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GENERAL RULES

1. Each participant can take part in a maximum of two events.
2. Every team is expected to report to their respective match venues at least 10 minutes before their match. While this may not be strictly enforced, if a player is playing more than one sport, we will not wait to start a match for a team sport if a player is missing due to reasons which are not attributable to our organization.

3. The walk-over time for each sport is strictly 15 minutes. The rule will be relaxed only

at the organizer’s discretion. Their decision in this regard will be final and will not be subjected to dispute.

4. The decision of the referees/umpires shall be final and binding. Any kind of dissent with the referees’ decision will not be tolerated. Use of abusive language directed towards the

referees/umpires will result in immediate  disqualification of the team from the event.

5. Similarly,  any  use  of  abusive  language  towards  any  player  or  members  of  the

organizing committee  shall also lead to the disqualification of the team from the event.

6. We expect all participants in Abhiveera to maintain decorum on all sporting arenas, university campus, place of accommodation and related areas. Any altercations/misbehavior shall be dealt with strictly, and the decision of the Organizing Committee in this regard is final. Please note that an altercation may result in the disqualification of the participating institution from Abhiveera.

7. In case of rain, the referees with the consent of the team captains can decide whether to play the match or stop play. The decision in this regard will be conveyed to the Committee, and the Organizing Committee will decide the procedure to be followed to determine

the outcome of the match and this decision will be final and binding.

8. The Convenor reserves the right to change the format or rules as may be necessary. He shall also be the final interpreter of the Official Rulebook, Abhiveera, 2019.
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BADMINTON

EVENTS

There shall be an Individual Event, Team Event, and Mixed Doubles.

TEAM CAPS AND COMPOSITION

1.
In Individual events one player can be nominated from each college/university/institution.

2. Only one team shall represent each participating  college/university in Mixed Doubles.

3. Only one team can be fielded from each participating college/university in the team events.

4. The minimum number of players to constitute a team can be 2 and maximum  3.

FORMAT

Men’s and Women’s team events will be played on the basis of best of three with the format being singles-doubles and if need be second singles (played by the 2 player who has not played the 1 singles event).

The Individual events shall be played on best of three sets format and each set shall be of twenty-one points.

GAME RULES

1. A game shall be won by the side which first scores twenty-one points, except as provided in a case of deuce.

2. If the score becomes twenty-all, the side which gains a two point lead first, shall win that game.

3. If the score becomes twenty-nine-all, the side scoring the thirtieth point shall win that game.

4. The side winning a game shall serve first in the next game.
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5. The decision of the referee shall be final and binding on all players.

6. The referee can overrule the line judges’ call whenever there is a dispute regarding the point.

7. Yonex Mavis 300 or 350 (nylon)  shuttlecock  shall be used in this sport.

SERVICE RULES

1. Neither side shall cause undue delay to the delivery of the service once the server and the receiver are ready for the service. On completion of the backward movement of server's racket head, any delay in the start of the service shall be considered to be an unduedelay.

2. The server and the receiver shall stand within diagonally opposite service courts without touching the boundary lines of these service courts.

3. Some part of both feet of the server and the receiver shall remain in contact with the surface of the court in a stationary position from the start of the service until the service is delivered.

4.
The whole shuttle shall be below the server's waist at the instant of being hit by the server's racket. The waist shall be considered to be an imaginary line round the body, level with the lowest part of the server's bottom rib.

5. The shaft of the server's racket at the instant of hitting the shuttle shall be pointing in a downward direction.

6. The server shall not serve before the receiver is ready. However, the receiver shall be considered to have been ready if a return of the service is attempted.

7. In doubles, during the delivery of service, the partners may take up any positions within their respective courts, which do not un-sight the opposing server or receiver.

RULES FOR INTERVALS

An interval not exceeding sixty seconds during each game when the leading score reaches eleven points; and not exceeding one hundred and twenty seconds between the first and second game, and between the second and third game shall be allowed in all matches.
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BASKETBALL

TEAM COMPOSITION

Each team shall consist of no more than 10 team members entitled to play, including a captain. There shall be 5 on field players and 5 substitutes.

