CHAMPAIGN-COUNTY CHURCH SPORTS LEAGUE
2009 CO-REC VOLLEYBALL RULES

Chapter One: Facilities and Equipment

. Playing Area: The playing court is a rectangle measuring 18ne®ers (59 feet x 29 feet, 6 inches).

An attack line drawn 3 meters (9 feet, 10 inchegkifrom the center line, marks the front zone.

1.1.Lines drawn on the floor are considered to be “Idlich that any ball hitting a line will be
considered to be “IN”.

. Net and PostsThe height of the net shall be 2.24 meters (7 #&18 inches).

. Balls: Regulation volleyballs will be used for all CCCSalieyball games.

Chapter Two: Participants

. Teams

4.1. Teams do not need to be comprised wholly of paj@m the same church, even if a specific

church is chosen as the team name.

4.2.A roster restricts players to participation on ttegm only (in CCCSL play), unless (a)
otherwise arranged with the league officers, ompibked up as extra player (see section 13,
“borrowing”).

4.3.Captains may add players to their roster up tdabietwo league matches of the season. When
this occurs, each new player must sign his/her rtartiee insurance waiver prior to play.

4.4.A complete team shall consist of 6 players on thetc Games shall not be started with less
than 4 players on either team. A maximum of 3 m@nallowed on the court at any time. A
team may opt to play with more women than men wttiame, but the rotation must be set at the
start of the game and two men may not be nextdb ether in the rotation (unless there are only
2 women on the court.)

4.5.Each team must submit a team roster/insurance wikm@ signed by each player (or their legal
guardian if player is under 18 years of age). Tosder must be turned in before the first game.

4.6.There is no “Libero” position player in this leagu

. Captain

5.1. Prior to the match, both captains will identify thgelves and their teams to the opposite coach.

5.2.During the match, the captain is responsible foclallenges and is the only one who can make
them.

5.3. At the end of the match, both captains are resp®r informing the league officer of the
final scores from the match.

Chapter Three: Playing Format

. To Score a Point, To Win a Set and the Match
6.1.To Score a Point
6.1.1. Point — A team scores a point
6.1.1.1.by successfully grounding the ball on the opporsgecturt;
6.1.1.2.when the opponent team commits a fault;
6.1.1.3.when the opponent team receives a penalty.



6.1.2. Fault
A team commits a fault by making a playing actiontcary to the rules (or by violating
them in some other way).
6.1.2.1.If two or more faults are committed successivehly the first one is counted.
6.1.2.2.If two or more faults are committed by opponemsuttaneously, a DOUBLE
FAULT is called and the rally is replayed.
6.1.3. Consequences of winning a rally
A rally is the sequence of playing actions from th@ment of the service hit by the server
until the ball is out of play.
6.1.3.1.if the serving team wins a rally, it scores a paind continues to serve;
6.1.3.2.if the receiving team wins a rally,-t-sceres-apandit must serve next.
6.2.To Win a Set
A set is won by the team which first scofiés25 points with a minimum lead of two points. In
the case of 44-1424-24 tie, play is continued until a two-point lead cheeved (26242725
o)
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6.4. Default and Incomplete Team
6.4.1. A team must have minimum of 4 players to play acimat
6.4.2. GAME TIME IS FORFEIT TIME: After a forfeit of the first set is declared, 10
minutes will be allowed before a forfeit of the sed set will be declared with another 10
minutes before a forfeit of the third set is deethr The result of forfeited sets is 0-15.
6.4.3. BORROWED PLAYERS
6.4.3.1To reduce the number of forfeits, short-handed sérm., with less than 2 men and 2
women) may “borrow” anyone present who may wisplay. Any such “borrowed”
player must have signed an insurance waiver poipidy.
6.4.3.2A minimum of 2 players listed on a team’s roster mquired to be present for that
team to be eligible to borrow players.
6.4.3.3A team may borrow a maximum of 3 extra players,rbay not field more than 5
people. Binding examples are (this is not an estiagilist):
6.4.3.3.1. a single-player team may not borrow — that teamt fiauikeit.
6.4.3.3.2. a 2-player team may borrow and field up to 3 others
6.4.3.3.3. a 3-player team may borrow and field up to 2 others
6.4.3.3.4. ateam of 4 men+1 woman can pick up 1 female ONid field only 5 on
the court (! man may sub-in)
6.4.3.3.5. ateam of 5 men +0 women may borrow 2 females ONirid, field only 5 on
the court (2 men may sub-in)
6.4.3.4Should a team begin play with borrowed playerat dny time during the match
other “regulars” arrive late, these regulars weplace any borrowed players at the
next opportunity to sub-in (assuming the new afsiage ready to begin play)
6.4.3.4.1. Regular players will sub in accordance with leaguigstitution rules (sect.
4.5).
6.4.3.4.2. The borrowed players will not be allowed to sulbgéitback into the game.
7. Structure of Play
7.1.The home team is identified on the schedule. Tdmenteam captain (or his/her designee) leads
the opening prayer. The visiting team captainh{sther designee) leads the closing prayer after
the match.



