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Intramural Sports Program

VOLLEYBALL RULES

I. INTRAMURAL POLICIES AND PROCEDURES

(NOTE: Listed below is a synopsis of important Intramural Policies and Procedures. For a more detailed
explanation, please refer to the Intramural Sports Program Manager’s Manual, which can be found on our website at
www.recsports.umich.edu/intramurals.)

A.

1.

ROSTER AND ROSTER ADDITIONS

Team Sports. A team’sroster isformed throughout the regular season. All players participating in a
game must be listed on that game' s scorecard. The playerswho are listed will be entered onto that
team’ s roster and will appear on all future scorecards under that team’s name. The manager is
responsible for ensuring that each scorecard, including the printed roster, is complete and accurate
(i.e. all team members who participated in that game are listed on the scorecard). Names of
individuals can be added to the original rogter, prior to the new team member playing, by listing that
player’s name as well as hisgher ID number on the scorecard. A player must participatein at least one
regular season game to be eigible to participate in the playoffs.

ELIGIBILITY

Checking ID’s; Before a contest, event, or activity, all members of ateam shall present to the official
their pictured Student ID card. The official shall then verify the participant’ s identity and so note on
the scorecard. Those players listed on the scorecard and verified by an official are considered to have
participated in that contest. Should a participant arrive at the contest after it has started, the
participant assumes the responsbility to have his’her identity verified by the official during a stoppage
of play. Should a player not be verified by an official, that individual shall be considered an indigible
player.

Forgotten ID Policy: If aplayer forgets his or her ID, the following procedure will be followed:

a. Theplayer must present aform of pictured ID (i.e. state driver’ s license, state identification,
etc.) to the sport supervisor.

b. The sport supervisor shall complete an Intramural Forgotten 1D Form and give that form to the
participant.

C. Theparticipant shall present the completed Intramural Forgotten ID Form along with higher
ID to the game official for verification.

d. The player must comein the next working day between 9:00am and 4:30pm with their valid
student 1D to verify that they are an digible participant in the Intramural Sports Program.
Failure to do so shall result in aforfeit againgt the violating team.

Club Sport Membersand Intercollegiate Athletes. Teams may not play with any
Intercollegiate Volleyball player. Teams may play with a maximum of one individual whoison a
Club Volleyball team AND one Ex-Varsity Volleyball athlete. Check the IM Manager’s Manual for
more information regarding the definitions of a Club Sports member and Intercollegiate Athlete.
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C. FORFEITS:
1. A team not ready to play (or failing to appear) at the designated day, date, time, and location of the
scheduled contest will forfelt that contest.
2. In order to be credited for the forfeit “ win,” the team receiving the forfeit “ win” for the contest must
have the minimum number of required playersto start a game.
NOTE: Both teams are recommended to list the players present at the game sitein order to have those
players considered as having “ participated” in that game.
3. A team may waivetheright to forfeit and wait for the opposing team to arrive.
- If ateam decides to wait the 10 minutes for the opposing team to show they must wait the entire
10 minutes.
- If 10 minutes after the scheduled game time passes, and the minimum number of players required
to play for the opposing team has not arrived, the team present must accept the forfeit.
- Should the opposing team arrive before the 10-minute time limit, the contest shall be played. The
timelost shall not be made up.
- If ateam waives their right to awin by forfeit, and the match begins, that team cannot rescind their
decison and take the forfeit.
- If at gametime neither teams have the minimum number required to play the officials will wait 10
minutes to seeif either or both teams acquire enough participants to play or accept the forfeit.

D. SPORTSMANSHIP RATINGS
1.  Eachteamin each contest shall be rated by the officials. A team begins an intramural game or event
with atotal of 10 sportsmanship points. During the course of the contest, teams may lose points if
their behavior deteriorates. A contest will be terminated if the SRS Rating becomes zero or below.
2. Levd 1 Sportsmanship Infraction: For each Sportsmanship infraction ateam receives, one point will

be deducted.

3. Levd 2 Sportsmanship Penalty: For each Sportsmanship Penalty a team receives, three pointswill be
deducted.

4.  Leve 3 Sportsmanship Ejection: For each Sportsmanship Ejection ateam receives, seven points will
be deducted.

5.  Forfets: Forfeiting a contest shall result in a seven point deduction.

6. Playoffs. In order to be digible for the playoffs a team must have a SRS score of 31 or higher for the
regular season. If in any playoff game, including the Championship, should a team’ s actions cause that
team to receive a SRS rating of |ess than seven (7), the game will immediately be discontinued; the
opposing team will be declared the winner of the game; and the declared winner will advance to the
next round in the playoffs. The declared winner must not have a SRS rating of less than seven.