RULES

The official FIBA rules (Official Basketball Rules 2014, as approved By FIBA Central Board) shall apply to the basketball event at Abhiveera, so far as they do not conflict with the rules mentioned herein.

RESIDUARY POWERS

1. Referees appointed to officiate a match shall give the final decision on the interpretation of an official FIBA rule and the same is final and binding on all competing teams.

2. Notwithstanding anything, the Sports Committee, inter alia, holds the right to determine the format of the competition, lay down the rules for participation in and disqualification from the Basketball event, rules governing the Basketball event, amend the Official FIBA rules, so far as they shall apply to the event, and the rules mentioned herein, as and when necessary in order to further the interest of the game of basketball and/or the spirit of Abhiveera.

3. To clarify, in case of a conflict, the verdict of the Sports Committee shall prevail over that of the referees.

MISCELLANEOUS GUIDELINES

1.
The rules mentioned herein are general guidelines for the teams, are merely indicative and subject to change as per the rules mentioned under the Residuary Powers.

2. All matches shall be of four quarters of ten minutes each (stopped clock).

3. All teams are responsible to find out the time of their match (“scheduled time”) from the registration desk or the Sports-in charge and are to report for the same at least
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fifteen minutes  before the scheduled time.

4. Teams  are  requested  to  strictly  adhere  to  Article  3  of  the  official  FIBA  rules

(“Equipment”), and the referees may disallow a player from playing a match till such time as the required compliance is made.

5. Further, in view of the spirit of the game of Basketball and the standard of conduct expected at Abhiveera, all teams and team members are to be courteous and respectful to all other teams, other team members, fellow participants, viewers, referees and others, during match timings and otherwise. The Sports Committee may take steps to penalize teams, as required, for the same.
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CARROM

TEAM COMPOSITION

The team shall comprise of 2 members.

FORMAT

The preliminary round and quarterfinal matches will be doubles matches in which two players from each team shall play. Three boards shall be played and the team that wins two boards shall qualify for the next level.

COMMENCEMENT

The umpire must use any fair method to decide the place of sitting of the players and the method of toss for the first shot. There must be 9 whites, 9 blacks, and 1 queen.

SITTING

1.
In singles, the players shall sit opposite to each other.

2. In doubles, the partners shall sit opposite to each other, occupying all four sides.

3. Position adopted for sitting by a player before taking his turn to strike may be changed at any time provided the chair or stool on which he is sitting is not lifted, moved and/or disturbed during his turn of play.

4. During the ‘board’ no part of the body of a player, except the playing arm shall touch the carrom board, stand or table on which the carrom board is placed.

5. The wearing/clothing, ring, bangles, and/or watch worn by a player are exempted during his turn of play, but these should not touch the playing surface.

6. Use of any material to raise and/or adjust the height of the seat is permissible after the completion of the board only.
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7. No part of the body, except the ‘hand’ of the player shall go beyond the imaginary lines of the arrows.

STRIKER

1.
The Striker shall be struck and not pushed.

2.
The stroke shall be made with the finger  with or without  the support of other fingers.

3. Any hand may be used in play.

4. While making a stroke, the ‘hand’ may touch the playing surface.

5. While making a stroke, the elbow of the playing ‘hand’ shall not come within the playing surface nor shall extend beyond the imaginary lines of the arrow. The ‘hand’ may, however, cross the arrow.

6. While making a stroke, taking support of the Stool or Chair, Stand or Table of the carom board and/or keeping the legs on the rim of the stand/table, by the player, is not permissible.

7. Thumbing shall not be allowed.

BREAK

1. The player who is to break shall have the white carrom during that board leaving the black carrom to his opponent. The Queen shall be the common carrom.

2. Break is considered to have been made, if the Striker touches any of the carom, however slightly.

3. Break is not considered to have been made if the Striker in its usual run or jumping out touches no carrom. In that case, a maximum of two more chances shall be allowed. If after permissible number of chances, no carrom is touched, the right to Break shall be lost and the turn to play shall pass on to the opponent who shall have black carrom for play but no re-arrangement of carrom already arranged, shall be permitted. The above condition will prevail until the break is affected.