7.1.1. The home team captain has the choice of EITHER:
7.1.1.1the right to serve or to receive the service
7.1.1.20R the side of the court.
7.1.2. The visiting captain takes the remaining choice.
7.2.Warm-up Session:If the previous teams are finished playing, ttene may warm-up for 5
minutes prior to the start of their match. Eadmntenay occupy one side of the court. If either
team wishes to hit over the net, they must get gsion from the other team.
7.3. Team Starting Line-up

7.3.1. As stated in Rules 4.4 and 6.4.3, the startinguim@ptimally consists of 6 players (three
men and three women). The team’s starting lin@djeates the rotational order of the
players on the court. This order must be mainththeoughout the set.

7.4. Positions: At the moment the ball is hit by the server, eaant must be positioned within its
own court in the rotational order (except for teever).

7.4.1. The positions of the players are numbered as faliow

7.4.1.1.The three players along the net are front-roweagynd occupy positions 4 (front-
left), 3 (front-center) and 2 (front-right).

7.4.1.2The other three are back-row players occupyingtioosi 5 (back-left), 6 (back-
center) and 1 (back-right).

7.4.2. After the service hit, they players may move aroand occupy any position on their
court, and the free zone.

7.5.Position Fault:

7.5.1. The team commits a positional fault, if any plajgenot in his/her correct position a the
moment the ball is hit by the server.

7.5.2. A positional fault leads to the following conseqoest

7.5.2.1.the team is sanctioned with loss of rally;
7.5.2.2.the players’ positions are rectified.
7.6.Rotation

7.6.1. Rotational order is determined by the team’s stgriine-up, and controlled with the
service order, and players’ positions, throughbatdet.

7.6.2. When the receiving team has gained the right teeséts players rotate one position
clockwise: the player in position 2 rotates to poril to serve, the player in position 1
rotates to position 6, etc.

7.7.Rotation Fault:

7.7.1. A rotation fault is committed when the SERVICE & made according to the rotational
order. It leads to the following consequences:

7.7.1.1the team is sanctioned with the loss of rally;
7.7.1.2.the players’ rotational order is rectified.

Chapter Four: Playing Actions

. States of Play

8.1.BALL IN PLAY: The ball is in play from the moment of the hit bétservice authorized by
the first referee.

8.2.BALL OUT OF PLAY: The ball is out of play at the moment of the faultiich is whistled by
one of the referees; in the absence of a faulbheatmoment of the whistle.

8.3.BALL “IN”: The ball is “in” when it touches the floor of tp&aying court, including the
boundary lines.

8.4.BALL “OUT”: The ball is “out” when:
8.4.1. the part of the ball which contacts the floor isnpdetely outside the boundary lines;



8.4.2. it touches an object outside the court, the ceiting person out of play. A ball shall
remain in play if it contacts the ceiling or otleeterhead objects 4.6 m (15’) or more above
the playing area.

8.4.2.1.If benches, bleachers, low-hanging baskets or dlih@ obstructions are fewer than
2 m (6’6 3/4”) from the court and interfere withaglof the ball, the ball becomes out
of play and a playover may be directed at the fafdree’s discretion.
8.4.2.2.The ball is out of play when:
8.4.2.2.1. Rule 10.1.2 is not in effect, and the ball makestact with the ceiling or
obstruction above the opponent’s playing area.
8.4.2.2.2. Rule 10.1.2 is in effect, and a ball that cannolelgally retrieved from the
opponent’s free zone contacts the ceiling or obstyn over the opponent’s
playing area.
8.4.2.2.3. The ball contacts the ceiling or obstruction abthesteam’s playing area and
crosses the plane of the net into the opponentigt.co
8.4.2.3.A ball is out of play and a playover directedtitontacts overhead object(s) or the
supports (e.g., basketball backboard) fewer th@m¥(15’) above the playing area
and would have remained playable if the objectr@deen present.
8.4.2.4.A ball is out of play if it contacts the ceiling overhead objects, regardless of
height, over non-playing areas.
8.4.2.5.A ball is out of play and a playover is directéthe ball comes to rest on an
overhead object above the team’s playing areasastillia playable ball.
8.4.2.6.If an official, media equipment or personnel oecator interferes with a player’s
legal attempt to play the ball, a playover shaltbvected.

