
Augustana University Spikeball Rules 

1. Spikeball is played using rally scoring.  

a. Game is played to 25 points, win by 2 and cap at 27.  

2. Teams are allowed one 30 second timeout per match 

a. The rally ends and a point is awarded when  

i. The ball contacts the ground or otherwise isn’t returned to the net within 3 

touches.  

ii. The ball is hit directly into the rim at any time, including on a serve.  

iii. The ball bounces and falls back onto the net or rim.  

iv. The ball clearly roll across the net 

3. Determine a serving order which alternates players from the two teams.  

a. Order must stay the same between the match.  

4. The server sets their position first.  

a. The receiver can set up anywhere they want. 

5. All players except the server must begin the point at least 6 feet from the net.  

6. Serves may be struck with any amount of force; short serves are allowed.  

7. Once the serve strikes the ball, players may move anywhere they chose.  

8. If the receiving player wins the point, the next designated player serves according to the initial 

sequence. Otherwise, the server switches places with their partner and serves to the other 

member of the receiving team.  

9. If a server commits two faults, the other team is awarded Violation of any of the following is a 

fault: 

a. The server must announce the score before serving to ensure opposing team is ready. 

b. The ball must travel at least four inches from the servers hand before it is hit.  

c. If the server tosses the ball he must hit it.  

i. Dropping, catching, or swinging at and missing a toss counts as a fault. 

d. The server’s feet must be completely behind the service line. If drawn, or 6 feet from 

the net when the ball is hit.  

e. The ball must be hit at least six feet from the net when the ball is hit.  

f. The ball must be hit at least six feet from the net. The server may not lean, fall or toss 

the ball, as to strike it closer to the net. 

g. The server may take one pivot step or direct approach steps, but may not move laterally 

beyond a pivot or change directions during approach.  

h. The server may contact the ball with one foot airborne, but that foot must contact the 

ground at least 6 feet from the net before further movement. 

i. Serves may not pass higher than the receiver’s upwardly extended hand. 

i. If the receiver can catch the ball without jumping, it is playable. If not, the 

receiving team may say “fault” before the next touch or ground contact to signal 

a fault, or they may elect to continue play. 

j. The serve should come cleanly off the net. 

i. If the ball takes an unpredictable bounce (commonly called a pocket) and/or 

hits the net but then rolls into the rim and off (commonly called a roll-up), the 

receiving team may say “fault” before the next touch or ground contact, or they 

may continue play. 



10. If the ball hits near the server’s side of the net (commonly called a near-net), it typically bounces 

low and hard without an unpredictable change of direction. This is a legal serve. 

11. If the serve misses the net, hits the rim directly, or bounces and lands back on the net or rim, 

the receiving team wins the point. 


