Elizabethtown College Intramural Volleyball Rules and Regulations
ALL GAMES IN WHICH A TEAM CANNOT PLAY AS SCHEDULED WILL BE CONSIDERED A FORFEIT.  ANY TEAM WITH 3 OR MORE FORFEITS CANNOT MAKE PLAYOFFS.  Wait until the game is scheduled to start not 15 minutes earlier if basketball is going on.
1. Responsibilities and Duties of Captains

Captains are responsible and expected to check his or her email daily.  Captains will be send schedules, rosters, and any changes through email.  All materials will also be available in public folder faithm or luadlettad.  If a team does not show up because they did not receive an email, it will be considered a forfeit and will not be rescheduled.  The intramural bulletin board will also be kept up to date and a website is in the process of being built.
Captains are expected to distribute rosters, schedules, and any other important information to his or her team.

2. Rights and Duties of Players and Team

ALL PLAYERS MUST BRING THEIR STUDENT I.D.’S TO EVERY GAME TO BE CHECKED.  Teams should arrive at least 15 minutes before the start time to maximize playing time.

Teams must set-up or take down the nets on the court they play on.  Take down the nets without tangling them up.  Teams in the first game of the night should arrive at least 15 minutes early to allot for ample playing time.

There will be a scorekeeper and referee to make the calls.  No arguing with the refs.
The floors captain is the only player who may address the referee and shall be the team’s spokesperson.

The captain may make requests for time-outs when the ball is dead.  Each team is allowed two 30-second time-outs per game.

The following misconducts are subject to sanction:  addressing the officials concerning their decisions.  Making profane or vulgar remarks to the officials, opponents, or spectators.  Shouting, yelling, or crossing the vertical plane of the net in an attempt to distract an opponent who is playing or attempting the play the ball.

Offenses by players or other team members may result in warning, expulsion, or disqualification.  Disqualified players must leave the gym for the rest of the night and contact and Intramural Director prior to participating in another game

3. Playing Area

The ceiling, walls, and court dividers are out of play.

A player cannot enter an adjacent court to play the ball.

4. The Teams

The players’ Equipment: jewelry is not allowed, for safety reasons.  Medical or religious medals must be removed from chains or taped/sewn under the uniform.  Hair barrettes are permitted to secure hair.
Sweatbands or bandanas worn as sweatbands are permitted: However, hats and other bandanas are not permitted.  A guard, cast, or brace made of hard and unyielding leather, plastic, or pliable plastic, or metal, or any other hard substance even though covered with foam padding is not permitted on the finger, hand wrist, forearms, or elbow.

5. Team Composition

Rosters may have maximum of 15 players.  No players may be added to the roster after it is distributed.

Teams must be prepared to start at the scheduled match time or risk forfeit.  A team shall consist of six players and have a minimum of four players to start.
If only four players are available, the person in the serving position is considered the only person in the back row.

6. Substitutions

Player substitution may be made when the ball is dead, upon making the request to the referee.

A team is allowed an unlimited number of subs on a player-for-player basis, as long as the starter and substitute replace each other in the same locations during the game.
When using an open substitution, as each player reaches a certain position, he/she is replaced by a waiting teammate (this is usually done at the serving position).

7. The Game

Matches will consist of two out of three games to 25 points rally scoring, must win by two.  Matches will last a maximum of 45 minutes.  The team that is winning at the end of the 45 minutes will be declared the winner.  No games shall exceed 30 points, in the event of a 29-29 tie; the first team to reach 30 will win the game.

The server has 5 seconds to serve, or the team loses the serve.

You cannot block a serve.
Players may interchange positions to pass or block, only after the serve.

All passes must be clearly hit, not thrown, lifted or change of direction allowed by a double hit.

No player may reach over to touch the net, or step over the centerline.
After each game, and at 8 points in the third game, the teams will switch sides.

Each team is allowed a maximum of three successive contacts of the ball in order to return the ball to the opponent’s area.
Rally scoring definition- a point will be scored on every play.  When the receiving team commits a fault, a point is awarded to the serving team.  When the serving team commits a fault, the receiving team is awarded a point.
7.10 No back row attacks.  A back row attack is a person who crosses over the 10       foot line before hitting the ball.

8. Serving 
Each serve must be put into play by hitting the ball underhand or overhand over the net into the opponent’s court by a player in the serving area, without hitting the net.

The player serving must not step on or over the end line until after the ball is contacted on the serve.

Players must stay in serving order.  Players may switch after service provided they return to their original positions after each point.
The team not serving first in the game shall serve first in the second game.

Any questions or concerns may be addresses to Coach Faith at faithm@etown.edu ext. 1981 or Dan Lauletta at lauletted@etown.edu.