8.4.3. it touches the antennae, ropes, posts or théset outside the side bands; it crosses
the vertical plane of the net either partially atatly outside the crossing space, except in
the case of Rule 10.1.2.

8.4.4. it crosses completely the lower space under the ne

9. Playing the Ball: Each team must play within its own playing area sypaice (except Rule 10.1.2).

The ball may, however, be retrieved from beyondfitaée zone.

9.1. TEAM HITS: A hit is any contact with the ball bypdayer in play. The team is entitled to a
maximum of three hits (in addition to blocking, Bul4.4.1), for returning the ball. If more are
used, the team commits the fault of: “FOUR HITS.”

9.1.1. CONSECUTIVE CONTACTS: A player may not hit the ballo times consecutively
(except Rules 9.2.3, 14.2 & 14.4.2).

9.1.2. SIMULTANEOUS CONTACTS: Two or three players may ¢buthe ball at the same
moment.

9.1.2.1.When two (three) teammates touch the ball simaltasly, it is counted as two
(three) hits (with the exception of blocking). lifety reach for the ball, but only one of
them touches it, one hit is counted. A collisiorptayers does not constitute a fault.

9.1.2.2.When two opponents touch the ball simultaneougér the net and the ball remains
in play, the team receiving the ball is entitlecatmther three hits. If such a ball goes
“out,” it is the fault of the team on the opposstde.

9.1.2.3.If simultaneous hits by two opponents above thdesal to extended contact with
the ball, play continues.

9.1.3. ASSISTED HIT: Within the playing area, a playen permitted to take support from a
teammate or any structure/object in order to rebelball. However, a player who is about
to commit a fault (touch the net or cross the aelintie, etc.) may be stopped or held back
by a teammate.

9.2. CHARACTERISTICS OF THE HIT



9.2.1. The ball may touch any part of the body.
9.2.2. The ball must be hit, not caught and/or throwrcalt rebound in any direction.
9.2.3. The ball may touch various parts of the body, ptedithat the contacts take place
simultaneously.
Exceptions:
9.2.3.1.At blocking, consecutive contacts may be madert®yar more blocker(s), provided
that the contacts occur during one action.
9.2.3.2.At the first hit of the team, the ball may contaatious parts of the body
consecutively, provided that the contacts occumnduone action.
9.3.FAULTS IN PLAYING THE BALL
9.3.1. FOUR HITS: a team hits the ball four times befa®iming it.
9.3.2. ASSISTED HIT: a player takes support from a teanenaaitany structure/object in order
to reach the ball within the playing area.
9.3.3. CATCH: the ball is caught and/or thrown; it doe$ reiound from the hit
9.3.4. DOUBLE CONTACT: a player hits the ball twice in sgssion or the ball contacts
various parts of his/her body in succession.
9.3.5. If a ball is hit by two or three players, consecely, at least one hit must be by a woman.
(See Co-Ed Rule 2.)
10.BALL AT THE NET
10.1. 10.1 BALL CROSSING THE NET
10.1.1. 10.1.1 The ball sent to the opponent’s court rgostver the net within the crossing
space. The crossing space is the part of the aegdiane of the net limited as follows:
10.1.1.1. 10.1.1.1 below, by the top of the net,
10.1.1.2. 10.1.1.2 at the sides, by the antennae, andithaginary extension,
10.1.1.3. 10.1.1.3 above, by the ceiling.
10.1.2. 10.1.2 The ball that has crossed the net plaitieet opponent’s free zone totally or
partly through the external space may be played# hgttin the team hits, provided that:
10.1.2.1. 10.1.2.1 the opponent’s court is not touchgthle player;
10.1.2.2. 10.1.2.2 the ball, when played back, crodsesiet plane again totally or
partly through the external space on the sameddittee court. The opponent team
may not prevent such action.
10.2. 10.2 BALL TOUCHING THE NET: While crossing the néte ball may touch it.
10.3. 10.3 BALL IN THE NET
10.3.1. 10.3.1 A ball driven into the net may be recedewithin the limits of the three team
hits.
10.3.2. 10.3.2 If the ball rips the mesh of the netears it down, the rally is cancelled and
replayed.
11.PLAYER AT THE NET
11.1. REACHING BEYOND THE NET
11.1.1. In blocking, a blocker may touch the ball beyohed tet, provided that he/she does not
interfere with the opponents’ play before or durihg latter’s attack hit.
11.1.2.After an attack hit, a player is permitted to phis¢her hand beyond the net, provided
that the contact has been made within his/her deyiny space.
11.2. PENETRATION UNDER THE NET
11.2.1.lt is permitted to penetrate into the opponentsacgpunder the net, provided that this
does not interfere with the opponents’ play.
11.2.2. Penetration into the opponent’s court, beyondctrger line:



11.2.2.1. To touch the opponent’s court with a foot (femthand(s) is permitted,
provided that some part of the penetrating foattffer hand(s) remains either in
contact with or directly above the center line.
11.2.2.2. To contact the opponent’s court with any other pathe body is forbidden.
11.2.3. A player may enter the opponent’s court afteritale goes out of play.
11.2.4. Players may penetrate into the opponent’s free zorovided that they do not interfere
with the opponents’ play.
11.3. CONTACT WITH THE NET
11.3.1. Contact with the net by a player is not a fautiiess it is made during the action of
playing the ball, or it interferes with the play.
Some actions of playing the ball may include adionwhich the players do not actually
touch the ball.

11.3.2. Once the player has hit the ball, he/she may ttleelpost, rope or any other object
outside the total length of the net, provided thebes not interfere with play.

11.3.3. When the ball is driven into the net and cauststouch an opponent, no fault is
committed.
11.4. PLAYERS’ FAULTS AT THE NET
11.4.1. A player touches the ball or an opponent in thgoments’ space before or during the
opponents’ attack hit.

11.4.2. A player penetrates into the opponents’ spacewtn net, interfering with the latter’s
play.

11.4.3. A player penetrates into the opponents’ court.

11.4.4. A player touches the net or the antenna durintpdisaction of playing the ball or
interferes with the play.

12. SERVICE: The service is the act of putting the bat play, by the back right player, placed in the
service zone.

12.1. FIRST SERVICE IN A SET

12.1.1. The first service of the first set is executed iy team determined by the home team’s
choice.
12.1.2. The other sets will be started with the servicéhefteam that did not serve first in the
previous set.

12.2. SERVICE ORDER
12.2.1. The players must follow the service order recordedhe line-up sheet.

12.2.2 After the first service in a set, the player toveeas determined as follows:
12.2.2.1. when the serving team wins the rally, the playeowérved before serves again.
12.2.2.2. when the receiving team wins the rally, it gains tight to serve and rotates
before actually serving. The player who moves ftberight-front position to the
back-right position will serve.
12.3. AUTHORIZATION OF THE SERVICEThe serving player authorizes the service, after
having checked that both teams are ready to pléwe server announces the score loud enough
for both teams to hear.
12.4. EXECUTION OF THE SERVICE
12.4.1. The ball shall be hit with one hand or any pathe arm after being tossed or released
from the hand(s).

12.4.2. Only one toss or release of the ball is allowedbling or moving the ball in the hands
is permitted.

12.4.3. At the moment of the service hit or take-off fouanp service, the server must not touch
the court (the end line included) or the groundsinigt the service zone. After the hit, he/she
may step or land outside the service zone, or éntid court.



12.4.3.1. In CCCSL play, women may serve up to the first bmethe court. (This line is
the out-of-bounds line for the basketball court.)

12.4.4. The server must hit the ball within 8 secondsrdfteannouncement of the score

12.4.5. A service executed befob®th teams are ready cancelled and repeated.

12.5. SCREENING

12.5.1. The players of the serving team must not prevesit bpponent, through individual or
collective screening, from seeing the server offligkt path of the ball.

12.5.2. A player or group of players of the serving teaakma screen by waving arms, jumping
or moving sideways, during the execution of theiser or by standing grouped to hide the
flight path of the ball.