4. If  a player in  his  attempt  to break  plays  an improper stroke or pockets  his  striker
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without touching any of the carrom, he shall lose his turn. However, due/penalty shall not be applicable.

5. The break shall be taken only after the Umpire calls ‘Play’ and the stroke shall be made within ten seconds of such call. The play shall be deemed to have begun from the moment the Umpire calls ‘Play’. If the break is made before the Umpire calls ‘Play’, all the carrom and/ or Queen pocketed shall be taken out for placing and a foul declared. The player shall lose his turn.

6. In the second game, the player who did not have the first turn to break shall have his turn first.

7. In the third game, the turn to break passes on to the first player.

8. In Doubles, however, the turn passes on to the player sitting to the right hand side of the player who had his turn.

9. A player shall not take more than ten seconds for making a stroke from the moment the carrom/Queen/Striker has come to rest.

GENERAL PLAYING RULES AND FOULS

1.
A player may find out the score from the Umpire only during his turn of play.

2. A player shall not distract the attention of the opponent by any act.

3. While taking a stroke, the Striker must touch both the Base Lines. If the Stroke is made from the Base Circle, the Striker must cover the Base Circle fully but shall not touch the arrow.

4. In doubles, during the course of a Board, the partners are not allowed to talk or communicate with each other by gestures.

5. As long as a player pockets his own carrom and/or Queen in accordance with the laws, his turn shall continue. Otherwise, it shall pass on to the opponent.

6. If the striker goes in, the player has to give back one carrom. The turn shall also be lost. However, if a carrom piece also sinks in the same shot, two pieces shall be put on the table and the shot shall be taken again.
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7. If a player pockets the Striker with the carrom of his opponent by a proper stroke, the carrom so pocketed shall be deemed to have been pocketed by the opponent.

8. If a player pockets the Striker with carrom of his/her own and of his/her opponent by a proper stroke, the number of his/her own carrom so pocketed, with an additional pocketed carrom shall be taken out for placing by the opponent and the player shall continue his/her turn.

9. If a player pockets a carrom of the opponent, it shall be deemed to have been pocketed by the opponent. The player shall lose his turn.

10. A stroke shall be considered to have been made, if the Striker slips, leaving any Base Line or Base Circle, irrespective of whether it has touched any carrom or not. However, if the Striker slips and does not leave any Base Line or Base Circle or moves any carrom, stroke shall not be considered to have been made.

11. Each foul shall cost one coin of the team.

SCORING

1.
The player/team who completes pocketing all his carrom first wins the board.

2. The value/points  are as follows:

a. Carrom: 1 point each.

b. Queen will have three different values at different stages, as follows: 21 points plus

i. Four points for Queen when 5 or more carrom of a player pocketing the

Queen are available  on the board at the time  of covering the Queen.

ii. Three points for Queen when 4 or 3 carrom of a player pocketing the Queen are available on the board at the time of covering the Queen.

iii. Two points for Queen when 1 or 2 carrom of a player pocketing the Queen are available on the board at the time of covering the Queen.

3. A player who first  reaches 25 points  in 3 sets shall  win.  There will  be a 20 minute
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limit for completing each set of a match. A match must be decided with minimum 3 sets, changing sitting after each set.

4. A player has the right to pocket the Queen and to cover it provided a carrom of his own has already been pocketed. If the Queen is pocketed before any carrom of the player is pocketed, the Queen shall be taken out for placing and the player shall lose his turn. If the Queen and the carrom of a player are pocketed together in one stroke, the Queen shall be considered covered.

5. While covering the Queen a player pockets the last carrom of his own together with the last carrom of his opponent by a proper stroke, he shall be awarded three (3) points. If the score is twenty-two (22) or more he shall win by one (1) point. While covering the Queen, if a player pockets the last carrom of his opponent by an improper stroke, he shall lose the Board by the number of his carrom lying on the carrom board together with the points for the Queen. If the score of the opponent is twenty-two (22) or more, he shall lose by the number of carrom only. If demanded, an additional point shall be awarded to the opponent.

