alebo
nehlaseniu Markera;

3.7.10 musi poziadat hraca na objasnenie poZziadavky, pokial si nie je isty dovodom Ziadosti
o LET alebo odvolanie;

3.7.11 moze poskytnut vysvetlenie svojho rozhodnutia;

3.7.12 musi hlasit vietky svoje rozhodnutia dostatoc¢ne nahlas, aby ho poculi hraci, Marker
a divaci;



3.6.3 must make no call, if unsure about a serve or return;

3.6.4 must call the score without delay at the end of a rally, with the server’s score first,
preceded by “hand out” when there is a change of server;

3.6.5 must repeat the Referee’s decision after a player’s request for a let, and then call the
score;

3.6.6 must wait for the Referee’s decision after a player’s appeal against a Marker’s call or
lack of a call, and then call the score;

3.6.7 must call “Game Ball” when a player needs 1 point to win a game, or “Match Ball”
when a player needs 1 point to win the match;

3.6.8 must call “10-all: a player must win by 2 points” when the score reaches 10-all for the
first time in a match.

3.7 The Referee, whose decision is final:
3.7.1 must postpone the match if the court is not satisfactory for play; or suspend play if
the match is already in progress, and when the match resumes later, allow the score
to stand;

3.7.2 must allow a let if through no fault of either player a change of court conditions
affects a rally;

3.7.3 may award the match to a player whose opponent is not on court ready to play
within the time stated in the competition rules;

3.7.4 must rule on all matters, including all requests for a let and all appeals against a
Marker’s call or lack of a call;

3.7.5 must rule immediately if disagreeing with the Marker’s call or lack of a call, stopping
play if necessary;

3.7.6 must correct the score immediately if the Marker announces the score incorrectly,
stopping play if necessary;

3.7.7 must enforce all the Rules relating to time, announcing “15 seconds,” “Half-time” and
“Time,” as appropriate;

Note: It is the players’ responsibility to be close enough to hear these announcements.

3.7.8 must make the appropriate decision if the ball hits either player (see Rule 9: Ball
Hitting A Player);

3.7.9 may allow a let if unable to decide an appeal against a Marker’s call or lack of call;

3.7.10 must ask the player for clarification if uncertain about the reason for a request for a
let or an appeal;

3.7.11 may give an explanation for a decision;

3.7.12 must announce all decisions in a voice loud enough to be heard by the players, the
Marker and the spectators;



3.7.13 musi poutzit Pravidlo 15 (Spravanie), pokial je spravanie sa hraca neprijatelné;

3.7.14 musi prerusit hru, pokial je spravanie sa inej osoby ako hraca rusivé alebo Utocné,
kym sa toto spravanie neskonci alebo pokial tato osoba neopusti priestor kurtu.

4 ZAHRIEVANIE

4.1 Na zaciatku zapasu su hraci spolo¢ne 4 minuty na kurte aby zahriali lopticku. Po 2 minatach
si musia vymenit strany, pokial tak neurobili skor.

4.2 Pri zahrievani musia mat obidvaja hraci rovnaku prilezitost odohravat lopti¢ku. Ak sa pri
zahrievani lopti¢ky vyskytne neférové spravanie jedného z hraéov, Rozhodca musi pouzit
ustanovenia Pravidla 15 (Spravanie).

5 PODANIE
5.1 Hrac, ktory vyhra rozlosovanie rozto¢enim rakety podava ako prvy.

5.2 Na zacCiatku kazdého setu a pri kazdej zmene podavajuceho ma podavajuci volbu podania z
ktorejkolvek strany. Pokial si hrac¢ drzi podanie, tak musi striedat strany z ktorych podava.

5.3 Ak vymena konc¢i "LET", poddvajuci podava opét z tej istej strany.

5.4 Ak ide hrac¢ podavat z nespravnej strany, alebo niektori z hracov si nie je isty spravnostou
strany z ktorej ma podavat, Marker musi oznamit hracovi spravnu stranu podania.

5.5 Ak je spor ohladne spravnej strany podania, tak o spravnej strane rozhodne Rozhodca.

5.6 Potom ako Marker ohlasi skore, musia obaja hraci pokracovat v hre bez zbytoéného
zdrZiavania. Poddavajuci hra¢ nesmie podavat, kym nie je prijimajuci hrac pripraveny.

5.7 Podanie je dobré, ak:

5.7.1 podavajuci hrac pusti, alebo si nadhodi lopticku z ruky alebo rakety a odohra ju
spravne prvym alebo opakovanym pokusom predtym ako sa lopti¢ka ¢ohokolvek
dotkne; a

5.7.2 v okamihu zasiahnutia lopti¢ky ma podavajuci ¢ast jednej nohy v kontakte s podlahou
v poli podania, pricom sa ziadna Cast tejto nohy nedotyka ¢iary pola podania; a

5.7.3 lopticka je odohrand priamo na prednu stenu medzi Ciaru podania a autovu Ciaru, bez
toho aby sa loptic¢ka sucasne dotkla bocnej aj prednej steny; a

5.7.4 lopticka, pokial nie je odohrana prijimajucim hra¢om z voleja, tak prvy dopad lopticky
je v Stvrtine kurtu, ktora je oproti pofu podania hraca, bez toho, aby sa dotkla
akejkolvek ciary; a

5.7.5 lopticka nebola zahrana do autu.
5.8 Podanie, ktoré nespifia poziadavky Pravidla 5.7 je chybné a vymenu ziskava prijimajuci hrac.

Poznamka: Podanie, ktoré zasiahne podavajucu Ciaru alebo stredovu ciaru alebo akukolvek
autovu Ciaru na vrchnej ¢asti kurtu, je chybou.



3.7.13 must apply Rule 15 (Conduct) if a player’s conduct is unacceptable;

3.7.14 must suspend play if the behaviour of any person, other than a player, is disruptive
or offensive, until the behaviour has ceased, or until the offending person has left the
court area.

4 THE WARM-UP

4.1 At the start of a match the players go on court together to warm up the ball for a maximum
of 4 minutes. After 2 minutes the players must change sides, unless they have already done
so.

4.2 The players must have equal opportunities to strike the ball. A player retaining control of
the ball for an unreasonable time is warming up unfairly and Rule 15 (Conduct) must be
applied.

5 THE SERVE
5.1 The player who wins the spin of a racket serves first.

5.2 At the beginning of each game and after each change of server, the server chooses from
which service-box to serve. While retaining the serve, the server must serve from alternate
boxes.

5.3 If arally ends in a let, the server must serve again from the same box.

5.4 If the server moves to the wrong box to serve, or if either player is unsure of the correct
box, the Marker must inform the players which is the correct box.

5.5 If there is any dispute about the correct box, the Referee must rule.

5.6 After the Marker has called the score, both players must resume play without unnecessary
delay. However, the server must not serve before the receiver is ready.

5.7 A serve is good, if:

5.7.1 the server drops or throws the ball from a hand or racket and strikes it correctly on a
first or further attempt before it touches anything else; and

5.7.2 at the time the server strikes the ball, one foot is in contact with the floor inside the
service-box with no part of that foot touching any boundary of that box; and

5.7.3 the ball is struck directly to the front wall, hitting it between the service line and the
out-line, but does not hit the front and side walls at the same time; and

5.7.4 the ball, unless volleyed by the receiver, bounces for the first time in the opposite
quarter-court without touching any line; and

5.7.5 the ball is not served out.
5.8 A serve that does not comply with Rule 5.7 is a fault and the receiver wins the rally.

Note: A serve that hits the service-line, or the short-line, or the half-court line, or any line
bounding the top of the court, is a fault.



5.9 Pokial poddvajuci hrac pusti, alebo si nadhodi lopticku, ale nevykona pokus ju odohrat, nie
je to povaZované za podanie a podavajici mdze zacat znova.

5.10 Vymena sa opakuje, pokial nie je prijimajuci hrac pripraveny na prijem podania a ani
nevykonal pokus o jeho odohranie. AvSak ak je takéto podanie chybné, podavajuci straca
vymenu.

5.11 Pokial podavajuci poda z nespravnej strany a nasledne vyhra tuto vymenu, vysledok
vymeny ostdva v platnosti a hra¢ poddva z opacnej strany.

5.12 Podavajuci nesmie podavat, kym Marker neohldsi skore. Marker tak musi urobit bez
zdrZiavania. Ak hra¢ poddva pred ohldsenim skére, Rozhodca musi zastavit hru a poucit
hraca aby podaval az po ohlaseni skoére.

6 HRA

6.1 Ak je podanie dobré, hra pokracuje tak dlho pokial su udery dobré alebo pokial hrac
nepoziada o LET alebo nepoZiada o odvolanie alebo Rozhodca, ¢i Marker nezastavia hru
svojim hlasenim alebo loptic¢ka nezasiahla hraca alebo jeho oblecenie alebo raketu
nehrajuceho hraca.

6.2 Uder je dobry ak lopti¢ka:
6.2.1 je spravne odohrana, predtym ako dopadne druhykrat na podlahu; a

6.2.2 zasiahne prednu stenu nad TIN-om a pod autovou ¢iarou bud priamo alebo po odraze
od akejkolvek inej steny (stien), bez toho aby zasiahla niektorého z hracov alebo ich
oblecenie alebo raketu; a

6.2.3 odrazi sa od prednej steny, bez dotyku TIN-u; a
6.2.4 nie je odohrana do autu.
7 INTERVALY

7.1 Medzi koncom zahrievania a zaciatkom setu a tiez medzi vSetkymi setmi je povoleny
interval maximalne 90 sekund.

7.2 Hraci musia byt pripraveni pokracovat v zapase na konci kazdého intervalu, ale pokial su
pripraveni skor, hra moézZe zacat skor.

7.3 Na vymenu poskodeného oblecenia je povolenych maximalne 90 sekund. To zahfiia
okuliare, ochranu o¢i alebo vypadnutud kontaktnu SoSovku. Hra¢ musi previest vymenu o
najrychlejsie, inak musi byt pouZité Pravidlo 15 (Spravanie).

7.4 Intervaly v pripade zranenia alebo krvacania su Specifikované v Pravidle 14 (Zranenie).
7.5 Pocas vsetkych intervalov mézu hradi rozohravat lopticku.
8 BRANENIE V HRE

8.1 Po dokonceni primeraného dotiahnutia Svihu musi hrac vynaloZit maximalne Gsilie na
uvolnenie priestoru aby mal protihrac¢ v okamziku odrazu lopticky od predne;j steny:

8.1.1 korektny vyhlad na lopticku v okamziku jej odrazu od prednej steny; a

10



5.9 If the server drops or throws the ball, but makes no attempt to strike it, this is not a serve,
and the server may start again.

5.10 A let is allowed if the receiver is not ready to return the serve and does not attempt to do
so. However, if that serve is a fault, the server loses the rally.

5.11 If the server serves from the wrong service-box, and the server wins the rally, the rally
stands and the server then serves from the alternate box.

5.12 The server must not serve until the score has been called by the Marker, who must do so
without delay. In such an event, the Referee must stop play and instruct the server to wait
until the score has been called.

6 THE PLAY

6.1 If the serve is good, play continues as long as each return is good, or until a player requests
a let or makes an appeal, or one of the Officials makes a call, or the ball hits either player or
their clothing or the non-striker’s racket.

6.2 A return is good if the ball:
6.2.1 is struck correctly before it has bounced twice on the floor; and

6.2.2 without hitting either player, or their clothing or racket, hits the front wall, either
directly or after hitting any other wall(s), above the tin and below the out-line,
without having first bounced on the floor; and

6.2.3 rebounds from the front wall without touching the tin; and
6.2.4 is not out.
7 INTERVALS

7.1 A maximum of 90 seconds is permitted between the end of the warm-up and the start of
play, and between each game.

7.2 Players must be ready to resume play at the end of any interval, but play may resume
earlier if both agree.

7.3 A maximum of 90 seconds is permitted to change damaged equipment. This includes
glasses, protective eye-wear or a dislodged contact lens. The player must complete the
change as quickly as possible, or Rule 15 (Conduct) must be applied.

7.4 Intervals in the case of injury or bleeding are specified in Rule 14 (Injury).
7.5 During any interval either player may strike the ball.
8 INTERFERENCE

8.1 After completing a reasonable follow-through, a player must make every effort to clear, so
that when the ball rebounds from the front wall the opponent has:

8.1.1 a fair view of the ball on its rebound from the front wall; and

11



8.1.2 neruseny priamy pristup k lopticke; a
8.1.3 priestor zahrat lopticku primeranym Svihom; a
8.1.4 volnost zahrat lopticku na akukolvek ¢ast prednej steny.
Branenie nastane ak hra¢ neumozni superovi uplatnenie tychto vsetkych uvedenych pravidiel.

8.2 Hrac, ktory je na rade odohrat lopticku (hrajuci hrac) a ktory si mysli Ze prislo k braneniu
v hre méZe zastavit hru a poZiadat o LET, najlepsie slovami ,,LET prosim“. Tato poZiadavka
musi odzniet bez zbytoéného odkladu.

Poznamky:

- Skor ako Rozhodca prijme fubovolnu formu Ziadosti, musi byt presvedcéeny, Ze hrac skutocne
Ziada o LET.

- Ziadost o LET v sebe zahffia Ziadost o STROKE.

- Obvykle je to iba hrajuci hraé, ktory méze Ziadat o LET z dévodu branenia v hre. Ak vsak
nehrajuci hrac Ziada o LET z dévodu neumoznenia pristupu skor ako loptic¢ka zasiahne
prednu stenu, moéZe byt takato Ziadost uznand aj ked hrac este nie je hrajacim hraéom.

8.3 Pokial si Rozhodca nie je isty dovodom Ziadosti, musi poziadat hrac¢a o vysvetlenie.

8.4 Rozhodca méze udelit LET alebo STROKE bez toho aby o to niektory z hracov poziadal, méze
za tymto Ucelom zastavit hru, obzvlast z dévodov bezpecnosti.

8.5 Pokial hrajuci hrac¢ odohra lopticku a protihrac potom poziada o LET, ziska protihrac
vymenu, pokial bola lopti¢ka hrajuceho hraca ,,dole” alebo ,,aut”.