12.6. FAULTS MADE DURING THE SERVICE

12.6.1. Serving faults: The following faults lead to a njga of service, even if the opponent is

out of position. The server:
12.6.1.1. violates the service order,
12.6.1.2. does not execute the service properly.
12.6.2. Faults after the service hit: After the ball haeib correctly hit, the service becomes a
fault (unless a player is out of position) if thelb
12.6.2.1. touches a player of the serving team or fails ts&tthe vertical plane of the net
completely through the crossing space,
12.6.2.2. goes “out,”
12.6.2.3. passes over a screen.
12.6.2.4. hits the net.
12.7. FAULTS MADE AFTER THE SERVICE AND POSITIONAL FAULTS

12.7.1. If the server makes a fault at the moment of drgise hit (improper execution, wrong
rotational order, etc.) and the opponent is oytasition, it is the serving fault which is
sanctioned.

12.7.2. Instead, if the execution of the service has lmeerect, but the service subsequently
becomes faulty (goes out, goes over a screen, #te.positional fault has taken place first
and is sanctioned.

13.ATTACK HIT
13.1. ATTACK HIT

13.1.1. All actions which direct the ball toward the oppots, with the exception of service and
block, are considered as attack hits.

13.1.2. During an attack hit, tipping is permitted onlytlie ball is cleanly hit, and not caught or
thrown.

13.1.3. An attack hit is completed at the moment the bathpletely crosses the vertical plane of
the net or is touched by an opponent.

13.2. RESTRICTIONS OF THE ATTACK HIT

13.2.1. A front-row player may complete an attack hitay &eight, provided that the contact
with the ball has been made within the player's @laying space (except Rule 13.2.4).

13.2.2. A back-row player may complete an attack hit at lagight from behind the front zone:

13.2.2.1. at his/her take-off, the player’s foot (feet) mostther have touched nor crossed
over the attack line;
13.2.2.2. after his/her hit, the player may land within thent zone.

13.2.3. A back-row player may also complete an attackrbin the front zone, if at the moment
of the contact the ball is not entirely higher thla@ top of the net.

13.2.4. No player is permitted to complete an attack hitlee opponents’ service, when the ball
is in the front zone and entirely higher than the of the net.



13.3. FAULTS OF THE ATTACK HIT: If an attack-hit fault @urs simultaneously with a

blocking fault by the opponents, a double fauttasnmitted.

13.3.1. A player hits the ball within the playing spacetloé opposing team.

13.3.2. A player hits the ball “out.”

13.3.3. A back-row player completes an attack hit fromftloat zone, if at the moment of the
hit the ball is entirely higher than the top of theg.

13.3.4. A player completes an attack hit on the opponesgisice, when the ball is in the front
zone and entirely higher than the top of the net.

14.BLOCK

14.1. BLOCKING

14.1.1. Blocking is the action of players close to thé toentercept the ball coming from the
opponents by reaching higher than the top of the@wy front row players are permitted
to complete a block.

14.1.2. Block Attempt: A block attempt is the action obbking without touching the ball.

14.1.3. Completed Block: A block is completed wheneverlih# is touched by a blocker.

14.1.4. Collective Block: A collective block is executey two or three players close to each
other and is completed when one of them touchebdhe

14.2. BLOCK CONTACT: Consecutive (quick and continuoushtacts with the ball may
occur by one or more blockers, provided that theaxis are made during one action.

14.3. BLOCKING WITHIN THE OPPONENT’'S SPACE: In blockinghe player may place
his/her hands and arms beyond the net, providedtisaaction does not interfere with the
opponents’ play. Thus, it is not permitted to totioh ball beyond the net until an opponent has
executed an attack hit.

14.4. BLOCK AND TEAM HITS
14.4.1. A block contact is not counted as a team hit. @guently, after a block contact, a team

is entitled to three hits to return the ball.
14.4.2. The first hit after the block may be executed hy player, including the one who
touched the ball during the block.

14.5. BLOCKING THE SERVICE: To block an opponent’s servis forbidden.

14.6. BLOCKING FAULTS: If a blocking fault is committedraultaneously with an attack-hit
fault by the opponent, a double fault is commited the rally shall be replayed.

14.6.1. The blocker touches the ball in the opponentstsmther before or simultaneously with
the opponents’ attack hit.

14.6.2. A back-row player completes a block or particigatea completed block.

14.6.3. Blocking the opponents’ service.

14.6.4. The ball is sent “out” off the block.

14.6.5. Blocking the ball in the opponent’s space fromsaig the antenna.

Chapter Five: Interruptions and Delays

15.Regular Set Interruptions: Regular set interruggiare TIME-OUTS and PLAYER

SUBSTITUTIONS.