6. If a player pockets the last carrom of his opponent by a proper stroke, when the Queen is on the carrom board, he shall lose the Board by the number of his own carrom lying

on the carrom board together with the points for the Queen. If the opponent’s score is twenty- two (22) or more he shall lose by the number of carrom only.

7. If a player pockets his last carrom by a proper stroke leaving the Queen on the carrom board, he shall lose the Board by three (3) points.
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CHESS

TEAM COMPOSITION

The team shall comprise of 3 members.

CONDUCT

1.
Players may not use any notes, outside sources of information (including computers), or advice from other people. Analysis on another board is not permitted.

2.
Players may not leave the competition area without permission of the arbiter.

3.
High standards of etiquette and ethics are expected. Players should not speak during the game, except to offer a draw, resign, or to call attention to an irregularity.

4. A player may not distract or annoy another player by any means, including repeatedly offering a draw.

RULES

Act of moving the pieces

1. The movement of pieces is to be done with one hand.

2. Once the hand is taken off a piece, the move cannot be retracted (if it is a legal move). When castling (see below), the player should first move the king with one hand and then move the rook with the same hand.

3.
Castling is permissible only if all of the following conditions hold.

4.
The king must never have moved.

Abhiveera, 2019
National Law University and Judicial Academy, Assam
5. The chosen rook must never have moved.

6. There must be no pieces between the king and the chosen rook.

7. The king must not currently be in check.

8. The king must not pass through a square that is under attack by enemy pieces.

9. The king must not end up in check.

Touch-move rule

1. If a player having the move touches one of their pieces as if having the intention of moving it, then the player must move it if it can be legally moved.

2. So long as the hand has not left the piece on a new square, the latter can be placed on any accessible square.

3. If a player touches one of the opponent's pieces then he or she must capture that piece if it

can be captured. If none of the touched pieces can be moved or captured there is no penalty, but the rule still applies to the players own pieces.

4. When castling, the king must be the first piece touched. If the player touches their rook at the same time as touching the king, the player must castle with that rook if it is legal to do so. If the player completes a two-square king move without touching a rook, the player must move the correct rook accordingly if castling in that direction is legal. If a player starts to castle illegally, another legal king move must be made if possible, including castling with the other rook.

5. When a pawn is moved to its eighth rank, once the player takes their hand off the pawn, it can no longer be substituted for a different move of the pawn. However, the move is not complete until the promoted piece is released on that square.

6. If a player wishes to touch a piece with the intention of adjusting its position on a square, the player must first alert their opponent of their intention by saying "I adjust". Once the
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game has started, only the player with the move may touch the pieces on the board.

Illegal move

1.
A player who makes an illegal move must retract that move and make a legal move. That move must be made with the same piece if possible, because the touch-move rule applies.

2. If the illegal move was an attempt to castle, the touch-move rule applies to the king but not to the rook.

Illegal position

1. If it is discovered during the game that the starting position was incorrect, the game is restarted.

2. If it is discovered during the game that the board is oriented incorrectly, the game is continued with the pieces transferred to a correctly-oriented board.

3. If the game starts with the colours of the pieces reversed, the game continues (unless the arbiter rules otherwise).

4. If a player knocks over pieces, it is their responsibility to restore them to their correct position on their time.

5. If it is discovered that an illegal move has been made, or that pieces have been displaced, the game is restored to the position before the irregularity. If that position cannot be determined, the game is restored to the last known correct position.

The Completed Game

1.
The game is won by the player who has checkmated his opponent's king.

2.
The game is won by the player whose opponent declares he resigns.

3.
The game is drawn when the king of the player who has the move is not in check, and
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this player cannot make any legal move. The player's king is then said to be "stalemated".

4. The game is drawn when one of the following endings arises: king against king; king against king with only bishop or knight; king and bishop against king and bishop, with both bishops on diagonals of the same colour.