Level 1. Sportsmanship Infraction | ?Any verbal warning that addresses conduct
(1 point deduction)

Level 2: Sportsmanship Penalty ? Alcohol use by spectators

(3 point deduction) ? Spectator interference
Level 3: Sportsmanship Ejection ? Alcohal use by player
(7 point deduction) ?Physical contact with an official
?Fighting
? Intentionally injuring or attempting to injure an
opponent

? Threatening/Verbal abuse of an official
?Use of an indligible player

? Use of a suspended player

?Forfeiting a game
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[I. SPORT RULES
NOTE: The Official Rules of the National Federation of State High School Athletic Association apply to Intramural
contests except for the local modifications listed bel ow. Capies of the Official rules may be checked out at the Main
Office of the Intramural Sports Building. In addition, the Floor Supervisor will have a copy at all times.

A. THE GAME, COURT AND EQUIPMENT

1. Net placement shall be such that the height of the net, measured at the sddline, shall be 7 ft. 4 1/4
inches for women and 8 ft. for men and co-rec.

2. Cads, braces or supports (other than tape) on fingers, hands or arms are prohibited, even if padded.

3. Exposed jewdry and head decorations, except head and hair bands made of soft and pliable material,
are prohibited.

4. All non-playing team members, including coaches and managers, but excluding substitutes who arein
the process of reporting into a game, shall be seated no closer to the sideline than 6 feet.

B. THE TEAM, PLAYERS AND SUBSTITUTES

1.  Ateam shall conss of six playersin all matches; two are required to start a match.

NOTE: Intramural regulations allow for ateam to begin play with fewer than six playerson aside, or
use arotation system whereby players rotate outside the court and are not allowed to participate until
they rotate back within the court.

NOTE: Should ateam play with lessthan six players; a side-out is not issued againg the short-handed
team, asin National Federation rules. Instead, the team continues to rotate until a player rotates into
the serving position. For purposes of the rules regarding back-row play, the three playersto the

server’ sright (or remaining players, if there are less than four players on the team) in the serving
rotation shall be considered front-row players.

2. A match isthree gamesto 25 (rally score); or, a 55 minute time limit from the scheduled start of the
game. All three gameswill be played (time alowing). Should time expire, the team leading at the end
of the time limit wins the game.

a. Rally Scoring:
- A point shall be scored by the opponent each time a team commits a faullt.
- If the serving team winstherally, it scores a point and continuesto serve. If the receiving team
winstherally, it scores a point and gains the serve.

3. All three games will be played to 25 points (no cap) and ateam must win by two.

3. If al three games have not been played when the time limit expired, both teams shall be credited with a
win for the games that have not been played. Also, agamethat istied when the time limit expires shall
remain atie, and both teams shall be credited with awin for the tie game.

4.  Teamrecordswill be kept based on the total number of gameswon and lost (e.g. A team winning 2
and losing 1 game would have arecord of 2 and 1. In order to qualify for * A" playoffs, ateam will
have towin 5 out of the 9 possible games played in a season.)

5. Playoff matches consist of the winning of two out of three games. The 55 minutetimelimit isnot in
effect for the playoffs. During semi-final and fina playoffs, each team will be allowed one 30-second
time out per game. Unused time outs cannot be carried over to the next game.

6.  For thefirst game of a match, the choice of serve or playing area shall be decided by a coin toss by the
referee between the designated captains of each team. For subsequent games, teems shall change
playing areas and alternate serves. Teams shall not rotate on ther first service in each game. There
will be a coin toss to determine service/court for all third gamesin matches.

7. A playing captain shall be designated by each team and thisisthe only player who may communicate
with officials. If this player isreplaced by a substitute, another player must be designated as captain
who shall remain as such until the original playing captain returnsto the game.

8.  Thenumber of substitutionsis unlimited. The substitute, when beckoned on by the official during a
dead ball, shall take the position of the player whom he/sheisreplacing. No change shall be madein
the relative positions of other players when a substitution is made.
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C. DEFINITIONS
1. LiveBdl: Alivebal isonein play, from the moment the ball is contacted for the serve until a dead
ball occurs.

2. Contacts:
a.  Simultaneous contact--Touches of the ball made at the same instant.
b. Successive contact--Two separate touches of the ball by one player with no interrupting touch

by a different player between the two touches.

3. Fouls
a. Afoul isafalureto play as permitted by the rules.

1) A double foul occurs when players on the opposing teams commit rule infractions
at the same instant.

2) A foot fault occurs when a player makes a play while stepping on or beyond aline
which defines an area in which that particular player's movement is restricted or
prohibited, or when the server while in the act of serving stepson or over aline
indicating the serving area.

