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Intramural Sports Schedule 2008-2009
August

14 
Classes begin

21
First General Athletic Chairman Meeting (7pm Zoppelt)

22
Flag football rosters due

25
Flag football season begins

28
Ultimate Frisbee rosters are due

September

1
Labor Day- No Intramurals

5-6 
Ultimate Frisbee Tournament

            12-13
Ultimate Frisbee playoffs

25
3 on 3 soccer rosters due

26
Chess Tournament (6pm Towers)

October

2       End of Flag Football Regular Season

4
3 on 3 soccer Tournament

6-9
Flag Football Playoffs

             9
Volleyball and Softball Rosters due

13-19 
Fall Break

25
Softball Tournament

27 Volleyball Season begins

30       Racquetball rosters due

November

1
Softball Playoffs

8
Racquetball Tourney

13
Tennis Rosters due


22
Tennis Tournament


24-28
Thanksgiving Break

December

1-4       Volleyball playoffs

5
Table Tennis Tournament (6pm Towers)

            12    
Finals End

Spring Semester 2008
January


7
Classes begin


8
Basketball Rosters due


13
Basketball Season begins


22
Dodgeball Rosters due


29
3 on 3 Basketball Rosters due


31
Dodgeball Tournament 

February


7
3 on 3 Basketball tournament


12
Badminton Rosters due
            20
Basketball Regular Season ends


21
Badminton Tournament


23-26
Basketball Playoffs

March


12 
Soccer and Wiffle-ball Rosters due


16-20
Spring break


23
Soccer Season begins


26
Sand Volleyball Rosters due


28
Wiffle-ball Tournament

April


4
Sand Volleyball Tournament


9
3 on 3 Flag Football Rosters due


16
Soccer Regular Season Ends


18
3 on 3 Flag Football Tournament


20-23
Soccer Playoffs 
 

Sports and All School Points
Each year the ORU Intramural Department crowns one residential wing as “All- School Champions.”  Every sport throughout the year is assigned a point value based upon team performance in both regular season and playoff competition in every sport and contest.  The winner of the All-School Championship should be the wing that has the best athletes, demonstrates maximum wing participation, competes at the highest level, and demonstrates excellent sportsmanship.  The residence wing with the most points at the end of the school year will be crowned the champions.  Listed below are the various sports played throughout the year
The following are considered Major Sports:

	
	Football
	Volleyball
	Basketball
	Soccer


The following are considered Intermediate Sports:

	
	Ultimate
	Softball


The following are considered Minor Sports:

	
	Tennis

5 on 5 Sand Volleyball

3-on-3 Soccer


	Badminton

3-on-3 Basketball

Table Tennis
Chess
	3-on-3 Football

Racquetball

Dodgeball

Whiffleball



Points for Major Sports:

Regular Season Points are awarded in major sports based on the final regular season divisional standings, eliminating the need for major sport participation points.  Additional points can be accumulated in playoff placement.  Point values have been adjusted evenly and consistently across the board from “A” league to “C” leagues. 
Regular Season and Playoff Point Values: 

The point values will be the same for regular season and playoffs, making the regular season equally important.
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*C League competition is only offered during basketball season.

Intermediate and Minor Sport Point Values:

	Intermediate Sport Points
	
	Minor Sports 

Points
	

	1st           7
	
	1st           5
	

	2nd          5
	
	2nd          4
	

	3rd          4
	
	3rd-4th     3
	

	4th          3
	
	5th-8th     1
	

	5th-6th    2
	
	
	

	7th-8th    1
	
	
	


Athletic Chairperson Responsibilities
Each residence wing is to be represented by an athletic chairperson.  This individual is responsible for all communication between their wing and the Intramural Department.  The participation and success of your wing is completely dependant upon an effective chairperson.  This individual is responsible for the following:

1. Responsible for receiving and dispersing information given from intramural department.  Failure to have a representative prior to the playoffs will forfeit  their playoff position.

2. Knowledge of all Intramural rules covered in this handbook.  Ignorance is not an excuse.
3. Turn all team rosters via Facebook to ORU Intramurals.  All rosters must be turned in on time and completely filled out by 4:00 p.m. on the appropriate due dates.  Rosters may also be emailed to the intramural office:  intramurals@oru.edu
4. Inform respective team(s) of scheduled games, locations, and times.