Dispute

1.
In case of any dispute during the game the decision of the arbiter is to be considered final.

2. After the game, if any player wishes to raise objections to the game concluded must do so within 20 minutes of the conclusion of that game.

3. Residual matters will be dealt with in accordance with FIDE Rules.
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CRICKET

1. The squads for this event will comprise of a total of 15 players and the playing 11 that will feature in the match will have to be declared and submitted to the sports in charge before the toss in each match.

2. The number of overs for the group stage and the knockout matches will be intimidated to the participating teams before the start of every such stage.

3. The guidelines for maintaining the prescribed over-rate will be issued before every stage and strict adherence to these guidelines is required, otherwise penalty resulting in adjustment of the target to be chased or number of allotted overs will be imposed on the team violating the time limit.

4. The matches will take place with Red Nivia Hard Tennis Balls. Other equipment such as

Cricket Bats, Batting Gloves, Wicketkeeping Gloves etc. are required to be taken care of by the participating teams and the same will not be provided by the organizers.

5. The decisions made by the match officials will be binding. In case of any dispute the sports in charge will settle the dispute taking into account the rules laid down by the Marylebone Cricket Club and the latest amendments to the rules ofcricket.

6. The fielding side can position 3 fielders outside the inner circle in the mandatory powerplay, after the end of the power play the team will have to position at least 4 fielders inside the inner circle at all times.

7. No player shall wear shorts on the field of play. Sticking to the dress code is mandatory.

8. Sledging in any form is strictly prohibited, and any such act might lead to penal actions against the team involved in such an act which might range from penalty on number of allotted overs, target to be chased, bonus runs or suspension of the player involved.

9. Leg before wicket is not a mode of dismissal in the tournament.
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10. In case of a tie, super over will be conducted to decide the winner of the match. The standard rules for super over will apply.
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FOOTBALL

RULES

1. Only 4 players can be Substituted in a game.
2. There must be 1 goalkeeper + 10 outfield players.

3. Offside rule shall be applicable.

4. Any foul inside the Penalty Box shall result in a Penalty being granted to the deserving team.

5. The Penalty shall be taken from the penalty spot of the field with the goalkeeper guarding the Goal Post.

6. Fouls outside the Penalty Box will result in a Free Kick being granted to the deserving team.

7. The defending team shall be placed at a minimum distance of 10 yards away from the Free Kick spot.
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8. The Referee has the complete discretion to grant Yellow or Red cards for the fouls committed by the players. Receiving a Red Card will disqualify that player from continuing further in the current match and the next match if her team progresses to the next round.

9. When the ball goes out of bounds, Throw in (from the outline) is awarded to the deserving team. 

10. There is no restriction on the number of players who can be stationed inside the Penalty Box while attacking as well as defending.

11. All the other relevant rules of Football apply subject to the rules mentioned above.

TEAM COMPOSITION

Each team can comprise of 15 players and 11 on field players.

DURATION OF THE GAME

Preliminary Matches:- There will be 2 halves of 25 minutes each*. Any added time would be as per the discretion of the referee. 

If the match ends in a draw, Penalty Shootout will take place to decide the winner. 

No Extra time will be provided.

Final and Semi-Final Match:- There will be 2 halves of 30 minutes each*. Any added time would be as per the discretion of the referee. 
Extra-time of 7 minutes per each half will be provided only in the Final and the Semi-Final matches of the competition, in case the score is equal at the end of full time as prescribed. 
If the match ends in a draw even after the extra time, then, Penalty Shootout will take place to decide the winner. 
RULES

1. The relevant FIFA rules of football apply subject to the rules below.

2. Yellow cards do not carry over to the next match.

3. A straight  red card would  include  a player missing  the remainder  of the match in which
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he receives the red card as well as the next game if his team progresses to the next round.

RULES FOR QUALIFICATION FROM GROUP STAGE TO THE KNOCK-OUT ROUNDS

1. In the Group Stage, the winning team of each match will be awarded 3 points. In case of penalty shootout after the group stage match, the winning team will be awarded 2 points and 1 point will be awarded to the losing team after the penaltyshootouts.