8.6 Vseobecné pravidla
Nasledujuce pravidla sa pouZiju pri vSetkych formach branenia v hre:

8.6.1 pokial neprislo k braneniu v hre, ani k odévodnenej obave zo zranenia, je udeleny
,NO LET” (Ziadost o LET je zamietnuta);

8.6.2 pokial prislo k braneniu v hre, ale hrajuci hrac¢ nebol schopny odohrat dobry uder, je
udeleny NO LET;

8.6.3 pokial hrajuci hrac pokracoval v hre aj po okamziku branenia a az potom poZziadal o
LET, je udeleny NO LET;

8.6.4 pokial prislo k braneniu v hre, ale to nebranilo hrajicemu hracovi dostat sa k lopticke
a odohrat dobry uder, jedna sa o minimalne branenie a je udeleny NO LET;

8.6.5 pokial by hrajuci hrac bol schopny odohrat dobry uder, ale protihrac¢ nevynaloZzil
maximalne usilie aby sa vyhol braneniu v hre, je udeleny STROKE hrajucemu hracovi;

8.6.6 pokial prislo k braneniu v hre, ktorému sa protihrac snazil maximalne vyhnut a hrajuci
hrac by bol schopny odohrat dobry tder, je udeleny LET;

8.6.7 pokial prislo k braneniu v hre a hrajuci hrac by bol schopny zahrat vitazny uder, je
udeleny STROKE hrajucemu hracovi.

Ako doplnenie pravidla 8.6 sa pre Specifické situacie pouziju nasledujice ustanovenia.
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8.1.2 unobstructed direct access to the ball; and
8.1.3 the space to make a reasonable swing at the ball; and
8.1.4 the freedom to strike the ball to any part of the entire front wall.

Interference occurs when the player does not provide the opponent with all of these
requirements.

8.2 A striker who believes that interference has occurred may stop and request a let, preferably
by saying “Let, please.” That request must be made without undue delay.

Notes:

- Before accepting any form of request the Referee must be satisfied that the player is actually
requesting a let.

- Arequest for a let includes a request for a stroke.

- Normally, only the striker may request a let for interference. However, if the non-striker
requests a let for lack of access before the ball has reached the front wall, that request may
be considered, even though that player is not yet the striker.

8.3 The Referee, if uncertain about the reason for a request, must ask the player for an
explanation.

8.4 The Referee may allow a let or award a stroke without a request having been made,
stopping play if necessary, especially for reasons of safety.

8.5 If the striker strikes the ball and the opponent then requests a let, but then the ball goes
down or out, the opponent wins the rally.

8.6 General
The following provisions apply to all forms of interference:
8.6.1 if there was neither interference nor reasonable fear of injury, no let is allowed;

8.6.2 if there was interference but the striker would not have been able to make a good
return, no let is allowed;

8.6.3 if the striker continued play beyond the interference and then requested a let, no let
is allowed;

8.6.4 if there was interference, but it did not prevent the striker from seeing and getting to
the ball to make a good return, this is minimal interference and no let is allowed,;

8.6.5 if the striker would have been able to make a good return but the opponent was not
making every effort to avoid the interference, a stroke is awarded to the striker;

8.6.6 if there was interference that the opponent was making every effort to avoid and the
striker would have been able to make a good return, a let is allowed;

8.6.7 if there was interference and the striker would have made a winning return, a stroke
is awarded to the striker.

In addition to Rule 8.6, the following provisions apply to specific situations.

13



8.7 Korektny vyhlad

Korektny vyhlad na lopticku znamena dostatocny ¢as na videnie lopticky a pripravu na jej
odohranie potom ako sa odrazi od prednej steny.

8.7.1 Pokial hrajuci hrac poziada o LET z dovodu neumoznenia korektného vyhladu na
lopticku, pouZiju sa ustanovenia pravidla 8.6.

8.8 Priamy pristup
Pokial hrac¢ poziada o LET z dévodu neumozZnenia priameho pristupu k lopticke, tak:

8.8.1 pokial prislo k braneniu v hre, ale hrajuci hra¢ nevynaloZil maximalne usilie k tomu
aby sa dostal k lopticke a odohral ju, je udeleny NO LET;

Poznamka:

Maximalne Usilie o to dostat sa k lopticke by nemalo zahinat kontakt s protihra¢om. Pokial
pride ku kontaktu, ktorému sa dalo predist, musi byt pouZité Pravidlo 15 (Spravanie).

8.8.2 pokial mal hrajuci hrac volny priamy pristup, ale miesto toho zvolil nepriamu cestu k
lopticke a potom poziadal o LET kvéli braneniu, je udeleny NO LET, pokial nie je
pouzité Pravidlo 8.8.3;

8.8.3 pokial bol hrajuci hra¢ oklamany a vydal sa zlym smerom (wrong footed), ale
preukdzal schopnost situdciu zachranit a odohrat dobry uder, ale bolo mu branené v
hre, je udeleny LET, s vynimkou situdcie, ked’ by hrajuci hrac zahral vitazny uder, v
tomto pripade je udeleny STROKE hrajucemu hracovi.

8.9 Svih raketou

Primerany Svih raketou sa sklada z primeraného naprahu, odohrania lopticky
a primeraného dosvihnutia. Naprah a dosvih uderu hrajuceho hraca su primerané, pokial
nie su vacsie ako je nutné.

Pokial hrajuci hrac Zziada o LET z dévodu branenia pri Svihu rakety, tak:

8.9.1 pokial je Svih ovplyvneny lahkym kontaktom s protihracom, ktory sa snazil braneniu v
hre predist, je udeleny LET, s vynimkou situdacie kedy by hrajuci hrac zahral vitazny
uder, v tom pripade je udeleny STROKE hrajucemu hracovi;

8.9.2 pokial je Svihu zabranené kontaktom s protihracom, je udeleny STROKE hrajucemu
hracovi a to i v situdcii, ked' sa protihra¢ maximalne snazil braneniu predist;

8.9.3 v pripade, Ze nedoslo k Ziadnemu skutoé¢nému kontaktu a Utocnik zadrzal Svih z
obavy, Ze zasiahne protihraca, pouziju sa ustanovenia pravidla 8.6.

8.10 Neprimerany Svih

8.10.1 Pokial hrajuci hrac¢ sposobil branenie v hre svojim neprimeranym Svihom, je udeleny
NO LET.

8.10.2 Pokial prislo k braneniu v hre, ale hrajuci hrac pouzil neprimerany svih aby ziskal
STROKE, je udeleny LET.
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8.7 Fair View

Fair View means enough time to view the ball and prepare to strike it as it returns from the
front wall.

8.7.1 If the striker requests a let for lack of fair view of the ball on its return from the front
wall, the provisions of 8.6 apply.

8.8 Direct Access
If the striker requests a let for lack of direct access to the ball, then:

8.8.1 if there was interference but the striker did not make every effort to get to and play
the ball, no let is allowed,;

Note:

Every effort to get to and play the ball should not include contact with the opponent. If any
contact that could have been avoided is made, Rule 15 (Conduct) must be applied.

8.8.2 if the striker had direct access but instead took an indirect path to the ball and then
requested a let for interference, no let is allowed, unless Rule 8.8.3 applies;

8.8.3 if the striker was wrong-footed, but showed the ability to recover and make a good
return, and then encountered interference, a let is allowed, unless the striker would
have made a winning return, in which case a stroke is awarded to the striker.

8.9 Racket Swing

A reasonable swing comprises a reasonable backswing, a strike at the ball and a reasonable
follow-through. The striker’s backswing and follow-through are reasonable as long as they
do not extend more than is necessary.

If the striker requests a let for interference to the swing, then:

8.9.1 if the swing was affected by slight contact with the opponent who was making every
effort to avoid the interference a let is allowed, unless the striker would have made a
winning return, in which case a stroke is awarded to the striker;

8.9.2 if the swing was prevented by contact with the opponent, a stroke is awarded to the
striker, even if the opponent was making every effort to avoid the interference;

8.9.3 Where there has been no actual contact and the swing has been held by the striker
for fear of hitting the opponent, the provisions of 8.6 apply.

8.10 Excessive Swing
8.10.1 If the striker caused the interference by using an excessive swing, no let is allowed.

8.10.2 If there was interference but the striker exaggerated the swing in attempting to earn
a stroke, a let is allowed.
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8.10.3 Neprimerany 3vih hrajiceho hraca méze prispiet k braneniu v hre protihracovi este
predtym ako sa stane hrajdcim hra¢om, v tomto pripade moze protihrac Ziadat o LET.

8.11 Volnost pri odohrani lopti¢ky na ktorukolvek ¢ast celej prednej steny

Pokial hrajuci hra¢ neodohra lopticku a zastavi hru z dévodu branenia v hre na prednu
stenu a poziada o LET, tak:

8.11.1 pokial prislo k braneniu v hre a loptic¢ka by zasiahla nehrajuceho hraca pri ceste na
prednu stenu, je udeleny STROKE hrajucemu hracovi, s vynimkou situacie, kedy sa
hrajlci hrac otocil alebo sa jednalo o opakovany pokus zahrat lopticku, v tychto
pripadoch je udeleny LET;

8.11.2 ak by lopticka zasiahla nehrajuceho hraca a potom bocnu stenu predtym ako by
smerovala na prednu stenu, je prideleny LET, s vynimkou situacie, ak by sa jednalo o
vitazny uder, v tom pripade je prideleny STROKE hrajucemu hracovi; alebo

8.11.3 ak by lopticka zasiahla najskor bo¢nu stenu a potom nehrajuceho hraca predtym ako
by zasiahol prednu stenu je prideleny LET s vynimkou situdcie ked' by sa jednalo o
vitazny uder, v takom pripade je priznany STROKE hrajucemu hracovi.

8.12 Opakovany pokus

Ak hrajuci hrac poziada o LET z dovodu branenia v hre pri opakovanom pokuse o odohranie
lopticky, pri ktorom by mohol zahrat dobry uder, tak:

8.12.1 pokial nehrajici hra¢ nemal ¢as braneniu predist je prideleny LET.
8.13 Otocenie

Otocenim je situacia, kedy hrajuci hra¢ odohra alebo je v pozicii odohrat lopticku na svojej
pravej strane potom, ako lopticka preleti okolo neho na lavej strane (alebo naopak) bez
ohladu na to, Ci sa fyzicky otocil.

Pokial je hrajucemu hracovi branené v hre potom ako sa otocil a mohol zahrat dobry uder,
tak:

8.13.1 pokial bolo zabranené svihu, napriek maximalnemu usiliu protihraca vyhnut sa
braneniu v hre, je udeleny STROKE hrajucemu hracovi;

8.13.2 pokial nehrajuci hra¢ nemal ¢as braneniu predist, je udeleny LET;

8.13.3 pokial hrajuci hra¢ mohol odohrat lopti¢ku bez otocenia, ale otodil sa aby ziskal
moznost poZiadat o LET, je udeleny NO LET.

8.13.4 Ak sa hrajuci hrac otoci, musi Rozhodca vidy posudit, ¢i sa jedna o nebezpecénu
situdciu a rozhodnut podfa toho.

9 ZASIAHNUTIE HRACA LOPTICKOU

9.1 Pokial lopti¢ka na ceste na prednu stenu zasiahne nehrajiceho hraca alebo jeho raketu
alebo obleéenie, hra sa musi zastavit; nasledne:

9.1.1 pokial by uder nebol dobry, nehrajuci hrac ziskava vymenu;
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8.10.3 The striker’s excessive swing can contribute to interference for the opponent when
it becomes the latter’s turn to play the ball, in which case the opponent may request
alet.

8.11 Freedom to strike the ball to any part of the entire front wall

If the striker refrains from striking the ball because of front-wall interference, and requests
a let, then:

8.11.1 if there was interference and the ball would have hit the non-striker on a direct path
to the front wall, a stroke is awarded to the striker, unless the striker had turned or
was making a further attempt, in which case a let is allowed;

8.11.2 if the ball would first have hit the non-striker and then a side wall before reaching
the front wall, a let is allowed, unless the return would have been a winning return, in
which case a stroke is awarded to the striker; or

8.11.3 if the ball would first have hit a side wall and then the non-striker before reaching
the front wall, a let is allowed unless the return would have been a winning return, in
which case a stroke is awarded to the striker.

8.12 Further Attempt

If the striker requests a let for interference while making a further attempt to strike the
ball, and could have made a good return, then:

8.12.1 if the non-striker had no time to avoid the interference, a let is allowed.

8.13 Turning

Turning is the action of the player who strikes, or is in a position to strike, the ball to the
right of the body after the ball has passed behind it to the left or vice versa, whether the
player physically turns or not.

If the striker encounters interference while turning, and could have made a good return,
then:

8.13.1 if the swing was prevented, even though the opponent was making every effort to
avoid the interference, a stroke is awarded to the striker;

8.13.2 if the non-striker had no time to avoid the interference, a let is allowed;

8.13.3 if the striker could have struck the ball without turning, but turned in order to create
an opportunity to request a let, no let is allowed.

8.13.4 When the striker turns, the Referee must always consider whether the action was
dangerous and rule accordingly.

9 BALL HITTING A PLAYER

9.1 If the ball, on its way to the front wall, hits the non-striker or the non-striker’s racket or
clothing, play must stop; then:

9.1.1 if the return would not have been good, the non-striker wins the rally;
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9.1.2 pokial uder mieril priamo na prednu stenu a jednalo sa o prvy pokus o odohranie
lopticky bez otocky, je prideleny STROKE hrajucemu hracovi;

9.1.3 pokial lopticka zasiahla, alebo by zasiahla pred prednou stenou akukolvek inu stenu a
hrajuci hrac sa pritom neotocil, je prideleny LET, s vynimkou situdcie, ked sa jedna o
vitazny uder, v takom pripade je prideleny STROKE hrajucemu hracovi;

9.1.4 pokial sa hrajuci hrac neotocil, ale zrealizoval opakovany pokus o odohranie lopticky,
je prideleny LET;

9.1.5 pokial sa hrajuci hrac otocil, je prideleny STROKE nehrajucemu hracovi, s vynimkou
situdcie, ked nehrajuci hra¢ umyselnym pohybom prerusil drahu lopticky, v takom
pripade je prideleny STROKE hrajucemu hracovi.

