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1. [bookmark: _sd2zoglv6umi]Objectives and Principles
1.1. This league will be called Gloucestershire Pickleball League (GPL).
1.2. Its goal is to have competitive play between teams from Squads within our county and neighbouring counties.
1.3. Entry preference to participate in this league will be given to Squads who are located within the approximate Gloucestershire geographic boundaries and surround areas. 
1.4. Squads, Teams and Players need to be committed for the whole of the season.
1.5. There will be no official first aid provision at fixtures and players will enter this competition at their OWN risk. Oxstalls Leisure Centre will likely have first aiders on-site.
1.6. Players are required to follow the Pickleball England (PbE) code of conduct and to uphold PbE values.
1.7. Squads to complete 100% of scheduled matches.
1.8. The league director for the GPL 2026 will be Ian Walkley (admin & delivery), with some more volunteers in support (thank you!). 
1.9. If circumstances arise which are not covered by these GPL Rules or where they are open to interpretation, the GPL Director will clarify the ruling in this instance. 

2. [bookmark: _chz8b5dosj79]Definitions
For the purposes of these rules:
2.1. [bookmark: _gkzpd2npyfwu][bookmark: _oknrjtyc1asu]Squad is a group of players drawn from a Club or a Group of players otherwise formed. 
2.2. Team is a group of players selected from a Squad to play  in the league
2.3. Round is a day when all Teams will convene at a single venue to take part in GPL.  
2.4. Division is a group of 4 Teams who will play against each other.
2.5. Match is a series of games between 2 Teams within a Division.

3. [bookmark: _t8bzmknjvl0t]Ball and surface
The ball used throughout the GPL will be  the Franklin X40 outdoor ball. The surface for the GPL will be acrylic. The same type of ball and surface will be used for all Divisions and all Rounds. 

4. [bookmark: _dd3f7h73hqub]Number of teams and divisions
4.1. [bookmark: _f6kjo8rx7uwp]The leagues will be set up with teams in the appropriate divisions prior to round 1. The Teams will be split in half and teams will be seeded and will be sorted into upper and  lower Divisions. If a Squad has an A team and B team these will be split into separate halves. The GPL Director will facilitate as best as possible ensuring all teams are in the correct divisions. 
4.2. [bookmark: _rqe02qp88sqf]The GPL Director will determine the total number of Teams who will be invited to play in GPL.  At each Round teams will play in divisions of 4 teams, hence the number of Teams will be divisible by 4.
4.3. [bookmark: _1husoapdskzq]Notice of inclusion will be given as soon as possible before the commencement of the GPL season, once a deposit and all team members information and waivers are received
4.4. [bookmark: _nfbod66x3inv]There will be 4/5 divisions in the 2026 season. The top division will be called Division 1, and the remaining divisions will be called Division 2 through to Division 4/5. I am hoping that all divisions will be sponsored so may be renamed 

5. [bookmark: _d7aauyvfiww5][bookmark: _gflgbfbx2ej8]The Season and number of Rounds
5.1. The GPL season for 2026 will run from April 2026 through to June 2026.
5.2. The Venue will be at Oxstalls Leisure Centre, Gloucester, GL2 9DW
5.3. The dates for each round of the GPL are as follows:
· Round 1 – Sunday 26 April 
· Round 2 – Sunday 10 May 
· Round 3 – Sunday 17 May 
· Round 4 - Sunday 31 May 
· Round 5 - Sunday 07 June 
· Round 6 - Sunday 14 June 
· Round 7 - Sunday 21 June 
· Round 8 (Finals Evening) – Sunday 28 June
5.4. Each round commences at 5pm and will finish around 8pm. Schedules and Fixtures will be provided on the day. 