      5.    Make arrangements with intramural staff and opposing team  

             chairperson of any necessary game time/date changes.  All game 
             changes must be made before the Friday prior to the scheduled 
             event.

6    Collect entry, late, and forfeit fees prior to the deadlines.

7.    Inform wing participants of Intramural suspension, termination, and  

       reinstatement procedures.

8.   Assist the intramural department in updating the floor plans on file  

      with the Intramural office when needed.

9.   Maintain Christ-like behavior and be an example in word and deed   

       to his or her wing.

     10.   All Athletic Chairpersons are required to sign the Athletic   

             Chairperson’s waiver.  NO floor can participate without an 

             Athletic Chairperson.  All faculty, staff, commuters, and alumni 

              teams must have a designated captain who is responsible for the 

              same information.  They too must  also sign the above 

              mentioned waiver. 
      11.   The Intramural department will only work with the Athletic 
               chairperson on each floor to makes changes to to any roster,   

               scheduling, or game changes.
The Intramural Program

Participation:

1.   All intramural participants must meet the following criterion:

a. A full or part-time student carrying a minimum of 1 credit hour (Graduate or Undergraduate) per semester of involvement.

b. An Alumni of ORU, having completed 1 full semester (12 hours) and has an Alumni card.  Alumni are required to pay an annual $25 participation fee before beginning competition.

c. A full or part-time employed faculty or staff member of the University.

2. Participants shall be classified in one of the following categories:

a. Resident-Any undergraduate or graduate student who lives on the dormitory wing of the said team.

b. Commuter-Any full or part-time student living off-campus (undergraduate or graduate). 

c. Alumni-Any graduate of ORU holding the minimum of a bachelor’s degree.

d. Faculty-Any faculty member of Oral Roberts University

e. Resident off-winger-Any on-campus resident wishing to participate in a sport/league with a different wing.  A resident may not compete in a league in which his/her wing has entered a team and is not eligible to compete in minor sports.
· All four categories of teams must follow the same rules as the residential floors.

· All Commuter, Alumni, and Faculty teams are only allowed 2 times the players needed to play for a given sport. (ex. Basketball allows 5 players on the court.  Therefore, these teams are only allowed to have a maximum of 10 players on their roster). 

3. Non-Qualifiers:
a. Any individual who has participated at the varsity level at this institution or any other NCAA Division I or II institution must sit-out for a specified amount of time following their regular season contest.  The non-qualifiers fall into 3 categories.  The first category consists of players that were on the practice squad or red shirted and never played.  These players do NOT need to sit out any time for intramurals.  If a player played in a regular season game for any amount of time, then he/she must sit out at least 1 year.  A scholarshipped athlete must sit a minimum of 2 years.  Also if a student is considered a walk-on letterman, then he/she must sit out for a minimum of two years.  If there are any questions, floor is able to make an appeal to the intramural department.  Each floor will be handled on a case by case basis.  Former Div. I or II baseball players are eligible to compete in softball.  However, the may not be currently on a Div. I or II baseball team.  The Intramural Director will decide players’ eligibility should any questions arise.

b. No varsity coach will be allowed to participate in the Intramural sport which he or she coaches.

c. A person is not eligible in any Intramural activity in which he or she has held professional status.

Roster Exceptions for Residential Wings

From time-to-time it becomes necessary to add outside players to a roster in order have enough participants to make up a team.  It is also important to allow faculty, alumni, and commuters an opportunity to participate should they not be able to form their own team.  Therefore:

1. Each wing will be allowed to add up to two off-wing members for the first team entered in any Major or Intermediate Sports.  Only one alumni off-winger per team will be allowed.  The 2nd player must come from the pool of commuters, graduate students, or resident off-wingers.  

2. Any wing entering more than one team in any major or intermediate sport may add one off-wing member per subsequent team.  The off-wing member may represent any of the following (alumni, commuter, grad. students, or resident off-winger).

3. The first team designated with two off-wingers does not necessarily have to be the highest competing team from that floor.

4. Minor-Sports rosters may include one off-wing member) for the entire wing regardless of number of teams entered.

5. Head RA’s, Head Chaplin’s, and Head APA’s must play for the wings they serve.  They will be counted as a residential student for that floor, not as an off-winger.