3) A net foul occurs when a player interferes with an opponent, illegally touches the
net or net supports, contacts the referee's platform or illegally reaches over the net
during alive ball.

4.  Hits
a. A lega hit iscontact with the ball by a player's body above and including the waist which does
not allow the ball to vishly come to rest even momentarily. Legal hitsinclude:

1) blocking--a play close to the net in which a player(s) contacts the ball higher than
the top of the net in order to prevent the ball from crossing the net, to return it
immediately or deflect its downward motion. No downward arm or hand mation is
permitted if contact is made while the ball is completely on the opponent’s side of

the net.

2) setting--a play in which the ball is hit up into the air so another player can get into
position to hit the ball.

3) spiking--a play in which the ball is hit forcibly into the opponent's court from
above the top of the net.

b. A lega serveiscontact with the ball to initiate play in which the ball is hit by one or both
hands, fists or arms of the server while the ball is held, bounced, or after it has been tossed up
into the air or dropped by the server. The serve must be initiated within five seconds after the
refereds signal to begin service. Failureto hit the ball constitutesan illegal serve.

5. Out-of-Bounds includes:

a. thewall, floor or objects and officials on the floor outside the court;

b. theceling or objects suspended from the celling beyond the vertical plane of the net, and it’s
out-of-bounds extension; and the net outside the vertical tape markers and the net antennas.

c. any part of aball touching a boundary line or vertical tape marker is not out-of-bounds. If a
ball is contacted or caught by a player before landing out-of-bounds, it is not out-of-bounds.

6. Replay: A replayistheact of putting the ball in play (other than at the start of the game) without
awarding a point and/or without a servicerotation. Any time aforeign object (i.e. ball from another
court) enters the proximity of the playing area a replay will be called.

7. Overhead Obstruction: Overhead obstructions are those which are attached to the celling, or are
attached to the wall but extend over the court.

D. THE SERVICE:
1.  Theservice dternates when thereisafoul by the serving team and the ball shall be awarded to the
opponent who shall rotate clockwise one position (except for thefirst service). Failuretodosoisan
out of turn service, resulting in loss of serve and point.
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2. Theteam not serving first in the previous game of a match shall servefirs in the next game.

3.  Faluretohit the ball for the serve after swinging at it for an apparent serve constitutes an illegal serve.
Server will serve only after referee gives higher signal to serve. Serving before the signal constitutes
anillegal serve.

4.  Itisunnecessary delay if the server does not contact the ball for the serve within five seconds after the
referegs signal to begin service. Failure to serve within five seconds after the refereg's sgnal
condtitutes an illegal serve.

5. Theserver shal serve from within the serving area and shall not touch the lines bounding this area or
the floor outside this area at the instant the ball is hit for the serve. The server's body may be in the air
over or beyond the lines bounding the serving area.

6. A served ball isdead if it:

a. passes under the net or touches the floor on the server's sde of the net,

b. touchesone of the server's teammates,

c. crossesthe net entirdy outside the vertical tape markers or not entirdy within the net antennas
or lands out-of-bounds.

d. touchesthe celling or any obstruction (exception: court 3 and 4, low guideline wire, serve will
be replayed),

e. iscontacted by the server out of serving position,

f. ishitillegaly or before the referee has signaled to begin service.

Theball isliveif it contacts the net and passes over (let serve), asin the normal course of play.

If the server does not serve the toss of the serve s(he) may let the ball drop to the floor or catch the ball

and tossit again. This second tossis only allowed once per serve attempt (not per side-out asin high

schoal rules)

9. ltisillegal to attack or to block an opponent’s serve.

10. A servicemay be set provided it is set legally.

E. GENERAL PLAY

1. Front line players and back line players (while positioned behind the spiking line), may hit the ball from
any position inside the court above or below the top of the net. They may play the ball while positioned
outsde the sdelines or endlines of their areas but not while positioned across the center line or the out-
of-bounds extension of the center line.

2. A backline player shall nat participate in the action of the block or return aball any part of which is
higher than the net whenever that player isin aposition (a) on or in front of the spiking line or its out-
of-bounds extension; or (b) in the air having left the floor on or in front of the spiking line or its
extension.

3. A player shall not play the ball twice in succession unlessthereis:

a. smultaneous contact by teammates (considered one play);
b. smultaneous contact by opponents or
C. successive plays by blocker(s).

4. A team shall not play the ball more than three times before it crosses the net to enter the opponent's
playing area except () when there is smultaneous contact by opponents, or (b) thefirst contact is an
action to block when, in both (a) and (b), the team's next play is consdered itsfirst.