9.2 Ak lopticka po odraze od prednej steny zasiahne predtym ako druhykrat padne na zem
jedného z hracov, hra sa musi zastavit; nasledne:

9.2.1 pokial loptic¢ka zasiahne nehrajuceho hraca alebo jeho raketu pre tym ako sa hrajuci
hrac¢ pokusi odohrat lopticku bez toho aby prislo k braneniu v hre, vymenu ziskava
hrajuci hrac, s vynimkou situacie, ak jeho pozicia sposobila zasiahnutie nehrajuceho
hraca, v tom pripade je prideleny LET;

9.2.2 pokial lopti¢ka zasiahne nehrajuceho hraca alebo jeho raketu potom ako hrajuci hrac
spravil jeden alebo viac pokusov o odohranie lopticky, je prideleny LET za
predpokladu, Ze hrajuci hrac by bol schopny odohrat dobry uder. Ak hrajuci hrac
nebol schopny dobry tder odohrat, vymenu ziskava nehrajuci hrag;

9.2.3 pokial lopticka zasiahne hrajiceho hraca bez toho aby prislo k braneniu v hre,
vymenu ziskava nehrajuci hrac. Ak prislo k braneniu v hre, pouZije sa Pravidlo 8
(Branenie v hre).

9.3 Ak hrajuci hrac zasiahne lopti¢kou nehrajuceho hraca, Rozhodca musi posudit, ¢i sa jedna o
nebezpecnu hru a podla toho rozhodnut.

10 ODVOLANIA

10.1 Ktorykolvek z hra¢ov moze zastavit hru a odvolat sa proti nehldaseniu Markera so slovami
»0Odvolanie prosim®.

10.2 Hrac ktory prehral vymenu sa mbze odvolat proti akémukolvek hlaseniu alebo nehlaseniu
Markera slovami ,,Odvolanie prosim®.

10.3 Ak si Rozhodca nie je isty ktorého Uderu sa odvolanie tyka, musi poZiadat hraca aby mu
spresnil. Ak prislo k viac ako jednému odvolaniu, musi Rozhodca posudit kazdé z nich.

10.4 Po odohrani podania sa Ziadny z hracov nemdze odvolat vo¢i comukolvek ¢o podaniu
predchadzalo s vynimkou prasknutej lopticky.

10.5 Akékolvek odvolanie tykajlce sa poslednej vymeny hry musi byt spravené okamzite po jej
skonceni.

10.6 Ako odpoved na odvolanie proti hlaseniu alebo nehlaseniu Markera musi Rozhodca:
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9.1.2 if the return was going directly to the front wall, and if the striker was making a first
attempt without having turned, a stroke is awarded to the striker;

9.1.3 if the ball had hit or would have hit any other wall before the front wall and the
striker had not turned, a let is allowed, unless the return would have been a winning
return, in which case a stroke is awarded to the striker;

9.1.4 if the striker had not turned but was making a further attempt, a let is allowed;

9.1.5 if the striker had turned, a stroke is awarded to the non-striker, unless the non-striker
made a deliberate movement to intercept the ball, in which case, a stroke is awarded
to the striker.

9.2 If the ball, on its return from the front wall, hits a player before bouncing twice on the
floor, play must stop; then:

9.2.1 if the ball hits the non-striker or the non-striker’s racket, before the striker has made
an attempt to strike the ball and no interference has occurred, the striker wins the
rally, unless the striker’s position has caused the non-striker to be hit, in which case a
let is allowed;

9.2.2 if the ball hits the non-striker, or the non-striker’s racket, after the striker has made
one or more attempts to strike the ball, a let is allowed, providing the striker could
have made a good return. Otherwise, the non-striker wins the rally;

9.2.3 if the ball hits the striker and there is no interference, the non-striker wins the rally. If
interference has occurred, Rule 8 (Interference) applies.

9.3 If the striker hits the non-striker with the ball, the Referee must consider if the action was
dangerous and rule accordingly.

10 APPEALS

10.1 Either player may stop play during the rally and appeal against any lack of call by the
Marker by saying “Appeal, please.”

10.2 The loser of a rally may appeal against any call or lack of a call by the Marker by saying
“Appeal, please.”

10.3 If the Referee is uncertain which return is being appealed, the Referee must ask for
clarification. If there is more than one appeal, the Referee must consider each one.

10.4 After the ball has been served, neither player may appeal anything that occurred before
that serve, with the exception of a broken ball.

10.5 At the end of a game any appeal regarding the last rally must be immediate.

10.6 In response to an appeal against a Marker’s call or lack of call the Referee must:
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10.6.1 ponechat vysledok vymeny, ak hlasenie alebo nehldasenie Markera bolo spravne;
alebo

10.6.2 opakovat vymenu, ak hlasenie Markera nebolo spravne, s vynimkou situacie ked
Markerove hldsenie prerusilo vitazny uder jedného z hracov, v takom pripade
Rozhodca prizna vymenu tomuto hracovi; alebo

10.6.3 priznat vymenu druhému hracovi, ak jeden hrac zahral podanie alebo uder, ktoré
neboli dobré, ale Marker ni¢ nezahlasil; alebo

10.6.4 opakovat vymenu, ak si nie je isty ¢i bolo podanie dobré; alebo

10.6.5 opakovat vymenu, ak si nie je isty ¢i bol dobry uder, s vynimkou situacie, ked’
Markerove hlasenie prerusilo vitazny uder druhého hraca, vtom pripade Rozhodca
prizna vymenu tomuto hracovi.

10.7 Vo vsetkych pripadoch je rozhodnutie Rozhodcu konecné.

11 LOPTICKA

11.1 Ak pocas vymeny praskne lopticka, je pre danu vymenu udeleny LET.

11.2 Ak hrac zastavi hru a odvold sa, Ze je lopticka prasknuta a zisti Ze prasknuta nie je, tento
hrac¢ prehrava vymenu.

11.3 Ak sa prijimajuci hrac pred tym ako sa pokdusi odohrat prijem podania odvold, Ze je
prasknuta lopticka a zisti sa Ze tato je prasknuta, musi Rozhodca, ak si nie je isty, kedy
lopticka praskla opakovat predchadzajucu vymenu.

11.4 Hrac, ktory sa chce odvolat na konci setu, Ze lopticka je prasknutd, tak musi spravit
okamzite po jej ukoncéeni a predtym ako opusti kurt.

11.5 Lopticka musi byt vymenend, ak s touto poZiadavkou suhlasia obaja hradi alebo ak
Rozhodca suhlasi so Ziadostou jedného z hra¢ov o vymenu lopticky.

11.6 Ak bola lopticka vymenena alebo hraci pokracuju v zapase po jeho preruseni, mozu hraci
lopticku zahrievat. Hra pokracuje ak s tym obaja hraci suhlasia alebo na pokyn Rozhodcu.

11.7 Lopti¢ka musi pocCas celého zapasu ostat na kurte s vynimkou pripadu, ak Rozhodca
nepovoli inak.

11.8 Ak sa lopticka zasekne v ktorejkolvek ¢asti kurtu, je udeleny LET.
11.9 LET modze byt udeleny, ak sa lopticka dotkne akéhokolvek predmetu na kurte.

11.10 V pripade neobvyklého odskoku lopticky nie je povoleny LET.

12 VYRUSENIE

12.1 Ktorykolvek z hra¢ov moze poZiadat o LET z dovodu vyrusenia, musi tak spravit okamZite.
12.2 Pokial bolo vyrusenie spdsobené jednym z hracov tak:

12.2.1 pokial to bolo netimyselne, je prideleny LET, s vynimkou situacie, ked' prislo
k preruseniu vitazného uderu jedného z hracov, v tom pripade ziskava vymenu tento
hrac;
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10.6.1 if the Marker’s call or lack of call was correct, allow the result of the rally to stand; or

10.6.2 if the Marker’s call was incorrect, allow a let, unless the Marker’s call interrupted a
winning return by either player, in which case award the rally to that player; or

10.6.3 if the Marker made no call on a serve or return that was not good, award the rally to
the other player; or

10.6.4 if the Referee was uncertain whether the serve was good, allow a let; or

10.6.5 if the Referee was uncertain whether the return was good, allow a let, unless the
Marker’s call interrupted a winning return by the other player, in which case award
the rally to that player.

10.7 In all cases the Referee’s decision is final.

11 THE BALL
11.1 If the ball breaks during a rally, a let is allowed for that rally.

11.2 If a player stops play to appeal that the ball is broken, and it is found that the ball is not
broken, that player loses the rally.

11.3 If the receiver, before attempting to return serve, appeals that the ball is broken, and the
ball is found to be broken, the Referee, if uncertain when it broke, must allow a let for the
previous rally.

11.4 A player who wishes to appeal at the end of a game that the ball is broken must do so
immediately and before leaving the court.

11.5 The ball must be changed if both players agree or if the Referee agrees with one player’s
request.

11.6 If a ball has been replaced, or if the players resume the match after a delay, the players
may warm up the ball. Play resumes when both players agree or at the discretion of the
Referee, whichever is sooner.

11.7 The ball must remain in the court at all times, unless the Referee permits its removal.
11.8 If the ball becomes wedged in any part of the court, a let is allowed.
11.9 A let may be allowed if the ball touches any article in the court.
11.10 No let is allowed for any unusual bounce.

12 DISTRACTION
12.1 Either player may request a let because of distraction, but must do so immediately.
12.2 If the distraction was caused by one of the players, then:

12.2.1 if accidental, a let is allowed, unless a player’s winning return was interrupted, in
which case the rally is awarded to that player;
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12.2.2 pokial to bolo imyselné, musi byt pouZzité Pravidlo 15 (Spravanie).

12.3 Pokial nebolo vyrusenie zapricinené jednym z hracov, je prideleny LET, s vynimkou
situacie, ked' prislo k preruseniu vitazného uderu jedného z hracov, v tom pripade ziskava
vymenu tento hrac.

12.4 V niektorych situaciach méze prist k vyruseniu zo strany divakov. Aby bol podporeny lepsi
divacky zazitok, nemusi byt pravidlo 12.3 pouZité vidy a ak pride k ndhlemu a hlasnému
zvuku zo strany divakov, oc¢akava sa, Ze hraci budu pokracovat v hre a Rozhodca nebude
Ziadat divakov o upokojenie sa. Ak viak jeden z hracov zastavi hru a poZiada o LET z dévodu
hlasného zvuku mimo kurtu, moze byt udeleny LET z dévodu vyrusenia.

13 SPADNUTY PREDMET

13.1 Hrac, ktory pusti raketu, ju méZe vziat a pokracovat v hre, ak sa lopticka nedotkla rakety
alebo neprislo k vyruSeniu alebo Rozhodca nepouzil trest pre porusenie pravidla o spravani.

13.2 Hrajuci hraé, ktorému vypadne raketa z dévodu branenia v hre méze poZziadat o LET.

13.3 Nehrajuci hrac, ktorému spadne raketa z dévodu kontaktu s hrajucim hra¢om pri jeho
snahe dostat sa k lopti¢ke mbze poziadat o LET a bude pouZité Pravidlo 12 (Vyrusenie).

13.4 Ak pocas vymeny spadne na kurt iny predmet ako je raketa jedného z hracov, hra musi byt
zastavena, nasledne:

13.4.1 pokial predmet spadol jednému z hracov bez kontaktu s protihra¢om, vymenu
ziskava protihrac;

13.4.2 pokial predmet spadol jednému z hracov z dévodu kontaktu s protihracom, je
prideleny LET, s vynimkou situacie, ked hrajuci hrac zahral vitazny tder alebo poziadal
o LET z d6évodu branenia v hre, v tom pripade bude pouzité Pravidlo 8 (Branenie v
hre);

13.4.3 pokial predmet spadne na kurt odinakial ako z hraca, je prideleny LET, pokial;

13.4.4 nebol preruseny vitazny uder hrajuceho hraca, v tom pripade ziskava vymenu tento
hrac;
13.4.5 pokial si spadnuty predmet nikto do skoncenia vymeny nevsimol a predmet nemal
vplyv na vysledok vymeny, ostdva vysledok vymeny.
14 CHOROBA, ZRANENIE A KRVACANIE
14.1 Choroba

14.1.1 Hrac, ktory trpi chorobou, ktord nezahffa zranenie alebo krvacanie, musi pokracovat
v hre alebo vzdat prebiehajuci set a vyuZit interval 90 sekiind medzi setmi na
zotavenie. To zahfna situaciu ako su kfce, pocity na zvracanie, problémy s dychanim
alebo astmu.

Hra¢ moze vzdat iba jeden set. Potom musi pokracovat v hre alebo vzdat zapas.

14.1.2 Pokial hracovo povracanie sa alebo podobna situdcia sposobi, Ze kurt je nespbsobily
k hre, zapas je priznany pre protihraca.

22



12.2.2 if deliberate, Rule 15 (Conduct) must be applied.

12.3 If the distraction was not caused by one of the players, a let is allowed, unless a player’s
winning return was interrupted, in which case the rally is awarded to that player.

12.4 At some events crowd reactions during play may occur. To encourage spectator
enjoyment, Rule 12.3 may be suspended, and if sudden crowd noise occurs, players will be
expected to continue play and referees will not ask spectators to be quiet. However, a layer
who stops play and requests a let because of a loud or isolated noise from off the court
may be allowed a let for distraction.

13 FALLEN OBJECT

13.1 A player who drops a racket may pick it up and play on, unless the ball touches the racket,
or distraction occurs, or the Referee applies a Conduct Penalty.

13.2 A striker who drops the racket because of interference may request a let.

13.3 A non-striker who drops the racket because of contact during the striker’s effort to reach
the ball may request a let, and Rule 12 (Distraction) applies.