6. The off-winger's name must be on the roster 24 hours before he or she is eligible to participate.

7. Once an off-winger has played in a game, he or she cannot be   replaced by another off-winger.

8. Off-campus teams will not be allowed to have campus resident players on their teams. 

8.   Effective Fall ’03, there will no longer be “adopted” players.

New Rules for Women’s Intramurals:

For the sake of competition in Women’s intramurals, and to provide a better experience for those wishing to participate, the structure and rule set of Women’s intramurals are being drastically revised.  Effective Fall ’08, women’s teams will be allowed to submit rosters containing any qualifying non-alumni players regardless of residence.  This means that any number of wings can combine to form a team.  However, there will still be a limit on the number of alumni who can participate on a team.  Standard pick-up rules will apply for alumni.  No All-School points will be awarded to women’s teams.
Participation Rules:

ALL participants must be dressed appropriately to play in intramurals.  If you are dressed inappropriately an intramural staff member will ask you to change.  If you refuse you will not be able to play in the game  and could have implications of further suspension.

Rosters, changing leagues, teams, etc.:

1. To participate in a sport, the athletic chair must turn in an official roster with the minimum # of required participants for that sport prior to the deadline assigned.  This list includes each player’s name and phone number in complete form.  Chairpersons must also supply his/her name and phone number, the league of participation, and the wing name.

2. Each person who participates in any Intramural sport must have his or her name on the official Intramural roster.  If a player competes without his/her name on the roster, that team will forfeit all games participated in.

3. Additional names may be added to a roster at any time prior to the first game/match.  After the 1st game/match has been played, any additional names must be added to the roster 24 hours before the next scheduled event.  

4. Players changing leagues can be added at any time as long as they follow the rules above

5. Each participating team member must be a valid wing member, living on that specific floor.  The ORU housing office will provide the official wing floor-plans to the Intramural office.  Exceptions to this rule are off-wing participants.

6. A person may only be on 1 wing roster.  

7. A player is eligible to move up to a higher league for his/her wing or the wing for which they are competing.  A player is not allowed to move down levels of competition.  Also, a player may not move unilaterally within a league.  For example, a player cannot, after playing one snap for Team A1, be moved to Team A2.
8. The above rule applies to all 3 categories of sports (Major, Intermediate, and Minor)

9. Any player moving up levels of competition must sit out one game/match before being eligible to complete.

10. If the game the newly acquired player  was supposed to play is forfeit, then the forfeited game will count as the one game needed to wait before playing with the new team 

11. In order to participate in playoffs, an individual must have competed in at least one regular season game/match with that team.

12. A person may participate on only 1 team in any sport.  Participation in a scheduled game prevents this person from playing with any other wing for the remainder of that sport season.

13. Once a player participates with 1 wing, he or she must play out that sport with that wing.  In other words, if a player begins playing with one wing and then moves to a different wing, he/she must continue playing with the wing he/she started with.

14. However, if a student is moving wings, then he/she can play for the new floor before they have actually moved, however, if they do not move to the floor when allowed by housing then, every game that the athlete has played with new team will be forfeited.

15. A wing may enter as many teams as they want while staying w/in participation rules.

16. Any team playing with an unofficial player will automatically forfeit that game and pay the $5/$10 fine.  Additionally, the unofficial player will also be suspended for 1 game for the team he or she is officially registered with.

17. Any person participating under an assumed name will be barred from all Intramural activity until reinstated by the Intramural Director.

18. Minor and Intermediate Sports:  As long as the player’s name is on the roster, he/she does not have to participate in preliminary round(s).

FORFEITS:

1. All major and intermediate sport forfeits are subject to a $10 fine that must be paid to the Intramural Office prior to the team’s next game, or the wing will be ineligible to play any games until the fine is paid.  In addition, there will be a $1 fine per week that the fine is outstanding.

2. Any team that arrives more than 10 minutes late for a major sport or more than 5 minutes late for an intermediate or minor sport is considered forfeit.  

3. Any team that does not have the minimum required players is considered forfeited.

4. Any team that leaves the field of play before a contest is completed or called by the officials is considered forfeited and may wave all future rights to participate in that sport.

5. Any team with 2 forfeits in a major or intermediate sport is automatically forfeited out of the season and subject to the $20 fine.  They are ineligible to receive any regular season or playoff points.

6. If both  teams fail to appear, it is considered a double forfeit.

7. Any team that fails to show for a minor sport competition on time is considered forfeit and is subject to a $5 fine per team (not wing).