5. Successive contacts by one player shall not be permitted except, (a) on a ball which rebounds from one
part of a player's body to another (excluding forearm or hand to forearm or hand) in one attempt to
save a hard driven spiked ball not already touched by ateammate; or (b) by a player in one attempt to
block.

6. Abalisdeadif it:

a. iscompletely across the plane of the net, having passed entiredly outside the vertical tape
marker,

b. passes completey under the net,

c. lands out-of-bounds,

d. contactsthe ceiling or overhead obstruction and is not legally played next by the offending
team,

© N
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becomes motionless on an overhead obstruction,

touches the floor,

touches the player below thewal s,

iswhistled dead by the official for any reason.

7. When awall or obstacle within six feet of a boundary line may interfere with a player's legitimate
effort to play the ball, the referee shall stop play and direct areplay.

8. A ball griking the ceiling or an overhead obstruction shall remain in play provided the ball contacts the
celling or obstruction on the side of the net extended occupied by the team which played last and
provided the ball islegally played next by the same team.

9. A player isconsidered out-of-boundsif he or she steps onto another court on which amatch isbeing
played. A point or sde-out is awarded to the opposing team.

oK@ @

F. NET PLAY:

1.  Contacting the net or any part of it, including net supports or the net antennas whilethe ball isin play
is prohibited, unless the force of the ball by an opponent pushes the net or its supportsinto the player.

2. Contacting the refereg's platform, whether attached to the net or free standing, is not permitted and is
considered a net foul.

3. Reaching over the net is permitted only during: (a) a follow-through of a hit made on the player's own
sdeor (b) an attempted block.

4. A player shall not contact a ball which is completely on the opponent’s side of the net unless the
contact isalegal block.

5. A player may touch the floor across the center line or its out-of-bounds extension with one or both feet
aslong as a part of the foot (feet) remain(s) on or above the center line and the player does not interfere
with the play of an opponent. Contacting the floor across the center line or its out-of-bounds extension
with any other part of the body isillegal.

6.  Any part of aplayer's body may bein the air below the net and beyond the center line. A player may
reach under the net to retrieve a ball that isin play by that player's team.

7. ltisinterferenceif aplayer: (a) makes contact with an opponent which interferes with an opponent's
legitimate effort to play the ball; or (b) makesintentional contact with a ball which the opponent has
caused to pass partially under the net and is attempting to play again.

Recovering a ball hit into the net shall be permitted.

A ball is consdered to have crossed the net when: (@) it has passed entirely over the net; (b) it is partly

over the net and contacted by an opponent; or (C) it is not over the net but is contacted by a blocker.

10. Successive plays of the ball by a player whose first play was one attempt to block shall be permitted.
The next play shall count asthefirst of three hits allowed this player's team.

11.  When smultaneous contact of the ball is made by opponents, the player on the opposite side of the net
from which the ball falls shall be considered the player to have touched the ball last. The other player
may participate in the next play and the smultaneous contact shall not count as one of the three hits
allowed that team.

12. A bal smultaneocudy held by opposing playersis a double foul and replayed.

© ©

G. ENFORCEMENT OF RULES:
1. Illlegal aignment will be called when thereis:
a. intentional screening by players on the serving team to obstruct their opponent’s view of the
server.
b. overlapping by players other than the server at the moment the ball is contacted for the serve.
(No overlapping is allowed front-to-back or side-to-side until after the ball is contacted for the
serve).
c. positioning, at the moment the ball is contacted for the serve, of any player, other than the
server, outside the boundaries of the playing area.
2. Afoot fault occurs when:
a. theserver isnot properly positioned within the serving ares,
b. thecenter line or its out-of-bounds extension isillegally crossed,
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c. aback line player who is positioned on or in front of the spiking line or its out-of-bounds

extension, returns the ball any part of which is higher than the top of the net.

3. A double hit occurs when a player illegally contacts the ball twice in succession beforetheball is

returned over the net to its opponents playing area.

4.  Four hits occur when ateam illegally contacts the ball more than three times before the ball is returned

over the net to its opponents playing area.

5. A net foul occurs when:

a. thenet or net supports areillegally touched,
b. aplayer contactsthe referee's platform,

c. aplayer illegally reaches over the net,

d. thereisinterference by a player.

H. CO-RECREATION VOLLEYBALL RULES
All University of Michigan Intramural volleyball ruleswill be in effect except for the following

modifications:

1.  Therewill besix players per team.
These are acceptable combinations.

Male Players Female Players
3 3
3 2
2 3
2 2
2 1
1 2
1 1

2. Two men cannot occupy adjacent position on the floor, unless by necessity due to a majority of male

players.
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