13.4 If any object, other than a player’s racket, falls to the floor during a rally, play must stop;
then:

13.4.1 if the object fell from a player without any contact with the opponent, the opponent
wins the rally;

13.4.2 if the object fell from a player because of contact with the opponent, a let is
allowed, unless the striker has struck a winning return, or requests a let for
interference, in which case Rule 8 (Interference) is applied;

13.4.3 if the object falls from a source other than a player, a let is allowed, unless;

13.4.4 the striker’s winning return was interrupted, in which case the rally is awarded to
the striker;

13.4.5 if the object was not seen until the rally ended and had no effect on the outcome of
the rally, the result of the rally stands.

14 ILLNESS, INJURY AND BLEEDING
14.1 lliness

14.1.1 A player who suffers an illness that involves neither an injury nor bleeding must
either continue play immediately, or concede the game in progress and take the 90-
second interval between games to recover. This includes conditions such as a cramp,
nausea, and breathlessness, as well as asthma.

Only 1 game may be conceded. The player must then resume play, or concede the
match.

14.1.2 If a player’s vomiting or other action causes the court to become unplayable, the
match is awarded to the opponent.
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14.2 Zranenie
Rozhodca:

14.2.1 pokial nie je presvedéeny zZe prislo k zraneniu, musi vyzvat hraca, aby bud okam?zite
pokracCoval v hre alebo vzdal prebiehajuci set a vyuzil interval 90 sekind medzi setmi
a potom pokracoval v hre alebo vzdal zapas. Hra¢ moze vzdat iba jeden set;

14.2.2 pokial je presvedéeny, Ze zranenie je skuto¢né, musi hracov informovat o aku
kategdriu zranenia sa jedna a o povolenom ¢&ase na osetrenie. Cas na osetrenie je
povoleny iba vtedy, ak k zraneniu dojde;

14.2.3 pokial je presvedceny, Ze prislo k obnoveniu zranenia, ktoré hrac utrpel skor
v priebehu zapasu, musi vyzvat hraca, aby bud pokracoval v hre alebo vzdal
prebiehajuci set a vyuZil interval 90 sekind medzi setmi alebo aby vzdal zapas. Hrac
moZe vzdat iba jeden set.

Poznamka: Hracovi, ktory vzdava set zostavaju vsetky dovtedy ziskané body.

14.3 Kategorie zraneni:

14.3.1 Samo zavinené, ktoré si hrac sposobil sdm. Toto zahfiia natiahnutie alebo
natrhnutie svalu, alebo odreninu ako nasledok narazu do steny. Hracovi su povolené
3 minuty na oSetrenie a ak potom nie je schopny pokracovat v hre, musi vzdat
prebiehajuci set a vyuzit interval 90 sekiind medzi setmi pre dalsie oSetrenie. Hrac
moZe vzdat iba jeden set. Hra¢ po uplynuti ¢asu na oSetrenie musi pokracovat v hre
alebo vzdat zapas.

14.3.2 S prispenim protihraca, kedy je zranenie nasledkom nezavinenej kolizie oboch
hracov. Zranenému hracovi je povolenych 15 minat na osSetrenie. To mézZe byt
rozhodnutim Rozhodcu predlZzené o dalSich 15 minut. Ak ani potom nie je hrac
schopny pokracovat v hre, je zdpas priznany protihracovi. Stav na konci vymeny, pri
ktorej prislo k zraneniu ostava.

14.3.3 Sp6sobené protihracom, ak je zranenie sposobené iba protihracom.

14.3.3.1 V pripade nahodne spésobeného zranenia superom musi byt pouzité
Pravidlo 15 (Sprdvanie). Zraneny hra¢ ma povolenych 15 minut na zotavenie. Ak
zraneny hrac¢ nemdze pokracovat po uplynuti poskytnutého casu, tak je zapas
priznany zranenému hracovi.

14.3.3.2 Ak je zranenie sp6sobené umyselnym alebo nebezpe¢nym hranim alebo
konanim protihraca, tak v pripade, Ze zraneny hrac potrebuje akykolvek ¢as na
oSetrenie, zapas je priznany zranenému hracovi. Ak je zraneny hrac sposobily
pokracovat v hre okamzite, musi byt pouZité Pravidlo 15 (Spravanie).

14.4 Krvacanie

Zranenie s krvdcanim je definované ako stav, kedy dojde k takému krvacaniu, ktoré je
dostatocné na to, aby sa krv mohla preniest z hraca na supera alebo na kurt.

Drobné Skrabnutie, odreniny alebo porezanie bez krvacania nie je povazované za zranenie
s krvdcanim a hra musi pokracovat.
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14.2 Injury

14.2.1 if not satisfied that the injury is genuine, must advise the player to decide whether
to resume play immediately, or to concede the game in progress and take the 90-
second interval between games and then resume play, or concede the match. Only 1
game may be conceded;

14.2.2 if satisfied that the injury is genuine, must advise both players of the category of the
injury and of the time permitted for recovery. Recovery time is permitted only at the
time the injury takes place;

14.2.3 if satisfied that this is a recurrence of an injury sustained earlier in the match, must
advise the player to decide whether to resume play immediately or concede the
game in progress and take the 90-second interval between games, or concede the
match. Only 1 game may be conceded.

Note: A player who concedes a game retains any points already scored.

14.3 Categories of injury:

14.3.1 Self-inflicted: where the injury is the result of the player’s own action. This includes
a muscle tear or sprain, or a bruise resulting from a collision with a wall or falling
over. The player is permitted 3 minutes to recover and, if not then ready to resume
play, must concede that game and take the 90-second interval between games for
further recovery. Only 1 game may be conceded. The player must then resume play
or concede the match.

14.3.2 Contributed: where the injury is the result of accidental action by both players. The
injured player is permitted 15 minutes to recover. This may be extended by a further
15 minutes at the discretion of the Referee. If the player is then unable to continue,
the match is awarded to the opponent. The score at the conclusion of the rally in
which the injury occurred, stands.

14.3.3 Opponent-inflicted: where the injury is caused solely by the opponent.

14.3.3.1 Where the injury is accidentally caused by the opponent, Rule 15 (Conduct)
must be applied. The injured player is permitted 15 minutes to recover. If the
player is then unable to resume play, the match is awarded to the injured player.

14.3.3.2 Where the injury is caused by the opponent’s deliberate or dangerous play
or action, if the injured player requires any time for recovery, the match is
awarded to the injured player. If the injured player is able to continue without
delay, Rule 15 (Conduct) must be applied.

14.4 Bleeding

A Blood Injury is defined as being when bleeding occurs, and the blood flow is sufficient
that blood can be transferred from a player to their opponent or the court.

A scrape, graze or nick with no blood flow does not constitute a Blood Injury and play must
continue.
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Krv viditelna cez obvaz, oblecenie alebo iné prekrytie nie je povaziovana za zranenie
s krvdcanim.

Ak dbjde k zraneniu s krvdcanim zraneny hra¢ musi opustit kurt a je zodpovednostou
rozhodcu zabezpecit aby sa zraneny hrac vratil na kurt v ¢o najkratSom ¢ase podla
nasledujucich pravidiel;

14.4.1 Samo zavinené: ked' je zranenie s krvacanim spdsobené vlastnou c¢innostou alebo
stavom hraca ako je pad, vypad, vyskok, pritlacenie, krvacanie z nosa a podobnych
pricin, je hracovi povolenych 5 minut na zastavenie a zakrytie krvacania. Rozhodca je
zodpovedny za meranie €asu od doby zaciatku oSetrovania hraca. Ak zraneny hrac nie
je schopny pokracovat v hre po uplynuti 5 minit musi vzdat prebiehajuci set a vyuzit
interval medzi setmi, pokial je to mozné, na dalSie zotavenie.

Pokial d6jde k znovuobnoveniu rovnakého zranenia s krvdcanim, tak nie je povoleny
Ziaden dalsi ¢as na zotavenie a zraneny hra¢ musi vzdat prebiehajuci set a vyuzit
interval medzi setmi, pokial je to moZné, na dalSie zotavenie.

Pokial d6jde k znovuobnoveniu rovnakého zranenia s krvdcanim a je sp6sobné
konanim oboch hracov (vid pravidlo 14.4.2 S prispenim protihraca), tak zraneny hrac
bude mat dalsi primerany ¢as na zotavenie zo zranenia s krvdcanim.

Pokial zraneny hra¢ neméze pokracovat v hre v povolenom ¢ase, rozhodca prizna
zapas protihracovi zraneného hraca.

14.4.2 S prispenim protihraca: ked' je zranenie s krvdcanim sp6sobené konanim oboch
hracov, zraneny hra¢ ma primerany ¢as na zastavenie krvacania a prekrytie krvacania.
Primerany ¢as uréi rozhodca, ktorému mdze asistovat zdravotnicky personal na
mieste, ak je k dispozicii.

Pokial d6jde k znovuobnoveniu rovnakého zranenia s krvdcanim bez zavinenia
niektorého z hracov alebo konanim oboch hracov, zraneny hra¢ bude mat dalsi
primerany ¢as na zotavenie z tohto zranenia s krvdacanim.

Pokial d6jde k znovuobnoveniu rovnakého zranenia s krvdacanim v désledku Cinnosti
vyluéne zraneného hraca, tak zraneny hrac uz nebude mat viac ¢asu na zotavenie

z tohto zranenia z krvdcania a musi vzdat prebiehajici set a vyuZit interval medzi
setmi, pokial je to mozné, na dalSie zotavenie.

Pokial zraneny hra¢ nemoze pokracovat v hre v primeranom ¢ase alebo v ramci
rozSireného ¢asu na zotavenie, tak rozhodca prizna zapas protihracovi zraneného
hraca.

14.4.3 Sp6sobené protihracom: ked' je zranenie s krvdcanim spo6sobené vylucne
protihraCom

14.4.3.1 Ked'je zranenie s krvdcanim spbsobené vylu¢ne v dosledku nahodnej
Cinnosti protihraca, tak zraneny hra¢ ma primerany ¢as na zastavenie krvacania

a prekrytie krvacania. Primerany cas urci rozhodca, ktorému moZe asistovat
zdravotnicky personal na mieste, ak je k dispozicii. Pokial zraneny hra¢ neméze
pokracovat v hre v primeranom ¢ase, tak rozhodca prizna zapas zranenému hracovi.
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Visible blood through a bandage, dressing or covering is not considered a Blood Injury.

Once a Blood Injury occurs, the injured player must leave the court and it is the referee’s
responsibility to ensure that the injured player returns to the court in the shortest time
possible, according to the following rules;

14.4.1 Self-inflicted: where the Blood Injury is caused by a player’s own action or condition,
such as a fall, lunge, dive, crowding, nosebleed or similar, the player is permitted 5
minutes to stem the flow of blood and cover the bleeding. The referee is in charge of
starting the timer, which will start from when the injured player’s treatment begins.
If the injured player is not ready to resume play after 5 minutes has elapsed, the
player must concede the game and take the game interval, if available, for further
recovery.

If the same Blood Injury reoccurs, no further recovery time is permitted, and the
injured player must concede the game and take the next game interval, if available,
for further recovery.

If the same Blood Injury reoccurs, and is caused by both players actions (see 14.4.2
Contributed), the injured player shall have further reasonable time to address the
Blood Injury.

If the injured player cannot resume play within the permitted time allowed, the
referee will award the match to the injured player’s opponent.

14.4.2 Contributed: where the Blood Injury is caused by both players’ actions, the injured
player has reasonable time to stem the flow of blood and cover the bleeding.
Reasonable time is determined by the referee, who can be assisted by the on-site
medical personnel, if available.

If the same Blood Injury reoccurs, through no fault of either player or by both players’
actions, the injured player shall have further reasonable time to address the Blood
Injury.

If the same Blood Injury reoccurs, due to an action solely by the injured player, the
player shall have no further time to address the Blood Injury and must concede the
game and take the game interval, if available, for further recovery.

If the injured player cannot resume play within the reasonable time or extended
periods allowed, the referee will award the match to the injured player’s opponent.

14.4.3 Opponent inflicted: where the Blood Injury is caused solely by the opponent;

14.4.3.1 Where the Blood Injury is solely caused by the opponent’s accidental action,
the injured player has reasonable time to stem the flow of blood and cover the
bleeding. Reasonable time is determined by the referee, who can be assisted by the
on-site medical personnel, if available. If the injured player cannot resume play in
the reasonable time allowed, the referee will award the match to the injured player.
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Pokial dojde k znovuobnoveniu rovnakého zranenia s krvdcanim bez zavinenia
niektorého z hracov alebo konanim oboch hracov, zraneny hrac¢ bude mat dalsi
primerany ¢as na zotavenie z tohto zranenia s krvdcanim. Pokial sa krvacanie
nepodari zastavit v primeranom case, tak rozhodca prizna zapas zranenému hracovi.

Pokial' d6jde k znovuobnoveniu rovnakého zranenia s krvdcanim v désledku ¢innosti
vyluéne zraneného hraca, tak zraneny hrac uz nebude mat viac ¢asu na zotavenie

z tohto zranenia z krvdcania a musi vzdat prebiehajuci set a vyuzit interval medzi
setmi, pokial je to mozné, na dalsie zotavenie. Pokial zraneny hra¢ neméze
pokracovat v hre v primeranom ¢ase alebo v ramci rozsireného ¢asu na zotavenie, tak
rozhodca prizna zépas protihracovi zraneného hraca.

14.4.3.2 Ak je zranenie s krvdcanim spOsobené timyselnou nebezpecnou hrou
protihraca, tak musi byt pouzité Pravidlo 15 (Spravanie) a rozhodca prizna zapas
zranenému hracovi.

14.4.4 Ked dojde k preruseniu hry, kurt sa musi vycistit a zakrvavené oblecenie vymenit.

14.5 Zraneny hra¢ moze pokracovat v hre pred koncom povolenej doby osetrenia. Obom
hracom musi byt poskytnuty primerany ¢as na pripravu k pokracovaniu hry.

