VOLLEYBALL STUDY GUIDE

Volleyball is a game played by 2 teams of 6 players each. A coin toss is conducted between the captains of each team.  The visiting captain calls the toss.  The winner chooses either to serve/receive or the playing area (side of the court).  The loser is given the remaining choice.

One team serves the ball over the net, trying to make it land within the opponent’s playing area.  The receiving team attempts to return the ball over the net in such a manner that it will land within the opponent’s playing area.

Rally scoring is used.  Points are scored for each serve.  A point is awarded to the serving team each time its’ opponent violates a rule (fails to legally return the ball).  A team continues serving until a side-out is awarded to the opponent or the game ends.  A point and a side-out are awarded to the receiving team if the serving team fails to legally serve the ball or violates a rule, or if the receiving team is last to legally and successfully play the ball.

A team that has scored 25 points and has at least a 2-point advantage is the winner of a game.  If the leading team does not have a 2-point advantage, play continues until 1 team has a 2-point advantage.

A match consists of the best 2 out of 3 games.  The first team to win 2 games is the winner of the match.  The third game is not played unless it is necessary to determine the winner of the match.  If a third game is necessary in St. Peter conference play, the team that scores 15 points and has at least a 2 point advantage is the winner of the match.

The volleyball court is 60 feet long and 30 feet wide, measured to the outer edges of the boundary lines.  It is recommended that the area above the court be clear of any obstructions and at least 23 feet high.  An attack line is drawn across each playing area (side of the court), from sideline to sideline; 10 feet back from the centerline.

A serving area of 30 feet wide and a minimum of 6 feet deep is located behind each end line.

The height of the net is 7 feet 4 1/8 inches for girls and 7 feet 11 5/8 inches for boys, measured at the center of the net.  Net antennas are attached to the net in line with the outside edge of the sideline and extend upward at least 2 ½ feet.  The antennas need to be fastened securely to the top and bottom of the net.

A ball striking the ceiling or an overhead obstruction above a playable area remains in play as long as 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.

A ball is out of bounds and becomes dead when it: a) touches a wall or objects mounted on a wall, b) touches the floor completely outside the court’s boundary lines, c) touches the net antennas or does not pass over the net entirely between the net antennas, d) touches the net cables or net, completely outside the antenna, e) touches the ceiling or overhead obstructions beyond the vertical plane of the net boundaries (that is – when a player hits the ball and it touches the ceiling on the opponent’s side of the net).

The referee is the head official and is positioned on an elevated platform so their head is 2 to 3 feet above the net.  Some of the referee’s duties are to: * blow the whistle for each serve, dead ball, time-out, or substitution, * give a visible signal for each point/side-out, serve (beckoning motion), violation, penalty, replay/re-serve, time-out, substitution, end of game and change of courts, * determine illegal hits, alignment of players at the moment of the serve, net fouls, back row player fouls, violations at the serving area, number of hits by a player and team, out of bounds, and point/side-out – just to name a few.

In some cases, (most cases in high school), there will be an umpire in addition to the referee.  The umpire stands on the floor opposite the referee, outside the sideline boundary and back from the standard.  Some of the umpire’s main responsibilities are to determine the alignment of players on the receiving team at the moment of the serve, to determine net fouls and foot faults at the centerline, and to assist the referee.

 At the moment of serve, all players must be in correct serving order.  When a side-out is awarded to a team, that team rotates clockwise one position.

A server has 5 seconds to serve after the referee’s signal to serve.  A re-serve is called when the releases the ball to serve and lets it drop to the floor.  Players may have only one re-serve during their service turn.

A team cannot have more than 3 hits before the ball crosses the net into the opponent’s playing area.  Simultaneous contact by opponents, as when you block or attempt to block, is not considered the team’s first hit, the next contact is the first hit.

A player may not touch the floor across the centerline with any part of the body besides the feet.  In the case of feet, both feet cannot be completely across the centerline at the same time.

Player actions – definitions:

Forearm Pass (Bump): a controlled skill, generally used as a team’s first hit, in which the ball rebounds from the forearms of the receiver to a teammate.

Overhead Pass (Setting action): two-hand finger action directing the ball to a teammate.  When an overhead pass is directed to an attacker on the same team, it is considered a set.

Dig: an underhand or overhead defensive saving skill in which the ball is contacted by the forearms, fists or hands.

Spike: an attack play in which the ball is forcibly hit into the opponent’s court with a one-hand overhead motion.

A back row player cannot block or spike a ball above the height of the net while positioned on or in front of the attack line.

A ball contacting and crossing the net, including when served, remains in play as long as contact is entirely within the net antennas.

A net foul occurs while the ball is in play and a player contacts any part of the net, including net cables or net antennas.  It is not a foul when a player’s hair touches the net, or when the force of a ball hit by an opponent pushes the net or net cables into the player.

A player is limited to 3 entries during a game.  Starting a game counts as an entry.

Each team is limited to 2 time-outs per game.