6. Eligibility - Squads and Teams
6.1. The GPL is a Squad competition open to Squads based in the United Kingdom.
6.2. If a Squad is able to enter more than one Team the total number of Teams able to play will ultimately be determined by the GPL Director based on the league size and overall demand from Teams 

7. Eligibility -- Players
7.1. squads must comprise players who are signed up to play for that Team/Teams.  
7.2. To be an Eligible Player, an individual player must:
7.2.1. be on Picklebook with a valid email and link their profile to DUPR (if available).
7.2.2. complete membership of Pickleball Gloucestershire on Picklebook.  (Free to join)
7.2.3. be a member of Pickleball England, register at https://www.pickleballengland.org/individual-membership. (free of charge to register)
7.2.4. advise their Captain when they have completed Picklebook admin, as Captains MUST ensure all players in their squad on Picklebook before each Round. Failure to do so will mean that the team will forfeit their games. 
7.2.5. be at least 18 years of age by the start of competition.
7.2.6. A player can’t play for more than one Squad in the GPL during the current league.
7.2.7. Whilst the GPL Director will monitor eligibility before any Match the ultimate responsibility for player eligibility rests with the player and the team captain.  
7.2.8. If any player is determined to be ineligible either during or after a Match then the games in which that player played will be forfeit and a score of 0-21 recorded.  
7.2.9. These eligibility rules are also intended to prevent ‘ringers’ being drafted in and ensure fairness to all. Poaching players from other Squads is not allowed as not in the spirit of the GPL as it is a Friendly competition. 
 
8. Context for the following Rules 9 through 12:  
For the enjoyment of all Players, squads and teams, and the practical running of a league it is important that every Round has a full roster of Players and Teams in attendance. If one Team is unable to play then at the very least it affects the other 3 Teams in their Division, but may then start to distort other Divisions in subsequent rounds through automatic demotion (see Rule 22).

The Rules 9 through 12 are intended to be as fair to all as possible whilst operating within this context.  Please bear this in mind as you read these specific rules. 

9. Eligibility – Playing for different Teams within the same Squad (playing-up/playing-down)
9.1. The GPL is a Squad and Team event. The league directors would ideally like Squad composition to be consistent throughout the whole competition to foster the necessary spirit, collaboration and commitment to each other, and the League as a whole.
9.2. Squads which have more than one Team in the League may in specific circumstances share their Eligible Players between Teams. These rules provide Squads with multiple teams greater flexibility with fielding teams.
9.3. A squad that has only one team arguably has greater flexibility because all members can effectively play for that team. 
9.4. An Eligible Player can only play for one Team in any given Round.
9.5. For Rounds 1-4, a player is allowed to play for any Team within their Squad. This provides flexibility for Squads and Teams as they develop their Teams early in the season. 
9.6. From Round 4 onwards, players must nominate which team they are playing for by means of their team captains submitting their final Teams to the GPL prior to Round 5
9.7. Captains are expected to act with integrity and ensure that players with greatest abilities are in the higher squads and that there is no gamesmanship.
9.8. From Round 4 onwards, a player may only “play up”. Players may not “play down”.  - “Playing up” is where a player has been nominated for a Team in a lower division and then plays for a Team in a higher division.  This is permitted.
9.9. A player can play up to a particular Team once “free of charge”.   If they play up to that same particular Team a second time, they are then “locked” into that higher team.
9.10. “Playing down” is where a player has been nominated for a Team in a higher division and plays for a Team that is in a lower division.  This is not permitted without the prior approval of a GPL director  whose decision will be final. GPL’s director should be minded to refuse but will consider the overall integrity of the league, the impact on any given Round and the frequency of such requests.
9.11. As Teams get promoted/demoted during the season higher and lower divisions are determined based on the current Round in question. 
9.12. Care needs to be exercised where Players are shared. If a Squad, Team or Player violates any part of this rule then games that the ineligible player took part in will be awarded as 21-0 walkover to the opposition. Similarly, if these rules are technically followed but blatantly abused and against the spirit of fair competition (in the opinion of the GPL Director) a walkover may be awarded (e.g. a DUPR 4.5 rated player nominated to play in the lowest division). 

10. Eligibility – Playing in the final Round of the season
10.1. A Player is only eligible to play in the final Round of the GPL for a Team if they have played for that same Team at least twice throughout the League. 
10.2. If a Squad, Team or Player violates any part of this rule then games that the ineligible player took part in will be awarded as 21-0 walkovers to the opposition. 