8. Any 2 teams that fail to compete in a minor sport before the established cut-off date will result in a double forfeit unless prior arrangements have been made with the Minor Sport Coordinator.

9. Any athletic chair that fails to report a minor sport match result at an AC meeting or fails to call the Minor Sports Coordinator before the established deadline will automatically forfeit and be charged the $5 fine accordingly.

10. There will be no exceptions to the forfeit rules.  Any disputes must be presented to the IM Director before the commencement of the following round.

11. There will be no combining of minor sport teams in order to avoid a forfeit.  If the team members do not show, that team will be forfeited.

12. All double elimination tournaments will present the possibility of 2 forfeits in a tournament.  Teams will be fined for each game that they forfeit.

13. The score of a forfeited game will be counted as 1-0 for all sports.  Any team involved in a tie-breaker for any sport will have their forfeit score readjusted based on tie-breaker rules (see below).

14. In case of minor sports teams may forfeit  without penalty as long as    

       teams call 3 days in advance. 

Illegal Equipment and Behavior:

A. Illegal equipment

1. Any player wearing illegal equipment during a contest will not be allowed to participate until the equipment in violation is removed.  No additional time will be granted to prevent a forfeit.

2. No one may participate with an unprotected or uncovered cast, splint, or while wearing any hard or unyielding substance.  An athlete may play with a cast as long as it has padding.  The padding MUST be approved by the intramural staff before playing.

3. Any student using equipment belonging to the Intramural Dept. without permission will be barred from any further competition until reinstated by the IM Director.

B. Behavior

1. Any student representing ORU in an intramural competition, on or off campus, who behaves irresponsibly will be suspended immediately and will be barred from further IM competition until the IM Director reinstates the athlete.

2.
Any individual who is charged with a flagrant misconduct or who strikes an opponent, official, or fan during an intramural contest is automatically suspended from Intramurals until reinstated by the IM Director.

3.    A team is responsible for its coaches’ and fans’ actions and                                 
will be charged with any penalty given to these individuals.

4.    Any player ejected from a game is automatically suspended                   
from his or her next game.  Any further problems and the 
individual will be escorted off the playing field by the IM 
Staff, Officials, or Campus Security.

5.   Any individual who addresses an IM Official or Staff                         

member in an unsportsmanlike manner will automatically                             
be ejected from the game and will be subject to any further
disciplinary action imposed by the IM Director. 

       6.   Any individual, whether an athlete or spectator, involved I                

             in a fight will automatically be ejected from that game and    
that sport season. 

7. Any profanity before, during, or immediately after the game will cause immediate suspension.

GAME CHANGES:

Game changes are allowed only if a wing cannot field a team on the day or time assigned.  A coach or star player unable to attend is not an acceptable reason for game changes.  The athletic chairperson is responsible for filling out the game change form in the IM office, finding an acceptable time on the schedule for the game to be played, contacting the opposing athletic chair to sign the form, and turning in the form to the Scheduling Manager in the IM Office before 4:00 p.m. the Friday before the game.   The Scheduling Manager will then contact both athletic chairs to confirm the game change.  If the confirmation call is not received, both teams will still need to show up for the regularly scheduled game.

Note:  The schedule period is from Tuesday to the following Monday due to the time of the athletic chairperson meetings.  For this reason, game changes for Monday must be submitted 10 days (2 Fridays) prior to the game.

LATE ROSTERS:


If a team fails to turn in a roster on time, they can still turn in a late roster at the discretion of the IM Staff.  Its acceptance will depend upon the need to add additional teams to make a complete league/division. Any late major or intermediate sport roster accepted must be accompanied with a $10 late entry fee per team submitted after the deadline.  Late rosters for minor sports will require a $5.00 late fee per team entered after the deadline.  If the schedule is already assembled, the team can be placed on a waiting list in the event that a team drops from the league.  The teams will be accepted on a first come, first serve basis.  After the late fee has been paid, the IM Dept. will make every effort, within reason, to place each team into the empty slots.