15.1. NUMBER OF REGULAR INTERRUPTIONS: Each team is dptitto request a
maximum of two time-outs per set. The duratiom ¢time-out is 30 seconds.

15.2. Any substitutions must enter the game immediatiyé left of the server (position 6)
and replaces the player who last served (positjorhils occurs during the rotation when the
team has won the right to serve.. Substitutioegestricted by guidelines set downs for team
composition. At the start of a game, the team ofeose to rotate women and men separately
or as a group, provided that all other participaftiotation rules are followed.



Chapter Six: The Libero Player
16.There is no Libero position in CCCSL Volleyball pla
Chapter Seven: Participants’ Conduct

17. All teams will be mindful of general Champaign Cou@hurch Sports League rules. No player,
manager, coach, or (within reason) fan of a tealnbeiallowed to display unsportsmanlike conduct
toward an opposing team. Said person will be askéehve the facility. If two representatives
from one team are ejected, all three games areitiedfto the opposing team regardless of the
scores. Said conduct will consist of, but notibetéd to:

17.1. Abusive gestures or language used directly atsef others.
17.2. Deliberate slamming of the ball against the wdlésyr, or ceiling; or abuse to any part of
the facilities.

17.3. Attempts to distract an opponent when they aréenact of playing the ball (i.e.,
shouting, stomping feet, etc.).
17.4. Attempts to stall the game providing favor for yoeam.

17.5. Any spike directed with malicious intent toward #rer player or any attempt to
maliciously hurt another player by any means.
17.6. Players ejected for unsportsmanlike conduct wilsbspended for a minimum of one

match. Further punitive action may be taken byEkecutive Board, if warranted.
18. All players shall wear appropriate clothing whid¢ta include shirts and dry gym shoes.
19.Teams should report in at least 15 minutes befei scheduled game time.
20.Both teams in the first/last games will be respolesior setting up/taking down the equipment (as
necessary).

Chapter Eight: League Championship

21.The League Champion will be determined by ovesgjutar-season record. In case the League
decides to hold an end-of-season tournament, theaieseason standings will determine
tournament seedings.
22.Season standings will be recorded in order of nurabgames (not matches) won. In case of a tie,
the tiebreaks are as follows:
22.1. Best head to head record — based on games woaclsother, not matches won
(In case 3 or more teams are in a tie, head-to-rexamtd may be used to sift out a conclusive
leader, if applicable; if no conclusive result ¢enobtained for the other teams, subsequent
tiebreaks will be followed)

22.2. Best overall match play record
22.3. Lowest cumulative points allowed to opponents imga won
22.4. Lowest cumulative points allowed to opponents Irgames played

22.5. Coin flip

23. All matches will consist of 3 games and all 3 ganvékbe played (EXCEPTION: In tournament
play, best 2 out of 3 will prevail, with no thirdugne played unless necessary).

24.For each match, both team captains will record gseoees independently and report them to the
league officer. In case of a discrepancy, theesceubmitted by the team that wins the match (2 of
the 3 games) will be official.

25.For tie-breaking purposes, all forfeited gamesldiembcored 15-0; in the event any game scores are
unknown, the game scores shall be recorded as 15-13



CO-ED RULES

The following Rules govern co-ed competition. Thdd® Testing Commission solicits comments
and suggestions from volleyball groups and orgdinzs that conduct and sponsor special
competitions such as doubles, triples, mixed dayldte.
1. CO-ED PLAY
1. The Domestic Competition Regulations in generall gftvern play for females and males
on the same team with the following exceptions:
The serving order and positions on the court aticeshall be male and female
alternated or vice-versa.
When the ball is played more than once by a tedemale player shall make at least one
of the contacts. Contact of the ball during blogkgthall not constitute playing the ball.
There is no requirement for a male player to cdrtexball, regardless of the number of
hits by a team.
If a team contacts the ball more than one timenduoiffensive action, one of the
contacts must be by a female player, but there istriction preventing all three
team hits from being made by female players. Comtiithe ball during blocking
action does not count as one of the three teamTherefore, after a block, a male
player may play the ball back over the net as swocitact would be considered the
first team hit.
A ball contacted more than once by a team, witlacigimale player having contacted
it, remains live and does not become an illegalihitl it fully crosses the plane of the
net or is contacted by an opponent.
An illegally hit ball blocked by an illegal blockeesults in a double fault, and a
playover is directed.
Uniforms: Appropriate clothing shall be worn by pllayers. This includes sneaker-type
shoes with non-marking soles.
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