14.6 Je vidy na rozhodnuti zraneného hraca, ¢i pokracovat v hre alebo nie.
15 SPRAVANIE

15.1 Hraci musia dodrZiavat vsetky pravidla stanovené pre konkrétnu sutaz nad rdmec tychto
pravidiel.

15.2 Hracom nie je povolené umiestriovat ¢okolvek na kurt.
15.3 Hraci nesmu pocas hry opustit kurt bez dovolenia Rozhodcu.
15.4 Hrac nesmie Ziadat o zmenu osoby, ktord rozhoduje.

15.5 Hrac sa nesmie chovat spdsobom, ktory je neférovy, nebezpecny, napadajuci, Utocny alebo
inym sposobom poskodzujuci Sport.

15.6 Pokial je spravanie hraca neprijatelné, musi ho Rozhodca potrestat. Ak je to nevyhnutné,
moze za tymto ucelom zastavit hru.

Neprijatelné spravanie zahfna, ale nie je obmedzené len na:

15.6.1 pocutelné alebo viditelné obscénnosti;

15.6.2 slovné, fyzické alebo akékolvek iné napadnutie;

15.6.3 zbytocny fyzicky kontakt, ktory zahfiia odstréenie protihraca;
15.6.4 nebezpecnu hru, ktora zahfia neprimerany Svih raketou;
15.6.5 ndmietky proti osobe, ktora rozhoduje;

15.6.6 poskodenie vybavenia kurtu;

15.6.7 neférové zahrievanie;

15.6.8 zdrziavanie hry, vratane neskorého prichodu na kurt;
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If the same Blood Injury reoccurs, through no fault of either player or by both players’
actions, the injured player shall have further reasonable time to address the Blood
Injury. If the blood flow cannot be stopped in a reasonable time the referee will
award the match to the injured player.

If the same Blood Injury reoccurs, due to an action solely by the injured player, the
player shall have no further time to address the Blood Injury and must concede the
game and take the game interval, if available, for further recovery. If the injured
player cannot then resume play within the reasonable time or extended periods
allowed, the referee will award the match to the injured player’s opponent.

14.4.3.2 Where the Blood Injury is caused by the opponent’s deliberate dangerous play,
Rule 15: Conduct must be applied, and the referee will award the match to the
injured player.

14.4.4 Where there is a stoppage in play, the court must be cleaned, and bloodstained
clothing replaced.

14.5 An injured player may resume play before the end of any permitted recovery-period. Both
players must be given reasonable time to prepare to resume play.

14.6 It is always the injured player’s decision whether or not to resume play.
15 CONDUCT
15.1 Players must comply with any tournament regulations additional to these Rules.
15.2 Players may not place any object within the court.
15.3 Players may not leave the court during a game without the permission of the Referee.
15.4 Players may not request a change of any Official.

15.5 Players must not behave in a manner that is unfair, dangerous, abusive, offensive, or in
any way detrimental to the sport.

15.6 If a player’s conduct is unacceptable, the Referee must penalize the player, stopping play if
necessary.

Unacceptable behaviour includes, but is not limited to:

15.6.1 audible or visible obscenity;

15.6.2 verbal, physical or any other form of abuse;

15.6.3 unnecessary physical contact, which includes pushing off the opponent;
15.6.4 dangerous play, including an excessive racket swing;

15.6.5 dissent to an Official;

15.6.6 abuse of equipment or court;

15.6.7 unfair warm-up;

15.6.8 delaying play, including being late back on court;
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15.6.9 Umyselné vyrusenie;
15.6.10 prijimanie hernych pokynov pocas hry.

15.7 Hracovi, ktory sa tymto sp6sobom previni, m6ze byt podla zavaznosti previnenia udelené
Napomenutie (Conduct warning) alebo Trestny bod (Conduct stroke) alebo Trestny set
(Conduct game) alebo Trestny zapas (Conduct match).

15.8 Rozhodca méze pridelit za opakujuci sa podobny priestupok Napomenutie, Trestny bod
alebo Trestny set viackrat s tym, Ze Uroveri potrestania nesmie byt nizsia ako
predchdadzajuci trest za rovnaky priestupok.

15.9 Napomenutie alebo potrestanie moze byt Rozhodcom udelené kedykolvek, aj pri
zahrievani a aj po skonceni zapasu.

15.10 Pokial Rozhodca:
15.10.1 zastavi hru, aby pridelil Napomenutie, vymena sa opakuje;
15.10.2 zastavi hru, aby pridelil Trestny bod, tento Trestny bod sa stava vysledkom vymeny;

15.10.3 prideli Trestny bod po skonceni vymeny, vysledok vymeny ostava, Trestny bod sa
pripocita k aktualnemu stavu bez zmeny strany podania;

15.10.4 prideli Trestny set, jedna sa o prebiehajuci alebo nasledujuci set, ak Ziadny
neprebieha. V druhom pripade sa nepouzije dodatoc¢ny interval 90 sekund;

15.10.5 prideli trestny set alebo trestny zédpas, zostavaju hracovi ktory sa previnil vsetky
ziskané body a sety do tej doby.

15.11 Ak je prideleny trest podla tohto pravidla, Rozhodca musi vyplnit patricni dokumentaciu.
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15.6.9 deliberate distraction;
15.6.10 receiving coaching during play.

15.7 A player guilty of an offence may be given a Conduct Warning or penalized with a Conduct
Stroke, a Conduct Game, or a Conduct Match, depending on the severity of the offence.

15.8 The Referee may impose more than one warning, stroke or game to a player for a
subsequent similar offence, providing any such penalty may not be less severe than the
previous penalty for the same offence.

15.9 A warning or a penalty may be imposed by the Referee at any time, including during the
warm-up and following the conclusion of the match.

15.10 If the Referee:
15.10.1 stops play to issue a Conduct Warning, a let is allowed;

15.10.2 stops play to award a Conduct Stroke, that Conduct Stroke becomes the result of
the rally;

15.10.3 awards a Conduct Stroke after a rally has finished, the result of the rally stands, and
the Conduct Stroke is added to the score with no change of service-box;

15.10.4 awards a Conduct Game, that game is the one in progress or the next one if a game
is not in progress. In the latter case an additional interval of 90 seconds does not

apply;

15.10.5 awards a Conduct Game or a Conduct Match, the offending player retains all points
or games already won;

15.11 When a Conduct Penalty has been imposed, the Referee must complete any required
documentation.
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DODATOK 1 — DEFINICIE (Abecedné radenie je podla anglického origindlu)

ODVOLANIE

Hracova poziadavka k rozhodcovi, aby posudil spravnost hlasenia alebo
nehlasenia Markera alebo ¢i nie je lopticka prasknuta.

POKUS O ODOHRANIE Akykolvek pohyb rakety smerom dopredu k lopticke. Fingovany Svih je tiez

PODAVACI BOX

SPRAVNY UDER

DOLE

KOREKTNY VYHLAD

CHYBA

OPAKOVANY POKUS

SET

DOBRY UDER

STRATA

LET

ZAPAS

NOT UP

AUT

povazZovany za pokus, ale ndprah s pripravenou raketou bez pohybu dopredu
k lopticke za pokus povaZzovany nie je.

Stvorec na kazdej strane kurtu vymedzeny kratkou ciarou, bo¢nou stenou a 2
dalsimi ¢iarami, z ktorého podava podavajuci hrac

Lopticka zasiahnuta raketou drzanou v ruke, nie viackrat ako jeden raz a bez
predlZzeného kontaktu s raketou.

Uder ktory zasiahne TIN alebo podlahu predtym ako zasiahne prednt stenu
alebo zasiahne prednu stenu a potom TIN.

Dostatocny ¢as vidiet lopticku a pripravit sa na jej odohranie potom ako sa
odrazi od prednej steny.

Podanie, ktoré nie je dobré.

Nasledujuci pokus hrajuceho hraca o odohranie lopticky, ktora je stale v hre
potom ako vykonal jeden alebo viac pokusov o jej zahratie.

Cast zapasu. Hrag musi vyhrat 3 sety, aby vyhral zépas na 3 vitazné sety a 2
sety aby vyhral zdpas na 2 vitazné sety.

Uder, ktory je spravne zahrany a ktory leti na prednt stenu bud priamo
alebo po odraze od inej steny alebo stien, bez toho aby bol v aute a ktory
zasiahne prednu stenu nad TIN a pod autovou ¢iarou.

Zmena podavajuceho hraca.

Vysledok vymeny, ktoru neziskal ani jeden z hraCov a ktora sa opakuje.
Podavajuci hrac podava z tej istej strany.

Kompletny suboj dvoch hracov, vratane zahrievania.
Uder, ktory:
nebol hracom zahrany spravne; alebo
pred ktorym lopticka dopadla na podlahu viac ako jeden krat; alebo
pri ktorom sa lopticka dotkla hrajuceho hraca alebo jeho oblecenia.
Uder, ktory:
zasiahol stenu na autovej Ciare alebo nad nou; alebo
zasiahol akékolvek zariadenie nad autovou ¢iarou; alebo
zasiahol hornu hranu ktorejkolvek steny kurtu; alebo

preletel nad stenou mimo kurtu; alebo
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APPENDIX 1 - DEFINITIONS

APPEAL

ATTEMPT

BOX, SERVICE-BOX

CORRECTLY

DOWN

FAIR VIEW

FAULT

FURTHER ATTEMPT

GAME

GOOD RETURN

HAND OUT

LET

MATCH

NOT UP

ouT

A player’s request to the Referee to review a Marker’s call or lack of a call, or
to appeal that the ball is broken.

Any forward movement of the racket towards the ball. A fake swing is also
an attempt, but racket preparation with only a backswing and no forward
movement towards the ball is not an attempt.

A square area on each side of the court bounded by the short-line, a side
wall and by 2 other lines, from where the server serves.

When the ball is struck with the racket, held in the hand, not more than
once, and without prolonged contact on the racket.

A return that hits the tin or the floor before reaching the front wall, or hits
the front wall and then the tin.

Enough time to view the ball and prepare to strike it as it returns from the
front wall.

A serve that is not good.

A subsequent attempt by the striker to serve or return a ball that is still in
play, after having already made one or more attempts.

A part of a match. A player must win 3 games to win a best of 5-game match
and 2 games to win a best of 3-game match.

A return that is struck correctly and that travels to the front wall either
directly or after hitting another wall or walls without going out, and that hits
the front wall above the tin and below the out-line.

A change of server.

The result of a rally that neither player wins. The server serves again from
the same box.

The complete contest, including the warm-up.
A return that:
a player does not strike correctly; or
bounces more than once on the floor before being struck; or
touches the striker or the striker’s clothing.
A return that:
hits the wall on or above the out-line; or
hits any fixture above the out-line; or
hits the top edge of any wall of the court; or

passes over a wall and out of the court; or
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STVRTINA KURTU

VYMENA

HRAJUCI HRAC

TIN

OTOCENIE

VITAZNY UDER

WRONG-FOOTED

preletel akymkolvek zariadenim.

Jedna z dvoch rovnakych casti kurtu vymedzenych kratkou ciarou, bo¢nou
stenou, zadnou stenou a stredovou cCiarou.

Dobré podanie nasledované jednym alebo viacerymi udermi stierajucich sa
hracov, Pokial st hraci schopni zahrat dobry uder.

Hrac sa stava hrajucim hracom v okamihu, kedy sa protihracov uder odrazi
od prednej steny a ostava nim kym sa od nej neodrazi jeho uder.

Priestor celej Sirky prednej steny od podlahy k najnizsej horizontdlnej Ciare.

Situdcia, kedy hrajuci hrac¢ zahrd alebo je v pozicii zahrat lopti¢ku na svojej
pravej strane potom ako lopticka preletela okolo neho na lavej strane alebo
naopak, bez ohladu na to ¢i sa hrac fyzicky otocil.

Poznamka: Priprava Uderu (shaping) s raketou na jednej strane a nasledne
prenesenie rakety pred telom na druhu stranu nie je ani otocenie ani
opakovanym pokusom.

Dobry uder, na ktory super neméze dosiahnut

Situacia, kedy hrac, ktory predpoklada let lopticky urcitym smerom, zahaji
pohyb tymto smerom, zatial ¢o hrajuci hrac¢ zahra loptu inym smerom.
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QUARTER-COURT

RALLY

STRIKER

TIN

TURNING

WINNING RETURN

WRONG-FOOTED

passes through any fixture.

One of two equal parts of the court bounded by the short-line, a side wall,
the back wall and the half-court line.

A good serve followed by one or more alternate returns until one player fails
to make a good return.

A player is the striker from the moment the opponent’s return rebounds
from the front wall until the player’s return hits the front wall.

The area of the front wall covering the full width of the court and extending
from the floor up to and including the lowest horizontal line.

The action of the striker who strikes, or is in a position to strike, the ball to
the right of the body after the ball has passed behind it to the left or vice
versa, whether the striker physically turns or not.

Note: Shaping (preparing) to play the ball on one side and then bringing the
racket across the body to strike the ball on the other side is neither turning
nor making a further attempt.

A good return that the opponent could not reach.

The situation when a player, anticipating the path of the ball, moves in one
direction, while the striker strikes the ball in another direction.
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DODATOK 2 — HLASENIE MARKERA A ROZHODCU

2.1 MARKER

DOLE

CHYBA
STRATA

NOT UP

AUT

10-10:

SET BALL
MATCH BALL

ANO LET/LET

Ak hracov uder zasiahne TIN, podlahu pred zasiahnutim prednej steny alebo
zasiahol prednu stenu a potom TIN.

Ak hracovo podanie nebolo dobré.
Ak prichadza k zmene podavajuceho hraca.
Ak uder:
nebol zahrany spravne; alebo
lopticka dopadla pred uderom na podlahu viac ako jedenkrat; alebo
sa lopticka dotkla hrajuceho hraca alebo jeho oblecenia.
Ak uder:
zasiahol stenu na autovej Ciare alebo nad nou; alebo
zasiahol akékolvek zariadenie nad autovou ¢iarou; alebo
zasiahol hornu hranu ktorejkolvek steny kurtu; alebo
preletel nad stenou mimo kurtu; alebo
preletel akymkolvek zariadenim.
HRAC MUSI VYHRAT O DVA BODY

Aby bolo za stavu 10-10 jasné, Ze set ziska hrac, ktory ziska vedenia o 2 body.
Toto sa hlasi iba vtedy, ak takato situdcia nastane v zapase po prvykrat.

