
 

 

Intramural Sports | Volleyball Rules 

Please consult the Intramural Sports Participant Handbook for the complete list of Intramural Sports 

policies. 

Location 

• Games will be played at the Sanderson Center Main Courts 1-2 located at 225 Bailey Howell 

Drive.  

• Please give yourself plenty of time to park and get to your games ahead of schedule. Remember 

all team members must be signed in and ready to play to avoid a forfeit.  

Schedule 

• If your team is unable to make a game be sure to contact the Competitive Sports Office no later 

than 3:00pm the day of the game by emailing the Competitive Sports Office 

• Team schedules can be found via their respective team pages on FusionPlay 

Eligibility  

• Please reference the Intramural Sports Participant Handbook for player eligibility guidelines.  

• All rostered participants must show a valid Mississippi State issued ID and be checked in with 

Competitive Sports Staff prior to game time and being allowed to play.  

• Participants may check-in with Competitive Sports Staff once the gates are unlocked for the night 

of contests (at any point before their scheduled game time).  

• Club Sports Policy: 

o On Intramural Sports Teams that play 4 participants or less, no more than 1 Club Sports 

Member for the sport that most closely resembles the intramural sport may be added to 

the roster and play.  

o On Intramural Sports Teams that play 5-8 participants, no more than 2 Club Sports 

Members for the sport that most closely resembles the intramural sport may be added to 

the roster and play.  

o On Intramural Sports Teams that play 9 or more participants, no more than 1 Club Sports 

Member for the sport that most closely resembles the intramural sport may be added to 

the roster and play.  

Concussion Protocol  

• If a concussion is suspected, participants of Intramural Sports Leagues and Single-Day Events 

should complete the Concussion Protocol Questionnaire with Competitive Sports Staff prior to 

returning to the game(s). 

Participation 



a) Proper identification must be presented to check in. Proper identification is a government-issued 

photo ID. 

b) Roster: Each player’s name must appear on the roster before he/she enters a game.  

a. Any player disqualified from a contest will be removed from that game and can still play 

in next contest. 

b. Any player ejected from a game is automatically suspended from all intramural activities 

pending a meeting with the appropriate intramural staff member. 

c. Intramural staff retain the authority to require an ejected player to leave the facility. Any 

player instructed to leave must do so immediately. 

c) Protest Procedure: Judgment calls may not be protested. If a team wants to protest a rule 

interpretation, the protest must be made immediately at the time of the questionable incident. 

Notify the official. The clock will stop while a protest is being filed.  

d) Eligibility: The eligibility of all players is the responsibility of team captains and the individual 

players. Refer to the intramural handbook for details. 

e) Blood Rule: Players who sustain an injury causing an open wound will be required to leave the 

game. A player may not re-enter the contest until the flow of bodily fluids is stopped and the 

wound covered. 

f) Jewelry: Participants are not permitted to wear any jewelry. Jewelry cannot be covered with 

band-aids, clothing, or other  

g) Medical Alert Bracelets –Permitted, must be taped flush with the skin and may be visible.  

h) Casts/splints: Not allowed under any circumstances. Knee braces with exposed metal, hard 

plastic, or metal hinges must be covered with padding or foam at least ¼ inch thick.  

i) Religious Headwear: In the event a participant may not expose his/her uncovered head, the 

intramural supervisor may approve a covering or wrap which is not abrasive, hard or dangerous to 

any other player and which is attached in such a way that it is highly unlikely to come off during 

play. This stipulation applies only to religious headwear to cover the head and does not apply to 

any necklaces/rings/ earrings/ bracelets or any other form of jewelry.  

a. Elastic headbands and hair control devices without metal, hard plastic, or bandanas 

without knots are permitted. Hard items, including, but not limited to, beads, barrettes 

and bobby pins are prohibited. Other head decorations or headwear are not allowed.  

j) Equipment: If the team does not have the same or similar color, ALL team members MUST 

wear jerseys provided by the Department of Recreational Sports. A shirt (must have the sleeves 

attached) must be worn under the jerseys provided by the Department of Recreational Sports, or 

the player will not be allowed to play. If a team has its own jerseys with numbers, the numbers 

must be whole numbers, no more than 2 digits, and the jerseys must be of the SAME/SIMILAR 

color. 

a. If eyeglasses are worn, they must be unbreakable. Each player is responsible for the 

safety of own glasses. 

b. Any slippery substance of a foreign nature on equipment, clothing, or an exposed part of 

the body is illegal. 

c. Players may wear a knit or stocking cap (no caps with bills) and/or soft, pliable, non -

abrasive gloves.  

d. Bandanas with a knot are not permitted. 

e. Footwear: Indoors – all players must wear athletic shoes with non-marking court soles. 