COMBINED TEAMS:

1. Wings can combine wings to form 1 team for any major or intermediate sports.

2. A combined team may not have any off-wingers.

3. The All School points earned by these teams will be divided equally between the two wings.

4. Only 2 wings may combine to form a team.

SEASON STANDINGS AND TIE-BREAKERS:

· Teams shall be ranked according to W-L record percentage. In the event of a tie-breaker, the following criterion will be followed:

1. Head-to-head competition

2. Record vs. conference opponents

3. Average margin of victory (Total season points scored minus total season points allowed.) 

4. Coin Toss

· In the event of receiving a W due to a forfeit, the score of that forfeit game shall be determined by taking the average margin of victory in other games won by the team winning by forfeit.  In other words, if your team wins by an average of 10 points in other games, the score of the forfeit game will be 10-0. 

· Any team in a tie-breaker situation that has forfeited a game during the regular season will automatically lose the tie-breaker, even if they have defeated the team with which they are tied.  In the event that both teams in the tie-breaker situation have forfeits, the tie-breaker will fall back upon normal tie-breaking guidelines.

PLAYOFF COMPETITION:

In most cases, playoff rounds will be a single elimination tournament bracketed for 8 teams.  The placement points for the fifth through eighth place teams will be divided equally.

Playoffs shall consist of the top eight teams in each League (A, B+, and B) according to division standings.  

1 Division:

8 teams

2 Divisions:

Top 4 teams from each Division

3 Divisions:
Top 2 teams from each Division and 2 wild-card teams according record (and tie-breakers).

4 Divisions:

Top 2 teams from each Division

SCHEDULING

ALL DIVISION AND TOURNAMENT PLACEMENTS SHALL BE DONE BY RANDOM DRAW.  THERE WILL BE NO ATTEMPT TO GIVE TEAMS A “SEEDING” by guessing how good/bad they will be.  Exception:  Where possible, no wing entering multiple teams in a league (A, B+, B, C) or tournament shall have two teams placed in the same division or on the same side of the bracket.

MAJOR SPORTS

Intramural Flag Football:

EQUIPMENT:

· The Intramural Sports Department will provide a game ball for each contest.  A regular-size football will be used for the men and an intermediate-size football for women.  Any regulation-sized ball that meets the approval of both teams may also be used.  If teams wish to warm up, they must provide their own ball.

· No street clothes (i.e. Jeans, button shirts, hard soled shoes) may be worn during contests.  Shoes must be canvas-topped or soft-leather-topped rubber soled shoes, commonly known as basketball or gym shoes.

· Players will not be permitted to use metal or ruby cleated shoes (subject to official’s final judgment).  

· Shirts must be worn and tucked in (No “shirts and skins”).

· All male players must wear elbow pads.

· No shorts/pants with pockets will be allowed.

· Players must remove all jewelry prior to participating.  Players will be subject to a 5-yard penalty for illegal equipment.
GENERAL RULES:

THE PLAYING FIELD:

· The field is 100 yards long (i.e. 80 yards from goal line to goal line w/ 10 yard end zones).  The width of the field is 50 yards.  (Women’s fields are 40 yards in width)

PLAYER REQUIREMENTS:

· Each team consists of 7 players on the field.  A team can play with a minimum of 5 players.  If a team cannot come up with the proper amount of legal (on the roster, proper equipment) players within 10 minutes of the scheduled start time, it is considered a forfeit.

THE GAME:

· A coin toss will determine who has the option for choosing the ball or field position (defense). The team who wins the coin toss does have the option of deferring the decision to their opponent.  The team not deciding the option in the 1st half will receive the option in the 2nd half.

· The game consists of four, 8-minute quarters.  However, during the playoffs there will be four, 10-minute quarters. 

· When there are 2 minutes left in the second and fourth quarter, the clock no longer runs and only 7 plays are allowed.  A penalized play does not count as 1 of the 7 unless the penalty is declined.  An extra point after a touchdown does not count as 1 of the 7 plays.  Each team is allowed 3 timeouts per game.

The clock stops for the following:

· Referee’s time-out

· When a penalty occurs

· On an inadvertent whistle

· When a team scores

· Change of possession

The clock will start when the referee places the ball on the line of scrimmage and blows the whistle.

SCORING:

· A team will receive 6 points for every touchdown.  They will then have the option of going for 2 extra points from the 10-yard line or for 1 extra point from the 3-yard line.

· A safety (sacking the offensive team behind its goal line) is worth 2 points and the defensive team will start the very next possession on their own 20-yard line.  

· If a team is ahead by 30 points at any time during the 4th quarter or by 17 points at the 7-play warning in the 4th quarter, the game is over.

