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HWS INTRAMURALS RULES: SPIKEBALL

Must be a full-time student, graduate student, faculty, or staff member of HWS.

Current members of varsity or junior varsity intercollegiate sports or hardship athletes may not participate in their
corresponding Intramural Sport or closely related sports.
a. IfanIntramural sport occurs in the same semester as an intercollegiate sport or related sport those on the

intercollegiate roster (via website) shall count as varsity athletes. Should they quit any time after the first game

of the season they are still considered as part of that team until the following semester.

b. Any senior that has a season end in the same semester as an Intramural sport equal/similar to their varsity sport
shall be classified as a varsity athlete until the following semester.
c. For questions on this please email Deven Siesel — siesel@hws.edu For this sport there are no restrictions.

Players may only compete for one team per sport unless all captains agree to veto this rule. Participants can play on

multiple teams if there are multiple divisions in existence i.e., an open division and statesmen division would allow a
Hobart student to play in both or same thing for a William Smith Student and a heron division.

sport.

ID at any point and time to verify identities. If you cannot produce one you cannot play.
Sportsmanship Rating System:

Each team will be given a sportsmanship rating by staff members.
A team must have an average score of 3.5 or higher to be eligible to earn any awards associated with that sport and

could forfeit their ability to participate in playoffs

A person who has received professional playing status in a particular sport may not compete in that sport or any related

Participants are required to check-in with Intramural staff at each event. Intramural staff personnel may ask for an HWS

Special game situations: A team winning a game by way of a forfeit shall receive a score of 5. A team losing a game

by way of a forfeit shall receive a score of 2.5 unless they give advance notice in which case, they will receive a 3.5
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Based upon team sportsmanship ratings HWS Recreation Administrative staff can conduct a meeting with team
captains or individual players if it is believed to be necessary

Max Rosters/Participants on Field: Max Rosters =4 Max on court=2 Minimum to start and continue play = 2
Forfeits: Forfeits can be called for any of the following reasons:
1. A Captain requests it on behalf of their team
2. Anplayer or spectator refuses to leave the field/court after being instructed to do so by Intramural Staff
3. Aplayer is deemed as dangerous to spectators, players, and/or Intramural Staff
4. ATeam does not have enough players to start and/or continue play

Start of Game: All intramural events are tightly scheduled based on facility availability to allow for maximum participation, so
keeping the games on schedule is very important. Please have your team at the field checked-in and ready to play at least ten
(10) minutes before your scheduled game time. If one team is late/is not present, the captain of the team that is present and
has the minimum number of participants required to play will be given two options (once a decision is made it cannot be
changed):

o Take the forfeit immediately o Give the team five (5) minutes to show

* If the team shows, the game must be played with only the remaining amount of time left. If the team still does not show, it
will be a forfeit.

Coin toss or rock, paper scissors with winner getting choice or starting with serve or choosing starting positions.

General Play
1. Rosters are locked after a team’s final regular season game.

2. One 60 second timeout per match
3. 20-minute match time cap

4. First to 21 wins, win by 2 cap of 23.
5. Rally scoring used

Mercy

Soft mercy = Up by 7 at any point time will continue to run even during timeouts.
Hard Mercy = Up by 15 or more at any point that match is over.

Overtime
None

Field/Court

Determined the day of competition based on surround area and how much space is available

Rules
Improper Service- All players must be at least 7 feet from the net at the time of service. The server may not cross or come in
contact with this line during the serve = Point for opposing team and/or loss of serve

Service Fault Defense- The person direct across from the server is the legal receiver of the serve and no one else may make a
play on the serve = Point for serving team

Failure to Rotate- After 5 points all players must rotate one spot. After a change of possession a team much change servers =
Point for non-offending team for 5 point rotation or point for other team for servers.

lllegal Catch & Throw — Players must hit the ball and cannot catch it or throw it at any time = Point for opposing team and/or
loss of serve

Hinder - Players on defense must make every effort to move out of the way of the offense = Replay

4 hits- Teams have 3 hits to get the ball to the net to send it back to the other team = Point for opposing team and/or loss of
serve



Double contact- Players may not hit the ball consecutively = Point for opposing team and/or loss of serve

Two handed hit- Players may not hit the ball with two hands but may hit it with any body part = Point for opposing team
and/or loss of serve

Playoff Determining Factors

Overall Record -> Sportsmanship Rating -> Head-to-Head -> Point Differential