11. Team Squad sizes
11.1. It is up to the Squad to determine how many players they wish to include in a team.
11.2. These rules do not limit the number of players in a Squad.
11.3. Irrespective of the Squad size, Teams can only bring a maximum of 8 players from their Squad for each team to any Round of the GPL, however there must be at least 2 women and 2 men per team
11.4. Players can be added to a Squad throughout the season as new members join a Squad subject to Player eligibility rules (see Rule 7). Player additions must be notified to the GPL Director.

12. Squad Substitutions
[bookmark: _p1h0mnyhts4c]Under GPL Rules Squad sizes are unlimited and hence players can be added to Squads throughout the season; as such there are no GPL Rules around Squad substitutions.





13. Match format 
13.1. [bookmark: _mdnqknjh9aiv]Each team will consist of 2 women and 2 men as a minimum. Teams will compete with each other in their divisions over the course of the evening, playing a total of 3 matches. The order of games with a Match will be as follows: 
13.1.1. [bookmark: _4yvl60ybz2fi]Women’s doubles
13.1.2. [bookmark: _dz8ka44c7s36]Men’s doubles
13.1.3. [bookmark: _v1iueri8kuz6]1st Mixed doubles
13.1.4. [bookmark: _v11a7nc03fzj]2nd Mixed doubles
13.2. [bookmark: _tnn5mju4iux9]Games will be in a ‘badminton style’ rally scoring format (see Rule 18) and will be played to 21 points, win by 1 point.   
13.3. [bookmark: _b480m0l2dxf7]In the event of a 2-2 draw, a tie will be recorded. 
13.4. [bookmark: _cpvn1cvdemwb]Team captains can select 4 players from their entire Team on the day (out of up to 8 players) to play in any individual Match.   
13.5. [bookmark: _ug8peugdutsm]For the avoidance of doubt, once a game has started players cannot be replaced unless there is a serious injury that prevents a player from continuing. In this instance a substitute from the Team’s available players on the day can be used (see Rule 21). The injured player cannot play again that day – this is intended to prevent any possible gaming.

14. Deciding Division position
14.1. A Team’s final position in their Division will be defined by the number of individual game points the Team won.  There will be 1 point awarded for every game won. 
14.2. If there is a tie based on game points then divisional position will be decided by the points difference. If there is still a tie then position will ultimately be decided by the team who won the fixture between the teams. 
14.3. In summary the metrics to determine position are, in order of priority:

14.3.1. Game points won
14.3.2. Game points differential
14.3.3. Head-to-head result 

14.4. If in the unlikely event that there remains a tie in the Division after these 3 metrics, then the divisional position will be decided on the result of the first mixed doubles game between the tied teams.
15. Promotion / demotion
15.1. Promotion and demotion will be determined based on a Team’s final position in their Division.  
15.2. The top Team will be promoted and the bottom team demoted. The second and third Team in a Division will remain in that Division. The top Team in Division one and the bottom Team in the lowest Division will also remain in their respective Divisions. 
[bookmark: _d1q7g3l2wazi]
16. [bookmark: _e9lth8y3u8lj]Warming up

Both teams are allowed 3 minutes to warm up on court before the match starts, but no more than a minute in between games. 

17. [bookmark: _l8jihiejeycm]Deciding who serves
Before the start of every match, a coin toss must be carried out. The winner of the coin toss decides whether they wish to serve or choose which end. If they choose to serve, the other team can choose which end. If they choose which end, they will receive, and the other team will serve first.