Hard soled shoes of any kind will not be permitted. Outdoors – all players must wear 

athletic shoes. Metal cleats, spikes, or toe cleats will not be permitted. Five finger shoes 

are not considered athletic shoes. 



f. Pants – Participants are encouraged to wear athletic style shorts or pants.  

g. All equipment decisions made by the intramural staff or Rec Sports medic on duty shall 

be final 

The Game 

• Number of Players 

a. All teams will consist of six (6) players. Teams must have a minimum of four (4) players 

on the court to start and continue a match.  

• Each match will consist of the best two (2) out of three (3) games. The first team scoring twenty -

five (25) points (win by 2 or a 27-point cap) will be declared the winner. If a third and deciding 

game is required, this game shall be played to fifteen (15) points (win by 2 or a 17-point cap). 

• Rally scoring will be used in all games. It is not necessary for a team to be serving to win the 

game. 

• Substitutes 

a. Substitution of players is made when the ball is dead, on request of a player to an official.  

Substitutions are unlimited, but when re-entering play, players must maintain the original 

serving order during each set and re-enter in the same spot in the serving rotation. 

• Timeouts 

a. Two 60-second timeouts per team per match. 

• Grace Period 

a. If at game time a team is not ready for play, a grace period of up to 10 minutes will be 

automatically enacted. The game clock will run through the grace period. (Ready for play 

means dressed, on the field, & signed in). 

b. Penalties: 

 

 

 

Starting the Game 

• A coin will be tossed for the choice of playing area or service for the first and third sets of the 

match. The winner of the toss chooses either: 

o Select to serve or receive the first ball, or 

o Side of court on which to start the game. 

o The other team takes the remaining alternative. 

• The team not serving first in the first game shall serve to start the second game. The teams shall 

change sides of the court for the second game. Teams shall not change sides of the court in the 

middle of the third game. 

•  In the event of a third game of the match, a second coin toss will determine the choice of first 

serve or side. 

Playing the Ball  

• Service: The service is the act of putting the ball into play by the player in the right back position 

who hits the ball with one hand (open or closed) or any part of one arm in an effort to direct the 

Minutes Late Penalty Conduct Score 

0:00 – 9:59 Minutes Awarded 1 point per minute Max 3.0 

10 minutes Forfeit 0-10 Max 2.0 



ball into the opponent’s area. The serving area will be any point behind the end line (excluding 

the end line) between the two sidelines.  

o The server shall have 5 seconds after the official’s ready-for-play whistle in which to 

release or toss the ball for service.  

o If after releasing or tossing the ball for service, the server catches the ball or allows the 

ball to fall to the floor without being hit or contacted, the service effort shall be canceled, 

and a reserve directed. However, the official will not allow the game to be delayed in this 

manner more than once during a service attempt.  

o If the ball is served before the official’s whistle and signal, the serve shall be canceled 

and a re-serve directed. The official will not allow a player to delay the game in this 

manner more than once during a service attempt. 

•  A team shall continue to serve until a side-out and point are awarded to the opponent or the game 

ends.  

• The serve alternates to the opponent when a side-out and point is awarded to the opponent.  

• A served ball is a service fault and becomes a dead ball when:  

o The ball passes under the net.  

o The ball touches one of the server’s teammates.  

o The ball touches the floor on the server’s side of the net.  

o The ball does not cross the net entirely between the net antennas or lands out of bounds.  

o The ball touches the ceiling or any obstruction.  

NOTE: The ball may touch the net while crossing it on a serve. 

• It is illegal for the receiving team to block a serve or spike a serve.  

• Each team is limited to a maximum of 3 hits on its side of the net to get the ball successfully over 

the net. Lifting, carrying the ball, and underhand slapping of the ball are illegal hits and shall 

result in a point and side-out to the opponent. When the team’s first contact is simultaneous 

contact by opponents or an action to block, the next contact is considered the team’s first hit.  

• If any part of the ball contacts the boundary lines, the ball is considered in.  

•  Legal contact is a touch of the ball by a player that does not allow the ball to visibly come to rest 

or involve prolonged contact with a player’s body.  

• Simultaneous Contacts: This involves more than one contact of the ball made at the same 

instant. 

o When one player contacts the ball with two or more parts of the body at the same instant, 

it is permitted and considered one hit (except for a block which does not count as a hit). 

ii. When teammates contact the ball at the same instant, it is permitted and considered 

one hit (except a block which does not count as a hit). Any player may make the next hit.  