Ak jeden z hracov potrebuje 1 bod k zisku setu.
Ak jeden z hracov potrebuje 1 bod k zisku zapasu.

Zopakovanie rozhodnutia Rozhodcu o opakovani vymeny.

STROKE PRE (HRACA alebo TiM)

NO LET

Zopakovanie rozhodnutia Rozhodcu o priznani vymeny hracovi alebo timu.

Zopakovanie rozhodnutia Rozhodcu, ktory nevyhovel Ziadosti o LET.
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APPENDIX 2 - OFFICIALS’ CALLS

2.1 MARKER

DOWN

FAULT
HAND OUT

NOT UP

ouT

10-ALL:

GAME BALL
MATCH BALL

YES, LET/ LET

To indicate that a player’s return hit the tin, or the floor before reaching the
front wall, or hit the front wall and then the tin.

To indicate that a serve was not good.
To indicate a change of server.
To indicate that a return:
was not struck correctly; or
bounced more than once on the floor before being struck; or
touched the striker or the striker’s clothing.
To indicate that a return:
hit the wall on or above the out-line; or
hit any fixture above the out-line; or
hit the top edge of any wall of the court or
passed over a wall and out of the court; or
passed through any fixture.
A PLAYER MUST WIN BY 2 POINTS

To indicate at 10-all that a player must lead by 2 points to win the game.
Called only on the first occurrence in a match.

To indicate that a player requires one point to win the game.
To indicate that a player requires one point to win the match.

To repeat the Referee’s decision that a rally is to be replayed.

STROKE TO (PLAYER or TEAM)

NO LET

To repeat the Referee’s decision to award a stroke to a player or team.

To repeat the Referee’s decision that a request for a let is disallowed.
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Priklady hlasenia Markera
1. Uvedenie zapasu
“Celler podava, Ashour prijima, hra sa na 3 vitazné sety, nula-nula.”
2. Poradie hlasenia:
i) Cokolvek tykajuce sa skére (napr. Stroke pre Tétha).
ii) Skére s uvedenim podavajuceho hraca ako prvého (pripadne predtym este strata)
iii) Dodatky ku skore (napriklad set ball).
3. Hlasenie skore:
“Not up. Strata, 4-3.”
“Yes let, 3-4.”
“Stroke pre Cellera, 10-8, set ball.”
“Chyba, strata, 8—-3.”
“Not up, 10-10, hra¢ musi vyhrat o dva body.”
“10-8, Match Ball.”
“13-12, Match Ball.”
4. Koniec setu:
“11-3, set pre Cellera. Celler vedie jedna-nula na sety.”
“11-7, set pre Ashoura. Celler vedie 2-1 na sety.”
“11 -8, zapas pre Cellera, 3-2 na sety, 11-3, 11-6, 7-11,9- 11, 11-8.”
5. Zaciatok nasledujuceho setu:
“Celler vedie 1-0 na sety. 0-0.”
“Celler vedie 2-1 na sety. Toth podava, 0-0.”
“2-2 na sety. Téth podava, 0-0.”
2.2 ROZHODCA

PATNAST SEKUND  Upozornenie pre hracov, 7e do konca povoleného intervalu ostava 15

sekund.

POLCAS Upozornenie pre hracov, Zze uplynuli 2,5 minuty zahrievania.

LET / HRAJTE LET Informacia pre hracov, Ze vymena sa bude opakovat za situacie, ak je
nevhodné pouZit vyraz ANO, LET (napriklad ked Ziadny z hracov o LET
nepoziadal).

NO LET Informacia pre hraca, Ze Ziadost o LET nebola uznana.
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Examples of Marker’s Calls

1. Match introduction:

“Smith to serve, Jones to receive, best of 5 games, love-all.”

2. Order of calls:

i) Anything affecting the score (e.g. Stroke to Brown).

ii) The score with the server’s score always called first.

iii) Comments on the score (e.g. Game ball).

3. Calling the score:

“Not up. Hand-out, 4-3.”

“Yes let, 3-4.”

“Stroke to Jones, 10-8, Game Ball.”

“Fault, hand-out, 8-3.”

“Not up, 10-all: a player must win by 2 points.”

“10-8, Match Ball.”

“13-12, Match Ball.”

4. End of a game:

“11-3, game to Smith. Smith leads 1 game to love.”

“11-7, game to Jones. Smith leads 2 games to 1.”

“11 - 8, match to Jones, 3 games to 2, 3-11, 11-7, 6-11, 11-9, 11-8.”

5. Start of successive games:

“Smith leads 1 game to love. Love-all.”

“Smith leads 2 games to 1. Jones to serve, love-all.”

“2 games all. Smith to serve, love-all.”

2.2 REFEREE
FIFTEEN SECONDS
HALF-TIME

LET / PLAY A LET

NO LET

To advise that 15 seconds of a permitted interval remain.
To advise that 2 %2 minutes of the warm-up period have passed.

To advise that a rally is to be replayed in circumstances where the wording

“Yes, Let” is not appropriate (e.g. when neither player has requested a let).

To disallow a let.
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STROKE PRE (HRACA alebo TiM)

CAS
ANO, LET

NAPOMENUTIE

TRESTNY BOD

TRESTNY SET

TRESTNY ZAPAS

Informacia, Ze hracovi alebo timu bola priznana vymena.
Upozornenie pre hracov, Ze uplynul povoleny interval.
Informdcia pre hracov, Ze bol povoleny LET.

Informacia pre hracov, Ze bolo pridelené napomenutie, napriklad:
»Napomenutie pre Cellera za zdrZiavanie hry.”

Informdcia pre hracov, Ze bol prideleny trestny bod, napr.:
“Trestny bod pre Cellera, bod pre (druhy hrac alebo tim) za zdrziavanie hry.”

Informdcia pre hracov, Ze bola prideleny trestny set, napr.:

“Trestny set pre Cellera, set pre (druhy hrac alebo tim) za napadnutie
protihraca.”

Informdcia pre hracov, Ze bol prideleny trestny zépas, napr.:

“Trestny zapas pre Cellera, zapas pre (druhy hrac alebo tim) za namietky
proti rozhodcovi.”
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STROKE TO (player or team)
To advise that a stroke is being awarded.
TIME To indicate that a permitted interval has elapsed.
YES, LET To allow a let.
CONDUCT WARNING To advise that a Conduct Warning is being issued, e.g.:
“Conduct Warning Smith for delaying play.”
CONDUCT STROKE  To advise that a Conduct Stroke is being awarded, e.g.:
“Conduct Smith, Stroke to (other player or team) for delay of game.”
CONDUCT GAME To advise that a Conduct Game is being awarded, e.g.:
“Conduct Jones, Game to (other player or team) for abuse of opponent.”

CONDUCT MATCH  To advise that a Conduct Match is being awarded, e.g.:

“Conduct Jones, Match to (other player or team) for dissent to Referee.”
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DODATOK 3 — ALTERNATIVNY SPOSOB POCITANIA
1. Pocitanie bez strat do 15
Pravidlo 2 (Pocitanie) je nahradené (vid. kurziva):
1.1 Vitaz vymeny ziskava 1 bod a zac¢ina podanim dalSiu vymenu.

1.2 KaZdy set sa hrd do 15 bodov s vynimkou situdcie, ked'je stav 14-14. Za tohto
stavu set pokracuje, Pokial jeden z hracov neziska vedenie o body.

1.3 Zapas sa obycajne hra na 3 vitazné sety, mozZe sa ale hrat aj na 2 vitazné sety.
2. Pocitanie so stratami
Pravidlo 2 (Pocitanie) je nahradené (vid. kurziva):

2.1 Ked'poddvajuci hrac¢ vyhra vymenu, ziska bod: ked' vymenu vyhra prijimajuci
hrdc, stava sa poddvajucim a skore sa nemeni.

2.2 KaZdy set sa hrad do 9 bodov, s vynimkou situdcie, ked'je stav 8-8. Za tohto stavu
zvoli prijimajuci hrac, ¢i bude set pokracovat do 9 (o 1) alebo 10 bodov(o dva).
Prijimajuci hra¢ musi svoju volbu zretelne ozndmit Markerovi, Rozhodcovi a
protihracovi.

2.3 Zapas sa obvykle hra na 3 vitazné sety, ale mbze sa hrat aj na 2 vitazné sety.
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APPENDIX 3 - ALTERNATIVE SCORING SYSTEMS
1. Point-a-rally scoring to 15
Rule 2 (Scoring) is replaced by (see italics):
1.1 The winner of a rally scores 1 point and serves to begin the next rally.

1.2 Each game is played to 15 points, except that if the score reaches 14-all, the
game continues until one player leads by 2 points.

1.3 A match is normally the best of 5 games, but may be the best of 3.
2. Hand-in/hand-out scoring
Rule 2 (Scoring) is replaced by (see italics):

2.1 The server, on winning a rally, scores a point; the receiver, on winning a rally,
becomes the server without a change of score.

2.2 Each game is played to 9 points, except that if the score reaches 8-all, the
receiver chooses, before the next service, to continue that game either to 9
(known as "Set 1") or to 10 (known as "Set 2"). The receiver must clearly
indicate this choice to the Marker, Referee and the opponent.

2.3 A match is normally the best of 5 games, but may be the best of 3.
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DODATOK 4 — SYSTEM 3 ROZHODCOV

1. Systém 3 rozhodcov pouziva Centralneho rozhodcu (CR) a dvoch postrannych rozhodcov (PR),
ktori spolupracuju ako tim. VSetci by mali byt pokial je to mozné ¢o najvyssie kvalifikovanymi
rozhodcami. Ak nie st vSetci 3 rozhodcovia rovnakej Urovne, mal by najskisenejsi z nich plnit
ulohu Centralneho rozhodcu .

2. Centralny rozhodca, ktory plni vSetky ulohy Markera, kontroluje zapas a s postrannymi
rozhodcami by sa mal dohovorit pred zapasom a ak je to nutné (mozné) aj medzi setmi, aby zaistil
konzistentné pouzivanie a vyklad pravidiel. Jeden z postrannych rozhodcov tiez vedie zalozny zapis
skore. V pripade nejasnosti ohladom skore, plati zapis Centralneho rozhodcu.

3. Obaja postranni rozhodcovia by mali sediet za zadnou stenou na Urovni vnatornej Ciary
podavacieho boxu na kazdej strane, o jednu radu pred Centralnym rozhodcom.

4. Postranni rozhodcovia rozhoduju po ukonéeni vymeny — nie v jej priebehu —iba v nasledujucich
pripadoch:

4.1 Ak jeden z hracov poziada o LET; alebo sa odvoldva proti hldseniu alebo nehlaseniu
dole, not up, out alebo chybe Centralneho rozhodcu.

4.2 Ak ma ktorykolvek rozhodca zakryty vyhlad, jeho rozhodnutie je ,Ano, LET“.

4.3 Ak si Centrélny rozhodca nie je isty ddvodom odvolania, musi poZiadat hracov o
spresnenie.

4.4 Ak si postranny rozhodca nie je isty, coho sa odvolanie tyka, musi sa spytat Centralneho
rozhodcu na spresnenie.

5. Iba Centralny rozhodca rozhoduje vo vsetkych ostatnych zalezitostiach, to zahffia casové
intervaly, spravanie sa, zranenia, vyrusenia, prasknutu lopticku, spadnuty predmet a spdsobilost
kurtu na hru. Proti Ziadnemu z tychto rozhodnuti sa nedda odvolat.

6. Vsetky odvolania musia byt rozhodnuté vsetkymi 3 rozhodcami sti¢asne a nezavisle.

7. Rozhodnutie vacsiny z 3 rozhodcov je konecné, s vynimkou situacie, ked' sa pouzije systém video
review.

8. Centralny rozhodca musi oznamit rozhodnutie 3 rozhodcov bez odhalenia rozhodnuti
jednotlivych rozhodcov.

9.V pripade 3 réznych rozhodnuti (LET, STROKE, NO LET), je kone&né rozhodnutie ,ANO LET*
10. Hracdi mozu hovorit iba s hlavnym rozhodcom. Dialég musi byt minimalny.
11. Rozhodcovia mézu rozhodovat pomocou :
11.1 Elektronickych zariadeni; alebo
11.2 Rozhodovacich kariet pre rozhodcov; alebo
11.3 Signalov rukou.
12. Ak sa poutziju signaly rukou, tak:

Ano, LET = Palec a ukazovak v tvare ,L“.
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APPENDIX 4 - THE THREE-REFEREE SYSTEM

1. The Three-Referee System uses a Central Referee (CR) and two Side Referees (SRs) who must
work together as a team. All should be the highest accredited referees available. If the 3 Officials
are not of a similar standard, then the Referee of the highest standard should normally act as the
CR.

2. The CR, who is also the Marker, controls the match and must consult with the SRs before the
match and if necessary (and if possible) between games, to try and ensure consistency of rules
application and interpretation. One of the SRs keeps score as a backup. In the event of a
discrepancy the CR’s score is final.

3. The two SRs should be seated behind the back wall in line with the inside line of the service box
on each side, one row in front of the CR.

4. The SRs make decisions at the end of rallies — not during them — on the following matters only:

4.1 When a player requests a let; or appeals against a call or lack of a call of down, not up,
out, or fault by the CR.

4.2 If any Referee is unsighted that Referee’s decision is “Yes, Let.”

4.3 If the CR is unsure of the reason for an appeal, the CR must ask the player for
clarification.

4.4 If a SR is unsure of what is being appealed, the SR must ask the CR for clarification.

5. Only the CR decides all other matters including time-periods, conduct, injury, distraction,
broken ball, fallen object, and court conditions, none of which may be appealed.

6. Every appeal must be decided by all 3 Referees, simultaneously and independently.
7. A majority decision of the 3 referees is final, unless a video referee system is in operation.

