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RULE ONE: THE GAME, COURT, PLAYERS 
Section One:  General Provisions 
A. Eligibility 

1. This activity will be conducted according to the eligibility rules set forth in the Intramural Sports 
Participant Guide. 

2. All participants must present their own Winthrop photo identification card (Winthrop ID) to the Sport 
Supervisor at the playing site prior to participating in each Intramural Sports contest. Sport Programs 
will not accept any other form of identification (i.e., driver’s license, passport, social media profile 
photos, etc.). Players without a Winthrop-issued ID will not be permitted to play.   

3. The participation by an ineligible player will subject the offending team to forfeiture of the contest 
and possible removal from the league.   

B. Players 
1. The game shall be played between two teams of four (4) players each. 
2. A team may begin a game with a minimum of three (3) players. 
3. A team may have a maximum of eight (8) players on the roster.  Players who have not participated 

may be removed from the team roster prior to the roster freeze date (see IMLeagues).  
4. The jurisdiction of the Sport Programs staff begins when a team or player enters the facility and ends 

when the team or player leaves the property.  During this time, participants are expected to treat all 
Sport Programs staff, opponents and Recreational Services property with respect.   

5. The use of alcohol and/or tobacco is strictly prohibited. 
C.  Sportsmanship Rating 

1. Participants and spectators are expected to demonstrate positive sportsmanship towards other teams 
and staff members at all times.  At the conclusion of each game, teams will be assigned a 
sportsmanship rating that reflects the team’s overall conduct for that night. 

2. In order to be eligible for the playoffs, a team must have a sportsmanship rating average 
of at least 3.00 at the conclusion of the regular season.   

3. During the playoffs, teams who receive a sportsmanship rating below three (3) will be placed on 
probation.  A second rating below three (3) during the same playoffs will result in forfeiture for the 
offending team. 

 
A four (4) is given when the team cooperates fully with the Sport Programs staff and the opponent. If 
necessary, the team captain speaks calmly with Sport Programs staff regarding questions or rule 
interpretations. 
 
A three (3) is given when the team displays a few lapses in sportsmanship but receives no 
unsportsmanlike conduct penalties. The captain remains in control of the team at all times without being 
prompted by staff. 
   
A two (2) is given when the team displays somewhat frequent lapses in sportsmanship, and the team 
captain does very little to assist in alleviating the problem. This is the highest sportsmanship rating a team 
can receive after being assessed an unsportsmanlike conduct penalty. 
 
A one (1) is given when the team receives one ejection and/or multiple unsportsmanlike conduct penalties. 
The team captain has little or no control over the team, is part of the problem and/or is unwilling to work 
with staff. This is the rating a team receives for a game ended due to unsportsmanlike conduct penalties 
alone. 
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A zero (0) is given when the team is completely uncooperative and behaves in a way that violates 
Winthrop University regulations. The team shows a blatant disregard for the policies and rules of 
Recreational Services. Teams receiving this rating will be ineligible to compete until meeting with the 
Assistant Director, Sport Programs to discuss the incident. 
 
Section Two:  Court 
A. The Playing Area 

1. The playing area shall be 50 feet in length and 25 feet in width, divided into two equal sections. 
 

Section Three:  Equipment 
A. Official Ball 

1. The official ball shall be a regulation, leather outdoor volleyball, provided by Sport Programs.   
B. Players 

1. Players are prohibited from wearing shoes while playing. 
2. Players must remove all jewelry prior to participation, including (but not limited to) piercings, 

watches, necklaces and bracelets. 
3. Protective equipment may be worn by any player at all times. However, it must be worn properly. 

Padding must cover splints, braces and/or casts. 
4. The Sport Programs staff may prohibit the use of any equipment that may perceptibly affect the 

game, compromise the safety of participants or fans or enhance a player’s performance 
5. The Sport Programs staff may prohibit the use of any type of protective equipment that presents 

considerable risk to the safety of other players. 
6. Equipment that includes computers, electric components or mechanical devices shall be declared 

illegal. 
 

RULE TWO:  SCORING, GAMEPLAY 
Section One:  Scoring 
A. Keeping Score 

1. Teams will play until one team has won two (2) games.  
2. Each of the first two games will utilize rally scoring and be played to 21 (win by two).  If the game 

continues past 21 points, the first team to reach 25 should be declared the winner. 
3. If a third game is needed to decide a winner, the game will be played to 15. 
4. Captains should report the score of each game to the Sport Supervisor prior to beginning the next 

game. 
B. Grace Period 

1. If a team cannot field the number of players required to participate at match time, the opposing 
captain will be given the choice to either apply the grace period or receive a win by forfeit.   

2. Should a captain choose to apply the grace period, the Sport Programs staff will wait to begin the 
game for up to 10 minutes.  If after 10 minutes a team still cannot field the number of players 
required to participate, a forfeit is declared. 

 
Section Two:  Gameplay 
A. Contacts 

1. On contact, the ball may touch any part of a player’s body. 
2. Services may contact the net, as long as they cross over the net and land between the boundaries. 
3. Players are permitted to break the centerline underneath the net as long as it does not interfere with 

other players.  Contact with the net is not permitted. 
B. Services 
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1. Players who are serving must do so from behind the backline and within the sidelines. 
2. Teams are not required to rotate positions.  However, servers must rotate and continue to serve in 

the same order throughout the match. 
C. Faults 

1. The following plays are faults and should result in a point for the opposing team. 
a. Fourth Touch 
b. Catch 
c. Double Contact 

 
Section Three:  Substitutions 
A. Substitutes 

1. Prior to the start of each game in a match, teams must announce their substitutes. 
a. If a team is playing short-handed, the player may step on to the court in the open spot during the 

next dead ball period. 
b. In a CoRec match, males may only substitute for males, and females may only substitute for 

females.   
c. In the case of a team playing short-handed, the player stepping on must not be the third male or 

female on the court for his/her team. 
2. In contests where substitutes are utilized, teams must follow a continuous substitution pattern. 

a. Substitutes may only enter at the service position when a team rotates service. 
b. Players do not need to rotate positions, but teams MUST rotate serving order. 

3. Penalties for any illegal substitutions may include unnecessary delay infractions and sportsmanship 
deductions. 

 
RULE FOUR:  PROTESTS 
Section One:  Protests 
A. Types 

1. Misinterpretation of a rule.  The protest must be made before play continues or before the Sport 
Programs staff leaves the playing area. 

2. Illegal player or players.  The protest must be made while the players are still in the game and before 
the Sport Programs staff leaves the playing area. 

3. Ineligible player.  The protest must be made within 24 hours of the end of the game.  The Sport 
Programs staff will rule on the protest. 

B. Procedures 
1. Team captains must initiate protests.  The Sport Programs staff on site, including the Intramural 

Sports Officials and Sport Supervisors, will determine the next action to take place. 
 

 

 


