Union University Intramurals

4x4 Sand Volleyball

A. The Game

1.  Each game will consist of four players on the court at one time.


2.  The object of each team is to be the first to score twenty one points in a game                                                       

 
     and to win the best two out of three games.


3.  The team to take two of three games wins the match.


4.  Each team will have one time out per match - not per game.

5.  Captains are responsible for their teams.


6.  If the match reaches a third game, the game will be played to fifteen points.


7.  Teams will switch sides each time the total number of points scored is a                                   


     multiple of ten.  As well as after every game. 

            8.  Teams must win by two or be the first to reach twenty five.

B.  The Court

1.  All games are played on campus.

C.  The Players

1.  A team is made up of four players.

2.  A team must field at least three players to begin the match.


3.  Players may not be added to a team roster after the roster has been submitted.

D.  Rally Point Scoring System

1.  You win a rally when a team fails to serve properly, return the ball or commits 


     any other fault, the opposing team wins the rally with one of the following 


     happening: a. the serving team scores a point and continues to serve. or B. the 


     the receiving team scores a point and gains the right to serve.

E.  Rules and Regulations


1.  Receiving:  All serves must be played with a pass (bump), the 


     same with a spike.  A player cannot set a spike or serve.


2.  Serving:  The serve must be struck in order to place it into play.  Lifting the 


     serve will be considered a fault and loss of serve.  The serve must take place 

     after the referee has blown the whistle.  A player cannot block or attack the

     serve.  A let serve is a good serve.  That means if the ball makes contact with 

     the net and travels over the net on the serve it is in play and must be played 

     before it touches the ground.

3.  Setting:  the ball cannot come into contact with the palms of the hand during 


     the set.  This will be considered a carry.  There is to be no slapping (two

                 hands) of the ball for any reason.  The set must come off the hands of the setter  

                 cleanly.  One hand sets are not allowed.

4.  Spiking:  A spike is a ball struck with force or pace.  A dink or a ball punched 


      with a fist is not considered a spike and can be set by the opposing team.


5.  Blocking:  is the action of player(s) close to the net to deflect the ball coming 


     from the opponent while reaching above the height of the net.  A blocking 


     contact is not counted as a teams contact.  The blocking team will have three 


     contacts after a blocking contact.  The first contact after the block may be 


     executed by any player, including the player who touched the ball at the block.


     In blocking, the player may place his/her hands and arms beyond the net 

                 provided that action does not interfere with the opponent’s play.  The player is      

                 not permitted to touch the ball beyond the net until the opponent has made an 


     attack hit.  (Attack hits are all actions directing the ball toward the 


     opponents playing area, except the acts of serving and blocking.)

6.  Dinks:  When contacting the ball with one hand the ball must be cleanly hit.  


     No open handed dinks are aloud.  You must contact the ball with the heel or 

                 palm of the hand (roll shot only), with straight locked together fingertips 

                 (cobra), knurled fingers (camel toe) or with the back of the hand.  One handed 


     placement or redirection of the ball with the fingers (open handed tip shot)


     is a fault.  


7.  Rotation faults:  There are no rotational faults in 4v4 sand volleyball.  


     You may play the same position for as long as you want.  However you must

                 keep the same serving order throughout the entire game.


8.  Other:  Shouting, yelling, or stomping feet in such a manner as to distract an 


     opponent who is playing, or attempting to play a ball will result in an 


     automatic dead ball.  Continued distraction will result in said player being 


     suspended from the rest of the contest plus the next match.  At no time may a

                 player touch the net, this too is an automatic dead ball.           