· In case of the game being called by inclement weather or daylight, the completion of 1 full half of play will be considered a complete game.

STARTING THE GAME:

· To start the game, the team with the ball will begin on their own 20-yard line (30 yard-line for the women).  They have 4 downs to cross the next yard line (40).  If they do cross the line, they then have 4 more downs to reach the next yard line and so on down the field.  If the team has not crossed the yard line after the fourth down, it is a turnover, and the defensive team then has the ball.  The offensive team does have the option of punting the ball on 4th down.

LIVE AND DEAD BALL:

· Whenever the ball is muffed or fumbled and touches the ground, the ball is dead and belongs to the team that possessed the ball at the spot it touched the ground.  

· If during a center snap, the all touches the ground before being touched by another player and still between the quarterback and the center, the ball is still playable.  

· The only time a ball may be stripped from a player is when he or she is carrying it with his or her arm outstretched.

BLOCKING

· Blocking is legally obstructing an opponent by contacting the opponent with any part of the blocker’s body.  

· Blockers must be on their feet before, during, and after contact is made with an opponent.  He or she must be in an upright position.  

· Two-on-one blocking shall be limited to the area on and behind the neutral zone.  

· Under no condition shall a high-low or rolling block be permitted.  

· When using a hand or forearm block, the elbow must be entirely outside the shoulder.  

· The offensive blocker is not allowed to use the hands to hold when blocking the defense.  

· Any head butting (contact initiated by the head) will be penalized as unsportsmanlike conduct.

REMOVING THE FLAG:

· In an attempt to remove a flag from a ball carrier, defensive players may contact the body of the opponent with their hands, but not with the face or any part of the head.  

· A defensive player may not hold, push, or knock the ball carrier down in any attempt to remove the flag.  

· A defensive player may not pull the defensive player’s flags before he or she has caught the ball.  

· A player may not “guard” his or her flag by brushing an opponent’s hand from it, stiff arming, or physically holding it on.

· Once the flag is separated from the runner, the play is over (regardless if the flag was pulled or just fell off.).

MOTION AND OFFSIDES:

· There must be at least 3 offensive players on the line of scrimmage when the ball is snapped.  

· No player on the offensive team shall make a false start.  

· The linemen must remain in position once the QB yells “set.”

· The lineman must remain in position for 1 full second before the ball is snapped.

· Only 1 offensive player can be put into motion at a time.  He or she may not move any closer to the line of scrimmage or the play will be blown dead with the call Illegal Motion.  

· The ball will be dead after any offensive illegal motion or off-sides.  The defense must line up 5 feet (or the spot marked by the official) from the line of scrimmage.  They are allowed to move anywhere on the field as long as they do not cross this line.  Any defensive player who crosses this line but gets back before the ball is hiked and has not made contact with an offensive player will not be penalized.  The ball is not blown dead on defensive off-sides.
PASS INTERFERENCE:

· It must be remembered that both offensive and defensive players make a play on the ball at the spot of completion or interception.  

· Both the offensive and defensive players must make a legitimate attempt to play the ball, not the man.  Contact may occur without penalty, and a defender can bump a receiver before the pass is released as long as it is only within 5 yards of the line of scrimmage.

PASSES:

· Only 1 forward pass can be made during a play.  Any team member is eligible to receive the pass.  The pass must be thrown from behind the line of scrimmage.  If the flags are removed from the passer before the ball leaves his or her hand, the ball is dead at the spot of the tackle.

RUNNING THE BALL:

· All players are eligible to run with the ball.  There are no center sneaks.  In order for a center to run the ball, he/she must snap it to the QB and turn around to receive the ball before running with the ball.

SUBSTITUTES:

· No incoming substitute shall be on the field while the ball is in play.  Any number of substitutes may enter into the game at any time, as long as there is no delay in getting the play off in regulation time.  

· Sleepers (players that are not involved in the huddle) are not allowed.  Players must enter the field from his/her own sideline.