18. [bookmark: _2y2i8ar5q0vs]Rally Scoring & Serving
18.1. [bookmark: _26p8nvjemtjb] ‘Badminton style’ rally scoring will apply. This is new for 2026 and follows feedback that players did not like having to serve and play on only one side of the court.
18.2. [bookmark: _m5uo62o102k7]Players are almost certainly familiar with rally scoring and points being scored on every rally. However ‘badminton style’ rally scoring varies by having servers change sides after each rally just as in regular scoring.
18.3. [bookmark: _d96fevqxjo88]The team who won the coin toss must start serving from the right-hand side of the court. 
18.4. [bookmark: _571l1n2a8s6]With the score starting at 0-0, the team who chose to serve will start serving from the right (team A).    
18.5. [bookmark: _8jboka83rpup]Throughout the game if the serving team’s score is an even number, then the serve will be from the right hand side. 
18.6. [bookmark: _lh5lrtbixlkc]Throughout the game if the serving team’s score is an odd number, then the serve will be from the left hand side. 
18.7. [bookmark: _iivv99yiir3c]If the first point is won by the serving team (team A), the score will now be 1-0. The serving player remains the same and switches side with their partner (as in normal scoring) and now serves from the left-hand side of the court (as the score is an odd number) 
18.8. [bookmark: _mfz1a0t06ii6]As long as the serving team (team A) keep winning the rally the server will remain the same and will simply switch sides from which to serve – serving from the right when their score is an even number and the left when it is an odd number.
18.9. [bookmark: _kke3m0uv97yr]Throughout this the receiving team (team B) do not change sides (as in normal scoring).
18.10. [bookmark: _cv8u57yg5fvn]When the serving team (team A) is leading 1-0, then the serve will be from the left-hand side of the court. If they lose that rally, the score will now be 1-1, and it is the turn of the opposing team (team B) to serve from the left-hand side (as the score is an odd number). 
18.11. [bookmark: _1u5rvljpy1sl]If team B loses the next rally the serve switches back to team A and the score will be 2-1.  As team A’s score is an even number the serve will be from the right-hand side of the court and will be served by the player in team A who has not yet served.
18.12. [bookmark: _6gr7pevp41ro]If team A loses the next rally then it is side-out, the score is now 2-2 and so team B will serve from the right-hand side of the court (as their score is an even number). The server will be the team B player standing on the right-hand side who has not yet served.
18.13. [bookmark: _ma5bqx5jy9ol]Badminton style rally scoring ensures that the serve passes between each player in turn after a side-out. Players just need to remember:
18.13.1. [bookmark: _2d4rclhh8bka]even score = serve from the right.
18.13.2. [bookmark: _iyv4idojesf]odd score = serve from the left.
18.14. [bookmark: _p0d0c6ol5oij]The first team who reaches 20 points, their scores will freeze. This means that the team can only win the game on their serve. For example, if the score for the serving team reaches 20-15, then the serving team who has 20 must win the final point on their serve to make it 21 points and win the game. If they fail to score a point, it will now be the opposition’s serve (16-20).
18.15. [bookmark: _s26vwdiepxi]The score will go through a 2nd freeze if the other team reaches 18 points. Now both teams can only score on their serve. For example, if the score is 18-20, the serving team with 18 must win the point on their serve to make it 19-20. If this is the case, then the serve will be from the left-hand side (as it is an odd score) and the server will move to that side. The winner is the team who reach 21 points first and win by 1 point.
18.16. [bookmark: _vmyavdbjr90a]If the score reaches 19–19, rally scoring continues until a team reaches 20. When the score becomes 20–19, both teams are immediately frozen. From that point onward, both teams play side-out scoring until a team reaches 21. The game-winning point must be scored by the serving team.
18.17. [bookmark: _d9f4m02oidwd]The winning point will always be served from the right hand side, but the server will not always be the player who started the game on the right-hand side. 
18.18. [bookmark: _1na8a95yc]If players choose to “stack” they must know what they are doing and be very careful of their court positions as they cannot rely on the score telling them where they should be. Incorrect positioning could lead to a serve violation and loss of a point.

19. [bookmark: _o6aqwbj4zot3][bookmark: _4dz29nt0vcgb]Changing ends
When the score reaches 11, the teams must change ends. Players must remember which side of the court they were on as they change ends.

20. Declaring mixed pairings
20.1. Mixed Pairings will be submitted by the team Captains on the provided slips ahead of the games . These will then be inserted onto the score sheet and played in the order as written.
20.2. If Mixed pairings are not submitted by the Captain of a Team, then this Team will have to write out their mixed pairings first. 