8. The decision of the 3 Referees must be announced by the CR without revealing the individual
decisions.

9. In the case of 3 different decisions (Yes Let, No Let, Stroke), the final decision will be “Yes, Let.”
10. Players may speak only to the CR. Dialogue must be kept to a minimum.
11. The Referees may give their decisions using (in order of preference):
1. Electronic consoles; or
2. Referee Decision Cards; or
3. Hand signals.
12. If hand-signals are used:

Yes, Let = Thumb and forefinger in the shape of an ‘L.
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Stroke = Zovreta past.
No Let = Ruka s natiahnutymi prstami drzana dlanou dole.
Lopticka bola dole/not up/out/chyba = Palec dole.
Lopti¢ka bola dobra = Palec hore
DODATOK 5 - VIDEO REVIEW
MozZe byt pouZité, kde to technoldgia umozniuje.
PRAVIDLA/POSTUP

1. Hra¢ mbze poziadat iba o preskimanie rozhodnutia o braneni v hre (LET, STROKE, NO LET), ale
nemoze sa odvolavat proti hlaseniu alebo nehlaseniu Markera. Kazdy hra¢ ma jednu moznost
poziadat o preskimanie rozhodnutia v kazdom sete. Ak je pévodné rozhodnutie na zaklade Ziadost
o preskimani zmenené, hracovi jeho moznost Ziadat o preskimanie rozhodnutia ostava.

2. Hraé musi jasne a okamzite poziadat Centralneho rozhodcu slovami: ,Video review. Prosim.”

3. Centralny rozhodca potom ohldsi: “Video review, prosim, (meno hraca), pre rozhodnutie Ano,
Let/No Let/Stroke.”

4. Na obrazovkach sa objavi zaznam situacie.
5. Rozhodnutie Video rozhodcu, ktoré je konecné, sa zobrazi na obrazovkach.

6. Centralny rozhodca potom ohlasi bud: “Rozhodnutie Ano, Let/No Let/Stroke potvrdené, (meno
hraéa) ktory nemd moznost Ziadat o preskimanie”; alebo “Rozhodnutie Ano, Let/No Let/Stroke
zmenené, (meno hrac¢a) ma 1 moznost Ziadat o preskimanie.”

7. Ak je stav 10-10, obaja hraci maju k dispozicii 1 moZnost Ziadosti o preskimanie rozhodnutia.
NevyuZité moznosti Ziadosti o preskimanie rozhodnutia pocas hry nemdozu byt prenesené cez stav
10-10 alebo do dalsieho setu. Centrdiny rozhodca ohlasi: ,,10-10, hra¢ musi vyhrat o 2 body. Obaja
hraci maju 1 moznost Ziadat o preskimanie rozhodnutia“.

8. Ak nie je mozné preskimat rozhodnutie z technickych dévodov, toto sa nepovaZuje za vyuZzitu
moznost Ziadosti o preskiimanie rozhodnutia..

DODATOK 6 — OCHRANA OCi

WSF odporuca vsetkym hracom pouzivat ochranu oci, ktord bola vyrobena podla prislusnych
narodnych Standardov, a to riadne na ociach v priebehu celého zapasu vratane zahrievania.

Aktualne narodné standardy pre ochranu oci pri raketovych Sportoch su vydané organizaciami pre
Standardizaciu v Kanade, USA, Australii, Novom Zélande a Velkej Britanii. Je zodpovednostou hraca
zaistit, aby kvalita vyrobku, ktory pouZiva, zodpovedala tomuto ucelu.

Poufitie ochrany o¢i, ktora spiiia jeden z vyssie uvedenych $tandardov (alebo jeho obdobu), je
povinné pri vSetkych juniorskych sutaziach a pri Stvorhrach pod hlavickou WSF.
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Stroke = Clenched fist.
No Let = Hand held out flat, palm downwards.
Ball was Down/ Not Up/ Out/ Fault = Thumb Down.
Ball was Good = Thumb Up.
APPENDIX 5 - VIDEO REVIEW
May be used where the technology is available.
RULES/PROCEDURE

1. A player may request a review of an Interference decision of Let, Stroke or No Let only, but may
not appeal any Marker calls. Each player has one review per game; if the original decision is
overruled, the player retains the review.

2. The player must clearly and immediately ask the Central Referee (CR) for a “Video Review,
please.”

3. The CR then states: “Video review, please, (player’s name), on the Yes, Let/No Let/Stroke
decision.”

4. The replays will be shown on the screens.

5. The decision of the Video Review Official, whose decision is final, will be displayed on the
screens.

6. The CR then states either: “Yes, Let/No Let/Stroke decision upheld, (player’s name) has no
review remaining”; or “Yes, Let/No Let/Stroke decision overruled, (player’s name) has 1 review
remaining.”

7. When the score reaches 10-all, each player will have only 1 further review available. Unused
reviews may not be carried over beyond the score of 10-all or into any following games. The CR
announces: “10-all, a player must win by 2 points. Each player has 1 review available.”

8. If a video review is unavailable because of technical difficulties, this will not count as a review
being used.

APPENDIX 6 - PROTECTIVE EYEWEAR
The WSF recommends that all squash players should wear protective eyewear, manufactured to

an appropriate National Standard, properly over the eyes at all times during play, including the
warmup.

Current National Standards for Racket Sport Eye Protection are published by the Canadian
Standards Association, the United States ASTM, Standards Australia/New Zealand and British
Standards Institution. It is the responsibility of the player to ensure that the quality of the product
worn is appropriate for the purpose.

Protective eyewear, meeting any of the above standards (or equivalent), is mandatory for all
doubles and junior events sanctioned by the WSF.
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DODATOK 7 — TECHNICKE SPECIFIKACIE
DODATOK 7.1
POPIS A ROZMERY KURTU PRE SQUASH (DVOJHRU)

POPIS

Squashovy kurt je obdiZnikovy priestor ohrani¢eny 4 stenami: prednou stenou, dvoma bo¢nymi

stenami a zadnou stenou. Ma rovnu podlahu a svetlu vySku nad priestorom kurtu.

ROZMERY

Dizka kurtu medzi prednou @ ZadNOU SEENOU .......eveeeeeeeeeeeeeeeeeeeeeeeeeeeeeeee e 9 750 mm

Sirka kurtu medzi DOENYMI SEENAMI «..vveeeeveeeeee ettt e e 6 400 mm

DI F=Y= (oY =1 - T PRIt 11 665 mm
Vyska spodného okraja Ciary na prednej stene nad podlahou ........ccccoeevvveenennes 4570 mm

Vyska spodného okraja Ciary na zadnej stene nad podlahou ..........cccccovvvieennns 2130 mm

Vyska spodného okraja Ciary podania na prednej stene nad podlahou .............. 1780 mm

Vyska horného okraja tinu nad podlahou .........cceeevveeeeeieiiiiiiiiiee e 480 mm
Vzdialenost od blizSieho okraja kratkej Ciary k zadnej stene .........ccccevvvveevveeenneen. 4260 mm
Vnutorny rozmer podavacich BOXOV .......cceuviiiiiiiiiiiiii i 1 600 mm
SIrka VEETKYCR CIAT w.uvivveieeteecee ettt ettt eas sttt et ee s eset e s s eeenens 50 mm
Minimalna svetla vyska nad podlahou Kurtu .........cooceviviieeeeniiiiiiiennee, 5640 mm
POZNAMKY

1. Ciary na bo¢nej stene st spojené s ¢iarou na prednej stene aj s ¢iarou na zadnej stene.

2. Poddvaci box je Stvorec tvoreny kratkou Ciarou, jednou bo¢nou stenou a dvomi dalSimi ¢iarami

vyznacenymi na podlahe.

3. Dizka, $irka a diagonala kurtu sa meria vo vy$ke 1000mm nad podlahou.

4. Odporuca sa, aby vSetky autové Ciary (Ciara na prednej stene, Ciara na bocnej stene, Ciara na
zadnej stene) a hornych 50mm tinu boli vytvarované tak, aby bol zmeneny odraz lopticky, ak ich

zasiahne.
5. Tin nesmie dosiahnut vac¢siu vzdialenost od prednej steny ako je 45 mm.

6. Odporuca sa aby dvere do kurtu boli v strede zadnej steny.

7. Vseobecna konfiguracia a rozmery kurtu, vratane vsetkych Ciar su znazornené na diagrame v

Dodatku 7.2.
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APPENDIX 7 - TECHNICAL SPECIFICATIONS

APPENDIX 7.1

DESCRIPTION AND DIMENSIONS OF A SINGLES COURT
DESCRIPTION

A squash court is a rectangular area bounded by 4 walls: the front wall, 2 side walls and the back
wall. It has a level floor and a clear height above the court area.

DIMENSIONS

Length of court between playing SUMfaces .......c.cccovvvvviniirieeeiiiee e 9750 mm
Width of court between playing SUMTACES .......eeeveeviiiiiiiiiiiiceeeeee e 6 400 mm
DI F=Y= (o1 - IO TP TR RORPPPP 11 665 mm
Height above floor to lower edge of front-wall [ine .......c.ccoeviviiiiiiiiiii e 4570 mm
Height above floor to lower edge of back-wall liN€ ........cccvveviiiiiiiiiiiieee 2130 mm
Height above floor to lower edge of service-line on front wall .......ccccoeevevirriveieiieiiennnnn. 1780 mm
Height above floor to upper edge Of tin ... 480 mm
Distance to nearest edge of short-line from back wall ..........ccccvveveeeiiiiiiiiiiiiiireeeeee, 4260 mm
Internal dimensions Of Service-boXes ...........eooiiiiiiiiiiiiiii e 1600 mm
WIiAEh OF @ll TINES ..ot e e e e 50 mm
Minimum clear height above the floor of the court .........cccovvvvveeieiiiiieeee 5640 mm
NOTES

1. The side-wall lines connect the front-wall line and the back-wall line.

2. The service-box is a square formed by the short-line, one side wall and two other lines marked
on the floor.

3. The length, width and diagonal of the court are measured at a height of 1000 mm above the
floor.

4. It is recommended that the front-wall line, side-wall lines, back- wall line and the top 50mm of

the tin be shaped so as to deflect any ball that strikes them.
5. The tin must not project from the front wall by more than 45 mm.
6. It is recommended that the door to the court be in the centre of the back wall.

7. The general configuration of a squash court, its dimensions and its markings are illustrated on
the diagram at Appendix 7.2.
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KONSTRUKCIA

Squashovy kurt moze byt vyrobeny z réznych materialov, za predpokladu, Ze majud vhodnu
charakteristiku odrazu lopticky a su pre hru bezpecné. WSF vydava Specifikacie squashového
kurtu, ktora obsahuje vsetky odporucané standardy. Narodné organizacie mézu vyzadovat, Ze pre
umoznenie sutazi musia byt splnené vietky Standardy WSF.

DODATOK 7.2

VSEOBECNA KONFIGURACIA MEDZINARODNEHO KURTU PRE DVOJHRU

(=5
cCiara prednej steny
SN =] — giara boénej steny
PREDNA STENA N
ciara zadnej
e BOENA STENA id
8 ciara podania
K-
AR N
b ~ 2 z o o
8\ board : @6‘& n@g popc?!mla E &
o‘é (?’( T . v-
g 2 X OQ\fa .S? :S? / stredova cmraJ } "
K o L £ ‘ -
5 b2 J ‘ff/ £ Stvrtina kurtu | G
@/ : pole
in © podania
(== I A
y, 5440 5(3% IECE:I 7427 2610 )"
G 9750 ( vnitomy rozmei? - »
VYSVETLIVKY:
FRONT WALL — predna stena SIDE WALL — bo¢na stena
BACK WALL — zadna stena QUARTER (COURT) — stvrtina (kurtu)
SERVICE BOX — podavaci box DOOR - dvere
FRONT WALL LINE — ¢iara na prednej stene SIDE WALL LINE — ¢iara na bocnej stene
BACK WALL LINE — ¢iara na zadnej stene SERVICE LINE — ¢iara podania
SHORT LINE — kratka ¢iara HALF COURT LINE — stredova Ciara

MINIMUM CLEAR HEIGHT — minimalna svetla vyska

NEAR SIDE WALL OMITTED FOR CLARITY — blizSia bo¢na stena (nie je kvoli prehladnosti
znazornena)

DIAGONALS FOR SINGLES — diagonaly pre dvojhru 11 665 mm
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CONSTRUCTION

A squash court may be constructed from various materials providing they have suitable ball
rebound characteristics and are safe for play; however, the WSF publishes a Squash Court
Specification which contains recommended standards. A National or Regional Governing Body may
require that the WSF standards must be met for competitive play.

APPENDIX 7.2

GENERAL CONFIGURATION OF THE INTERNATIONAL SINGLES COURT
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DIAGONALS FOR SINGLES 11665
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DODATOK 8 — SPECIFIKACIA SQUASHOVEJ LOPTICKY
1. STANDARDNA LOPTICKA S DVOMA ZLTYMI BODKAMI (zavodna lopticka)

Nasledujuce $pecifikacie su Standardom, ktory musi byt dodrzany podla pravidiel squashu pre
lopticku s dvoma Zltymi bodkami:

Priemer (v milimetroch) 40.0 + - 0.5
Vaha (v gramoch) 24.0 +- 1.0
Pevnost (v N/mm) pri23°C3.2+-0.4
Pevnost $vu (v N/mm) minimalne 6.0
Miera odrazu z 254 centimetrov pri teplote 23 °C minimalne 12%
Miera odrazu z 254 centimetrov pri teplote 45 °C 25% - 30%
2. STANDARDNA LOPTICKA S JEDNOU ZLTOU BODKOU (Lopticka pre klubovi hru)

Nasledujuce Specifikicie su Standardom, ktory musi byt dodrZzany podla pravidiel squashu pre
lopticku s jednou Zltou bodkou:

Priemer (v milimetroch) 40.0 + - 0.5

Vaha (v gramoch) 24.0 +- 1.0

Pevnost (v N/mm) pri23°C3.2+-0.4

Pevnost $vu (v N/mm) minimalne 6.0

Miera odrazu z 254 centimetrov pri teplote 23 °C minimalne 15%

Miera odrazu z 254 centimetrov pri teplote 45 °C 30% - 35%
POZNAMKY

1. Kompletny postup pre testovanie lopticiek podla tychto Specifikacii je k dispozicii u WSF. WSF na
vyZiadanie zabezpedi testovanie loptiCiek podla Standardnych postupov.