2. ‘Goal Difference’ will be the primary criteria used for deciding the teams that will qualify from each group.

3. If teams finish with same points and same goal difference, ‘Goals Scored’ shall be used as the criteria. The team which has scored the maximum number of goals will qualify from each group.

4. If any Group Stage match ends in a Draw, Penalty Shootout shall decide the winner of the match.

5. While deciding the qualification of teams to the Knock-Out Round, a win within the normal time of the match will be given more weightage than a win involving a Penalty Shootout.

6.
If any further unforeseeable situations arise causing difficult in deciding the qualification of teams, the Sports Committee reserves the right to decide the criteria for qualification.

*The duration of each half may reduce to either 20 minutes or 25 minutes if Group Stage format is followed
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TABLE TENNIS

EVENTS

There shall be individual  and mixed events for both boys and girls.

TEAM COMPOSITION

The team shall comprise of a minimum of 2 members and a maximum  of 3 members.

FORMAT

1. Each team game is best of five matches. Every match is a best of 5 games from the first round to the final. Every game will consist of eleven points each where a game is completed by a difference of 2 or more points.

2. The sequence is as follows:

a.
1st
Match: 1st Singles

b.
2nd
Match: 2nd Singles

c. 3rd  Match: Doubles
d.
4th
Match: 1st  Reverse Singles

e.
5th
Match: 2nd  Reverse Singles

3.
The team that secures three match wins first will be declared the winning team.
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THROWBALL

TEAM COMPOSITION

The team shall consist of a maximum of 9 players where 7 will be active players and 2 substitutes.

RULES

1. All the Indian Throwball federation rules shall apply.

2. There shall be 3 sets, each of 21-points, except for the final match where a 5-set game shall be played.

3. The ball shall be released from above the shoulder/shoulder- line only.

4.
The ball has to be caught with both the hands and returned with one hand only.

5. When the player receives the ball high over head, it would be counted as double touch and would amount to a foul.

6. The service ball should not touch the net.

7. The server should not enter the court before the ball crosses the net.

8. Double touch is not allowed for receiving the service ball.

9. The ball should be served within five seconds after the whistle.

10. Serve the ball only from the service-zone  & without  crossing the end line.

11. Any ball falling on the box line or in the dead zone is a foul. When a player is returning the ball to the opponent court, no part of the body shall touch the box line.

12. Any ball, after catching (during rally),  shall be released within three seconds.
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13. During the rally, the ball can touch the net. A player should have contact with the ground at time of receiving the ball; and can jump and return the ball. A ball rebounding or bouncing from the net received by another player is not a foul, but intentionally throwing the ball to the net is a foul.

14. The rotation of the position of players should be in “Z” form i.e., after the service change the player standing in No.7 position will go to No.1 position, No.1 to No.2, No.2 to No.3 position and so on.

15. A player can't take more than one step in a position. A player after receiving the ball is permitted only one step forward or backward.

16. During catching or releasing the ball, it should not touch any part of the body except the palm.

17. Dubs – While catching, the ball should be caught simultaneously with both the hands without any sound and any movement of the ball in the hand.

18. Two players cannot catch the ball simultaneously.

19. Any ball (service/rally)  falling on the side-line  or the end-line is a good ball.

20. Shifting the ball from right  to left or left to right  is not permitted.

21. The service ball or the rally ball should not touch the antenna.

22. If a ball slips of rebounds unintentionally from the hands of any one player, another player can catch the ball and return to the opposite court before the ball touches the ground. The same player cannot catch the ball for the second time.

23. Two time-outs  of thirty seconds each are permitted  for each set.

24. Only 1 person can be substituted  at a time up to a maximum of 3 substitutes  per set.

25. The height of the net for the event will be same as for the volleyball event i.e. 2.43 metres.
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26. The dimensions  of the court shall also be same as for the volleyball event i.e. 18 metres X

9 metres.
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VOLLEYBALL

TEAM COMPOSITION

The squad shall consist of 10 players. There shall be 6 on-field  players and 4 substitutes.

