PFIZER-ZOETIS COED RECREATIONAL VOLLEYBALL 

LEAGUE RULESPRIVATE 


THE RECREATIONAL VOLLEYBALL LEAGUE RESERVES THE RIGHT TO MAKE ANY REVISIONS CONSIDERED TO BE IN THE BEST INTERESTS OF THE LEAGUE AT ANY TIME.

A.
NATURE OF PROGRAM

The Pfizer Recreational Volleyball League's purpose is to encourage colleague camaraderie and fitness.  Being intra-mural in nature, our activities are only intended to involve current or former Pfizer colleagues, contractors and family.  Tournaments (local, state, regional, national, etc.) are beyond the objectives of our program.

B.
ELIGIBILITY
Players must be current or former Pfizer or Zoetis colleagues, contractors or family members.  Family members must be 21 years of age or older.  Pfizer & Zoetis colleagues include part-time, Co‑op, temporary and summer students.
C.
TEAMS
1. There will be no more than six players per team on the floor during a game.  A team will consist of three males and three females (more than three females are acceptable unless one of them is taller than 6’ 3”).  A team will have no more than three males on the court at any time.  Rotation must be set in such a way as to maintain that pattern, even when more than six players attend.  
2. Non-roster players may be added to the "team roster" by the team captain at any time.  All participants must have signed the league waiver before playing.
3. Any transfer of players between teams will be made with the mutual agreement of the team captains.

4. Players with bleeding or open wounds will be required to leave the game until the bleeding is stopped and the wound is bandaged.   Bloody clothing must also be changed before returning to the game.  The game will continue while the player is absent or a substitution may be made.  

 D.
SUBSTITUTES
1. Rotation of players on the official team roster is not considered substitution.  While only six players are required for a legal team.  Teams may field more than six players for a match.  Because this is a recreational league, all players fielded for a night's match must play as a part of a regular rotation.  (Such as, rotating out of the front line and then back in to serve.) 

2. A Team Substitute is an individual who appears on the team and whom the team captain calls when short of "regular" players.

E.
GAME TIME
1. First service will be determined by a coin toss or other method and then will alternate.

2. A 5-minute structured warm-up will precede play and start at the scheduled match time.  Play starts at 5 minutes past the scheduled match time.  The captains will agree on warm up time when appropriate.

3. A team will have ten minutes from the scheduled starting time to field a legal team (NLT 4 players, and no more than 3 males on the court at any given time.)  After ten minutes has elapsed they forfeit the first game.  After an additional ten minutes they forfeit the second game, and so on.

4. If a team decides to concede the match (all three games), they may do so at any time.  If a captain knows that they will not be able to field a team on a given night, they should contact the opposing team’s captain as soon as possible to determine whether the teams want to scrimmage or cancel the match.

5. No match will be played with less than five players unless the opposing team captain waives the minimum requirement prior to the start of the first game.  

6. If a player becomes injured during the course of a match and there are no extra team players available to replace the injured player, minimum requirements can be waived at the mutual agreement of both team captains.

7. If the third game is not complete by the end of the hour as determined by cell phone time, the team ahead at that time wins that game (even if only up by one point); if tied at that time, one additional point will be played to determine the winner.  This rule is intended to assure each match is able to start on time; this rule can be waived at the mutual agreement of the team captains of both teams playing and of both teams following if applicable.
8. If the league is not playing due to bad weather the captains will be notified by 3:00 PM or as soon as known.
  F.
PLAYER CONDUCT

1.
Captains are responsible for their players' conduct.

2.
The captains have the authority to eject players from the match.  Reasons for ejection may include un-sportsman like conduct, fighting with other players, and abusive language.

A. Any player ejected from the match will be suspended for the next match their team plays.  During the suspension, the player will not be allowed to attend ANY league matches.

B. On the second incident in which a player is ejected from a match, it will be the decision of the Volleyball Committee to decide whether or not this player should be allowed to return to the league for that volleyball season.  The Volleyball Committee will consist of:

1. League Secretary(s)

2. The two captains involved during the ejection

C. Any deliberate attempt to destroy property will lead to immediate one week suspension and review by the Volleyball Committee as to whether or not that player should be allowed to return to the league for that volleyball season.

G.
MATCH AND LEAGUE STANDINGS


A match consists of three games.  The first team to score 21 points by at least a two-point margin wins the game.  A forfeited game is scored 21-0.  League standings will be based on a team's win-loss record.

I.
PLAYING RULES AND REGULATIONS

1.
Official volleyball rules will be observed unless modified herein.


2.
A ball may be played off the ceiling or structural beams provided it hits and comes back on the same side of the net of the team playing the ball.  All walls and backboards are out of play.


3.
One timeout per game will be allowed for each team.

J.
GENERAL RULES


THE NET


A.
Player contact with the net is a foul.  Breaking the plane of the net is not a foul on the follow-through after a spike -- as long as there is no contact with the net.  A block OF AN ATTACK may break the plane of the net. A player is not allowed to attack the ball that’s completely on the opposite side of the net.



B. 
A player may not completely cross the center line under the net during or after play. 



THE SERVE
A. All players, during the service, must be positioned within the court.  The server must be within the designated serving area.

B. At the time of the serve, no back row player may be positioned forward of the ten-foot line and/ or nearer the net than a front line player.

C. Back row players may rotate to the front after the serve.  Back row players can block, but they cannot spike unless they leave the floor completely behind the 10-foot line.

D. A serve that hits the net and falls in bounds on the receiving side will be in play.  

E. It is acceptable to set off the serve.
F. Given the nature of the gym and goal of the league, foot faults will not be awarded a point; if a server is stepping completely over the line or repeatedly having an issue this should be discussed by the two captains.
G. Digs that bounce off any part of the body are legal (including feet). 


THE BLOCK

A. BLOCKING OR ATTACKING A SERVED BALL IS PROHIBITED.
B. Players may block with hands and arms over the net before an attack hit (spike) providing there is no contact with the ball until after the spike.  Immediately after the attack, blockers may contact the ball in an effort to prevent it from crossing the net.  A block does not count as a hit if a defensive player deflects a spike and it continues on into his or her team's court; the defensive team still has three hits.
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