2. Pre rychlejsie alebo pomalsie lopticky (ako st vyssie Specifikované), ktoré mozu byt pouzivané
hraé¢mi s vys$simi alebo nizsimi schopnostami alebo v teplejsich alebo studensich podmienkach na
kurte, nie s stanovené Ziadne pevné Specifikacie. Rychlejsie lopticky mozu byt vyrabané s réznym
priemerom a vahou, ako su vysSie uvedené. Odporuca sa aby lopti¢ky mali trvalu farbu alebo
farebné oznacenie, ktoré oznacuje ich rychlost a kategériu poufZitia. TieZ sa odporuca, aby lopticky
pre zadiatoénikov a mierne pokrocilych spifiali nasledovné hodnoty miery odrazu:

Pre zaciatoCnikov:
Miera odrazu z 254 centimetrov pri teplote 23 °C minimalne 17%
Miera odrazu z 254 centimetrov pri teplote 45 °C 36% - 38%

Pre mierne pokrocilych hracov:
Miera odrazu z 254 centimetrov pri teplote 23 °C minimalne 15%

Miera odrazu z 254 centimetrov pri teplote 45 °C 33% - 36%
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APPENDIX 8 - SPECIFICATIONS OF SQUASH BALLS
1. A STANDARD DOUBLE YELLOW DOT (Competition) BALL

The following specification is the standard for a double yellow dot (Competition) ball to be used
under the Rules of Squash:

Diameter (millimetres) 40.0 + or - 0.5

Weight (grams) 24.0 + or - 1.0

Stiffness (N/mm) @ 23 degrees C. 3.2 +or-0.4

Seam Strength (N/mm) 6.0 minimum

Rebound Resilience - from 254 centimetres

@ 23 degrees C. 12% minimum @ 45 degrees C. 25% - 30%
2. A STANDARD SINGLE YELLOW DOT (Club) BALL

The following specification is the standard for a single yellow dot (Club) ball to be used under the
Rules of Squash:

Diameter (millimetres) 40.0 + or - 0.5

Weight (grams) 24.0 +or- 1.0

Stiffness (N/mm) @ 23 degrees C. 3.2 +or - 0.4

Seam Strength (N/mm) 6.0 minimum

Rebound Resilience - from 254 centimetres

@ 23 degrees C. 15% minimum @ 45 degrees C. 30% - 35%
NOTES

1. The full procedure for testing balls to the above specifications is available from the WSF. The
WSF will arrange for testing of balls under standard procedures if requested.

2. No specifications are set for faster or slower speeds of ball, which may be used by players of
greater or lesser ability or in court conditions which are hotter or colder than those used to
determine the Club and Competition specifications. Where faster speeds of ball are produced they
may vary from the diameter and weight in the above specifications. It is recommended that balls
bear a permanent colour code or marking to indicate their speed or category of usage. It is also
recommended that balls for beginners and improvers conform generally to the rebound resilience
figures below.

Beginner Rebound resilience @ 23 degrees C not less than 17%
Rebound resilience @ 45 degrees C 36% to 38%
Improver Rebound resilience @ 23 degrees C not less than 15%

Rebound resilience @ 45 degrees C 33% to 36%
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Specifikacia lopticiek ktoré aktudlne spifiaju tieto poziadavky je na poziadanie k dispozicii u WSF.
Rychlost lopticky mbze byt znazornena aj nasledujicim spésobom:

Velmi pomala — Dve ZIté bodky & Zelena bodka (pre vysoké nadmorské vysky)

Pomald — Jedna zIta bodka

Strednd — Cervena bodka (tato lopticka moZe mat priemer vacsi ako 40 mm)

Rychla — Modra bodka (tato lopticka moze mat priemer vacsi ako 40 mm)

3. Lopticky, ktoré su pozivané pre Majstrovstva sveta alebo sttaze podobnej Grovne, musia splfiat
vyssie uvedené standardné Specifikacie pre lopticku s dvomi Zltymi bodkami (lopticka pre sutaze).
Pre overenie vhodnosti nominovanych loptiCiek pre toto pouzitie mdze WSF pristupit k
dodatocnému subjektivnemu testovaniu s hra¢ mi prislusnej urovne.

4. Lopticky so Zltou bodkou s priemerom vacéim ako je 40.0 mm, ktoré ale spifiaju ostatné
poZiadavky, mozu byt pouZité na oficidlnych turnajoch schvalenych riadiacou organizéciou.

DODATOK 9 — ROZMERY SQUASHOVEJ RAKETY

ROZMERY
IMAXIMEAINA IZK 1..vivieieeicececeeceee ettt se ettt sene et enaseesans 686 mm
Maximalna Sirka, merana v pravom uhle K rlcke ........cccovviiieiiiniiiiieieee e 215 mm
MaxXimAING AIZKa STIUN .....veeeieeiecececece ettt sttt et 390 mm
Maximalna vypletend PlOCha ........oooiiiiie e 500 cm?
Minimalna Sirka rdému alebo s nim pevne spojené Casti (v rovine strdn) .........cccceeeuueee 7 mm
Maximalna vyska rdmu alebo pevne spojenej sucasti (kolmo k rovine strun) ............ 26 mm
Minimalny radius v akomkolvek bode vnutorného zakrivenia ramu .........cccccveeernnnee 50 mm

Minimalny radius zakrivenia akejkolvek hrany rdmu alebo pevne spojenej sucasti .....2 mm
HMOTNOST

MaXimAlINa NMOTNOST ....c.vviiieiiieceie et eert e et e e e b b e e eeaaeeeenees 255¢g

KONSTRUKCIA
a) Hlava rakety je definovana ako Cast rakety obsahujica alebo obopinajuca vypletenu plochu.

b) Vyplet a jeho zakonéenie musi byt zapustené do hlavy rakety alebo v pripade, Ze to jej material
alebo design neumozriuju, musi byt zakryty pevne pripojenym ochrannym pasom.

c) Ochranny pas musi byt vyrobeny z pruzného materialu, ktory nevytvara ani po silnejSom dotyku
rakety so stenou alebo podlahou ostré hrany.
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Specifications for balls currently fulfilling these requirements can be obtained from the WSF on
request.

The speed of balls may also be indicated as follows:
Super slow - Double Yellow Dot & Green Dot (high altitude ball)
Slow - Single Yellow Dot
Medium - Red Dot (this ball can be larger than 40mm diameter)
Fast - Blue Dot (this ball can be larger than 40mm diameter)

3. Balls which are used at World Championships or at similar standards of play must meet the
above specifications for the Standard Double Dot (Competition) ball. Additional subjective testing
may be carried out by the WSF with players of the identified standard to determine the suitability
of the nominated ball for Championship usage.

4. Yellow dot balls of a larger diameter than 40.0mm specified above, but which otherwise meet
the specification, may be authorised for use in tournaments by the official organising body.

APPENDIX 9 - DIMENSIONS OF A SQUASH RACKET

DIMENSIONS
MAXIMUM TENEEN ..ottt ettt saesbeeae s e s aebbenbesbesbesaesnseesaessensenn 686 mm
Maximum width, measured at right angles to the shaft........cccocveeiiviviviceccee e, 215 mm
Maximum 1€NZEH OF SEINES....cccci i s e b st see e s 390 mm
MaXiMUM STFUNE @I@@....c e iiieee ettt ettt ettt ettt e et ee st st e ea e sreese e seeaneeenneesaeens 500 sqg. cm

Minimum width of any frame or any structural member (measured in plane of strings).....7 mm

Maximum depth of any frame or other structural member (measured at right angles to plane of

STTINIES) e reettitieiee st ettt et et e e et e b e e e e she saeeas e b aeb e e r shesheentaebeeraesbeneehesheenseneerbenbenas 26 mm

Minimum radius of outside curvature of frame at any PoiNt.......cccceeveveevevrveecrecreerenee e, 50 mm

Minimum radius of curvature of any edge of frame or other structural member................ 2 mm
WEIGHT

MAXIMUM WEIBNT ... e ittt et e st st s s st e e e e e bbbt aes e st aes e e eeeneans 255gm
CONSTRUCTION

a) The head of the racket is defined as that part of the racket containing or surrounding the strung
area.

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

¢) The bumper strip must be made of a flexible material which cannot crease into sharp edges
following abrasive contact with the floor or walls.
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d) Ochranny pas ma byt z bieleho, ¢ireho alebo bezfarebného materialu. Ak vyrobca poufZije z
kozmetickych dévodov farebny ochranny pas, mal by preukazat dostatocnym spésobom WSF, Ze
pas nezanechava po kontakte so stenou alebo podlahou farebné stopy.

e) Ram rakety by mal byt vyrobeny z takého materidlu a farby, ktoré nebudu pri normalnej hre
zanechavat farebné stopy pri dotyku rakety so stenou alebo podlahou.

f) Vyplet ma byt z prirodného Creva, nylonu alebo podobného materialu, za predpokladu, Ze
nebude pouzity kov.

g) Su povolené len dve vrstvy vypletu, ktoré su vzajomne prepletené v miestach svojho skrizenia.
KriZenie strin by malo byt pravidelné, jednotné a malo by vytvarat jednotnd plochu hlavy rakety.

h) Akékolvek zariadenie na ochranu vypletu v rame, zariadenie k vymedzeniu vypletu, alebo dalsie
zariadenia spojené s akoukolvek ¢astou rakety by mali byt uréené vyhradne k zabraneniu alebo
obmedzeniu opotrebovania, namdahaniu alebo vibrovaniu vypletu a mali by mat primeranu velkost
a umiestnenie pre svoj Ucel. Nemali by byt spojené s vypletom v oblasti, kde je vaésinou trafena
lopticka.

i) Vnutri konstrukcie rakety by nemali byt Ziadne nevypletené cCasti, ktoré by umoznili priechod
objektu s priemerov va¢sim ako 50 mm.

j) Celd konstrukcia rakety vratane jej hlavy ma byt symetrickd podla osy prechadzajlcej stredom
rakety od hlavy k rucke pri pohlade na raketu.

k) O akejkolvek zmene v Specifikacii rakety sa bude informovat 2 roky pred vstupom tejto zmeny
do platnosti.

WSF rozhoduje vo vsetkych otazkach tykajucich sa rakiet a ich prototypov suvisiacich s vyssie
uvedenymi Specifikaciami alebo inych schvalenych alebo neschvalenych pravidiel pre hru a bude
vydavat usmernenia na pomoc pri vyklade vyssie uvedenych pravidiel.

DODATOK 10 — OBMEDZENIE KOUCOVANIA

Za koucovanie sa povazuje komunikacia, rada alebo instrukcia akéhokolvek druhu poskytnuta
hracovi akymkolvek spdsobom. Pocas zdpasu je kouCovanie povolené iba v intervaloch medzi
setmi.

Technoldgia pre analyzu hraca

Technoldgia pre analyzy hraca tak ako je tu detailne popisanad méze byt, ak je to mozné sucastou
vybavenia hracov pokial sa nadalej dodrziava Specifikdcia daného zariadenia. Akékolvek zariadenie
pripevnené na tele hra¢a musi podla potreby spifiat bezpeénostné a dalsie vyssie uvedené
pravidla.

Technoldgia pre analyzu hraca je zariadenie, ktoré méze vykonavat ktorukolvek z nasledujucich
funkcii tykajucich sa informacii o vykone hraca:

A. Nahravanie

Ukladanie

Prenos

Analyza

Komunikacia s hraCom akymkolvek spdsobom alebo prostriedkami

mOoOO®
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d) The bumper strip shall be of a white, colourless or unpigmented material. Where for cosmetic
reasons a manufacturer chooses to use a coloured bumper strip, then the manufacturer shall
demonstrate to the satisfaction of the WSF that this does not leave a coloured deposit on the
walls or floor of the court after contact.

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

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

g) Only two layers of strings shall be allowed and these shall be alternately interlaced or bonded
where they cross and the string pattern shall be generally uniform and form a single plane over
the racket head.

h) Any grommets, string spacers or other devices attached to any part of the racket shall be used
solely to limit or prevent wear and tear or vibration and be reasonable in size and placement for
such purpose. They shall not be attached to any part of the strings within the hitting area (defined
as the area formed by overlapping strings).

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

j) The total racket construction including the head shall be symmetrical about the centre of the
racket in a line drawn vertically through the head and shaft and when viewed face on.

k) All changes to the racket specification will be subject to a notice period of two years before
coming into force.

The WSF shall rule on the question of whether any racket or prototype complies with the above
specifications, or is otherwise approved or not approved for play and will issue guidelines to assist
in the interpretation of the above.

APPENDIX 10 — COACHING LIMITATIONS

Coaching is considered to be communication, advice or instruction of any kind and by any means
to a player, and during matches is only permitted in the intervals between games.

Player Analysis Technology

Player analysis technology as detailed here may be incorporated into the playing equipment of
players if it allows that the equipment specification to continue to be adhered to. Any equipment
affixed to the body of a player must fulfil safety and other Rules, as applicable.

Player analysis technology is equipment that may perform any of the following functions with
respect to player performance information:

A. Recording

B. Storing

C. Transmission

D. Analysis

E. Communication to player by any kind or means.
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Technoldgia pre analyzu hra¢a méze zaznamendvat a/alebo uchovavat informdacie pocas zapasu.
K takymto informdaciam nemdze mat hrac pocas zapasu pristup.

Vydané v decembri 2020:
World Squash Federation Ltd
25 Russell Street
Hastings
East Sussex TN34 1QU
United Kingdom
Telefon: +44 1424 447440
E-mail: wsf@worldsquash.org

Web: www.worldsquash.org
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Player analysis technology may record and/or store information during a match. Such information

may not be accessed by a player during a match.

Published December 2020 by:
World Squash Federation Ltd
25 Russell Street
Hastings
East Sussex TN34 1QU
United Kingdom
Telephone: +44 1424 447440
Email: wsf@worldsquash.org

Website: www.worldsquash.org
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