21. Injuries and Injury Substitutions during a Round
21.1. If a Player is injured during a game then a substitute player from the Team can be played. This rule is subject to:
21.1.1. The Injury Substitute must be a member of the same Team as the injured player and be the same gender.
21.1.2. The Injury Substitute cannot come from another Team of the same Squad playing in the same Round, irrespective of whether they are “playing up”.
21.1.3. The Injury Substitute cannot come from another Squad.
21.1.4. If the injury occurs in the first mixed doubles game of a match, the Injury Substitute cannot then go onto play in the second mixed doubles game of that match.
21.1.5. If the injury occurs in the second mixed doubles game of a match, the Injury Substitute cannot have already played in the first mixed doubles game of that match.
21.1.6. The injured player can take no further part in the current Round.
21.2. Team captains need to consider the risk of injury when selecting their Team for a Round as this rule strictly limits where a substitute can come from.

22. [bookmark: _s5wsl0wchkbh]Being ready to play, Walkovers and Penalties
22.1. It is the Team captains responsibility to ensure their players are ready to play. Players must be on court and ready to play within 5 minutes of the reasonable start time e.g. opponents who are ready to play on their designated court cannot be left hanging around indefinitely.  
22.2. If a Team fails to complete a game for any reason before it has started (e.g. players not ready/available), a 21-0 walkover in that game will be given to the opposition.   
22.3. If a Team fails to complete a game which has already started (e.g. player withdraws through injury and a substitution is not made) then their opponents will win the game 21-X, with X being the score of the withdrawing Team at the time the withdrawal happened. 
22.4. If an individual game is awarded as a walkover it is still possible for the rest of the Match to continue.
22.5. In instances where a walkover cannot be agreed between teams, the GPL Director will make the decision based on the best information and facts.
22.6. The GPL Director’s decision is final. 
22.7. In the event a match is not played which is outside of the control of both teams, each team will receive 2 game points and 0 points difference. 
22.8. [bookmark: _nkihc94q86tl]Players can only play in 1 of the mixed matches per match.
22.9. [bookmark: _sb2umj5jjd2c]If a Team does not turn up for a Round, the Team will automatically be relegated to the next lower Division.

23. [bookmark: _68pe27kznae1]Order of play
23.1. [bookmark: _qgw8fvnaou8a][bookmark: _2buespxn4j5w]For Round 1, the GPL Director will randomise the fixtures.
23.2. [bookmark: _oapnexlcxlqd][bookmark: _haijrkyjwbg6]From Round 2 onwards, the order of play will be decided by the previous Round finishing positions. 
23.3. Team 1 will be the Team demoted from the Division above in the previous Round.
23.4. [bookmark: _6mgp74ebnlfa]Team 2 will be the Team coming 2nd in the same Division in the previous Round.
23.5. [bookmark: _l9hyp7x4ccjg]Team 3 will be the Team coming 3rd in the same Division in the previous Round.
23.6. [bookmark: _6t3sfien99xk]Team 4 will be the Team promoted from the Division below in the previous Round.
24. [bookmark: _2pmoplcskprf]Time Outs
A 10 minute time out will only be permitted if a player is injured. In this scenario, you can carry out an immediate substitution from your Team on the day (see Rule 21). 

25. [bookmark: _69c7c5sk7o76]Submitting scores
[bookmark: _djxwxg9esfok]Scoresheets will be located by the side of the allocated courts for each Division. These must be completed at the end of each Match, signed by the Team Captains and submitted to the GPL admin team at their results desk. Changes to the score after submission will not be permitted even if both Team Captains agree – get it right first time.  It is the Team Captains responsibility to ensure the results on the score sheet are accurate and legible.
[bookmark: _28ibf3o6n51u][bookmark: _hkjeroyrrpif]
26. Questions 
If you have any questions about these rules please contact Ian Walkley GPL Director  in the first instance via glospickle@gmail.com or contact him via WhatsApp.
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