NET AND EQUIPMENT

The equipment used for playing shall be of standard and approved by the Volleyball Federation of India.

The dimensions  of the court shall also be as per the Official  Volleyball Rules.

The height  of the net for the men’s and women’s event will be the same i.e. 2.43 metres.

RULES OF GAME PLAY

Rotation

The team receiving the serve will rotate the players each time they win a serve. Rotation shall take place in a clock-wise manner. Player rotation is mandatory in the game.

Service

1. The First game serve shall be determined by the toss, where the winner of the toss will choose as to serve or the court to start with. The serve and the sides of the court will alternate in the subsequent games.

2.
The player standing at position no. 1 (back-right)  shall serve the ball into play.

3.
Server must serve from behind the restraining line (end line) until after contact.

4. Ball may be served underhand  or overhand.

5. Ball must be clearly visible  to opponents before serve.

38

Abhiveera, 2019
National Law University and Judicial Academy, Assam
6. Served ball may graze the net and drop to the other side for point.

7. The deciding 5th or 3rd set (final set) is executed by the team determined  by the toss.

Scoring

1. Rally scoring will be used.

2. There will be a point scored on after each rally is completed.

3. Offense will score on a defence miss or out of bounds hit.

4.
Defence will score on an offensive  miss, out of bounds hit, or serve into the net.

5. Game will be played of 3 sets of 25-points each, first two of 25-points and the final set of 15-points.

6. The final match for Boys’ Volleyball will be played of 5 sets, first four of 25-points and the final set of 15-points.

	7.
	For Girls’  Volleyball,  all matches will be of 3 sets, first two of 21-points and the final set

	
	of 15-points.

	8.
	A team must win a set by a minimum lead of 2-points.


Playing the Game (Rally)

	1.
	A maximum of three consecutive  hits per side is allowed.

	2.
	A player may not hit the ball twice in succession (A block is not considered a hit).

	3.
	Ball may be played off the net during a rally and on serve.

	4.
	A ball touching  even the slightest  part of the boundary line shall be considered good.


5. A player may use his other body parts except hands which does not allow the ball to visibly come to a rest.
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6. If two or more players contact the ball simultaneously, it is considered one play and the players involved may not participate in the next play.

7. A player must not block or attack a serve.

8. Switching positions will be allowed between both front-line and back-line players (after the serve only).

Basic violations

1. Stepping on or over the line during a serve.

2. Failure to serve the ball over the net successfully.

3. Hitting the ball illegally (Carrying,  Palming,  Throwing, etc.)

4. Touching the net by any part of the body during the action of playing the ball, which includes take-off, hit or landing.

5. Players may touch the post, ropes, or any other object outside the antennae, including the net itself, provided that it does not interfere with the play.

6. If the ball is driven into the net with such force that it causes the net to contact an

opposing player, no foul will be called, and the ball shall continue  to be in play.

7. Reaching over the net, except under these conditions:

a. When executing a follow-through
b. When blocking a ball which is in opponent’s court but is being returned (the blocker must not contact the ball until after the opponent who is attempting to return it makes contact); except to block the third play.
8. Reaching under the net (if it interferes  with the ball or opposing player).

9. Failure to serve in the correct order.
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10. Blocks or spikes from a position which is clearly in the front-zone while playing in a back-row position. However, taking-off from back-zone, hitting the ball and landing in the front-zone, is considered a legitimate hit.

11. A back-row player may pick a ball in the front-zone, only if, during contact, the ball is below the height of the net.

12. In case of any clarification,  the official  rules of FIVB will be followed.

Substitutions and Time-out

1.
Each team may request a maximum  of two time-outs  and six substitutions  per set.

2. Time-out requests must be made by showing the corresponding hand signal, when the ball is out of play and before the whistle for service. All requested time-outs last for 30 seconds.

3. A substitution is the act by which a player, other than the Libero or his/ her replacement player, after being recorded by the scorer, enters the game to occupy the position of another player, who must leave the court at that moment.