• When opposing players contact the ball at the same instant, 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 simultaneous contact shall not count as a hit.  

• The ball will be out-of-bounds if it touches any part of the walls. A ball striking the ceiling or an 

overhead obstruction above a playable area shall remain in play, provided that the ball contacts 

the ceiling or obstruction on the side of the net that is occupied by the team that last played the 

ball, and the ball is legally played next by the same team. 

• Kicking: Playing the ball with extremities below the waist is legal.  

• Dinks: One handed placement or redirection of the ball with the fingers is a fault. When 

contacting the ball with one hand, other than for setting the ball toward a teammate, the ball must 



be cleanly hit with the heel or palm of the hand (a “roll shot”), with straight, locked fingertips (a 

“cobra”), knurled fingers or with the back of the hand from the wrist to the knuckles.  

Play at the Net  

• A player shall not contact any part of the net or its supports while the ball is in play. If a player 

inadvertently touches the official’s platform or net supports (other than rope cable) it is not a foul. 

When the ball is driven into the net so that it causes the net or its supports to contact an opposing 

player or players, it is not a foul if the opposing player(s) did not contact the net by their own 

impetus.  

• A ball may be played from the net provided that a team still has at least one of its three hits 

remaining.  

• When returning the ball to the opponent’s side of the net, a player may follow through over the 

net, providing he/she first contacts the ball on his/her own side of the net. A player shall not 

contact a ball that is completely on the opponent’s side of the  net unless the contact is a legal 

block.  

• Blocking a ball that is completely on the opponent’s side of the net is permitted when the 

opposing team has had an opportunity to complete its attack. The attack is considered complete 

when:  

o The attacking team has completed its three allowable hits.  

o The attacking team has had the opportunity to spike the ball, or in the official’s judgment, 

directs the ball with intent to return it to the opponent’s court.  

o The ball is falling near the net, and, in the official’s judgment, no member of the 

attacking team could make a play on the ball.  

• A ball may touch the net within the sideline markers when crossing the net to enter the 

opponent’s playing area.  

• A ball may be attacked, excluding a served ball, when it has partially crossed the net.  

• Center Line: A player may touch the floor across the center line with one or both feet/hands 

provide that a part of the foot/feet or hand/hands remains on or above the center line. Contacting 

the floor across the center line with any other part of the body is illegal.  

• There is interference by a player who makes:  

o Contact with an opponent that interferes with the opponent’s legitimate effort to play the 

ball.  

o Intentional contact with a ball that the opponent has caused to pass partially under the net 

and the opponent is attempting to play it again.  

• Penalty for Illegal Net Play: A point and side-out awarded to the opponent.  

• Successive Contacts: Successive contacts of the ball are two or more separate attempts to play 

the ball by one player with no interrupting contact by a different player between the two plays. A 

player shall not make successive contacts of the ball unless there is:  

o Simultaneous contact by teammates.  

o Simultaneous contact by opposing players.  

o Successive contacts by a player whose first contact is a block (then the second contact 

shall count as the first hit by the player’s team).  

• Multiple Contacts: Multiple contacts of the ball are more than one contact by a player during 

one attempt to play the ball. Multiple contacts are permitted only:  

o When the ball rebounds from one part of the player’s body to one or more other legal 

parts in one attempt to block.  



o On any first team hit, whether or not the ball is touched by the block.  

Positions & Rotations 

• Players’ Positions: At the moment the ball is contacted by the server, each team must be within 

its own court (except the server). Players are free to position themselves anywhere within the 

court. There are no positional faults.  

• Rotations: There are no rotational faults. Players are free to position themselves anywhere within 

the court. Players need only serve in the proper order. 

Playoffs  

• In order to be eligible for playoffs:  

o Teams must maintain at least a 3.66 team sportsmanship rating throughout the season. 

o Teams must maintain a winning percentage of .500 or better to qualify for playoffs . 

Sportsmanship Policy 

Sportsmanship is assessed by the Referee crew.  

5.0 - Superior 

• Demonstrates outward enthusiasm and courtesy toward other teams and players.  

4.0 - Good 

• Respectful and pleasant behavior; no warnings needed. 

3.0 - Average 

• Acceptable behavior overall, with minor issues from individual participants. Verbal warnings are 

given and respected; no unsportsmanlike conduct violations. 

2.0 - Poor 

• Limited control over unsportsmanlike behavior, with multiple violations but no ejections.  

1.0 - Unacceptable 

• No control over unsportsmanlike behavior, resulting in at least one ejection.  

 

Further questions can be directed to competitive@saffairs.msstate.edu. 

 

 

 

 

 