SUMMARY OF FOULS AND PENALTIES:

5-yard penalty

· Required equipment worn illegally 

· Delay of game (failure to snap ball w/in 25 sec. of ref’s whistle)

· Eight or more players on the field

· Eight or more players in the huddle (Illegal huddle)

· Encroachment (defense in neutral zone prior to the ball being snapped/dead ball)

· False start (dead ball)

· Illegal snap (dead ball)

· Less than 3 men on the line of scrimmage

· Player out-of-bounds when ball is snapped

· Illegal motion

· Illegal handoff or pass (+ loss of down)

· Intentional grounding (loss of down)

· Helping the runner/guiding the blocker

10-yard penalty
· Offensive pass interference (loss of down)

· Defensive pass interference (ball at spot of foul/first down)

· Tripping 

· Illegal contact

· Hurdle any player

· Illegal block of any kind

· Roughing the passer (automatic first down)

· Illegal use of hands

· Guarding the flag/illegal tying or fastening of flags (plus loss of down)

· Holding (offensive)

· Impeding the progress/holding the runner

· Unsportsmanlike conduct/foul language (immediate ejection)

· Fighting (immediate ejection)

· Tackling (immediate ejection)

OTHER:

· A penalty occurring within the 20-yard line will be marked off at half the distance to the goal.

· Any flagrant tackling in order to prevent a touchdown will result in an automatic touch down. 

· Any defensive pass interference in the end zone will result in the ball being placed on the 1-yard line and first down.

The offended party will have the choice of accepting or refusing the penalty (refusing the play or the yards and gaining a repeat of the play unless especially noted with both).

MISCELLANEOUS:

· Jumping will be legal as long as the player does not make direct, intentional contact with another player.

· A forfeited game has the final score of 6-0.

· OVERTIME SCORING: The winner of a coin flip decides if their team will start the overtime period on offense or defense. During the untimed overtime period, each team gets one offensive possession that starts on the opponents 20-yard line. Possession ends when a team scores, turns the ball over, or fails to convert a fourth down play. These steps are repeated until the game is no longer tied.  If neither team scores on the first possession, the team that advanced the ball closest to the goal shall be declared the winner.

Volleyball

GENERAL RULES:

· A team consists of 6 players on the court.  A team may play with a minimum of 5 players.

· All teams must provide at least 1 line judge and/or scorekeeper.  Failure to do so will result in a $5 fine.

· Each player must have a number that is clearly visible as a number and permanently on the t-shirt or jersey (a clearly visible marker will be allowed).  Under no exception will any taped numbers, pinned numbers, or shirts with print such as years or Scripture be allowed.  These players will not be allowed to play.

· Each player must be on the court before 10 minutes after his or her scheduled time, or the team will be forfeited.  If a team does play with 5, every time the sixth position comes up to serve, a side out is automatically awarded to the opposite team.

· The 6 players must be in position during the serve.  After the serve, they are allowed to move anywhere on their half of the court as long as they return to their positions for the next serve.  During the serve 3 need to be on the front row and 3 on the back.  A player cannot overlap his or her position.  The players will rotate clockwise when they are awarded a side out.

· For substitution, a coach or player will tell the referee during a dead ball.  Then the player must wait for the referee to motion him or her to come in.  During a substitution, the player must tell the umpire, (down referee) who he or she is substituting for and both of the numbers.  The incoming player will take the same position and spot in the rotation as the player coming out.  Any player returning to the game must substitute for the position coming out of.  A player can only come into the game 3 times.  (This includes starting the game.)

· In case of injuries, and all substitutes have already entered the game, a substitute from the bench can come in.  In this case, the injured player may no longer enter the game.

· In case of an illegal substitution, the offending player must be removed as soon as the error is discovered.  If discovered before a side out, all points served by the offending team are canceled, and a side out is awarded.  If the error is not discovered before a side out, no points are canceled; a point or side out will be awarded to the offended team.  The same penalties apply for an illegal server.

· Games will be scored by "speed scoring."  A game is completed when one team scores a total of 25 points and is ahead by 2 points with a maximum of 30 (irregardless if team is only ahead by 1).  A match is won by winning two out of three games. 

·  Any match requiring a 3rd game will be scored to 15 (max 17).

· First serve will be determined by a coin toss.

· Each team is allowed 3 hits to get the ball across the net.  A player cannot hit the ball 2 times in a row unless the first hit comes from a block.  A block does not count as a hit.  If 2 players simultaneously hit the ball, it is considered a block, and either player may hit the ball next.

· Any ball hitting the net is still legal (including serves) and the player does not touch the net.  Any ball contacting the net outside of the antenna is dead.  Any ball passing over the antenna is considered out of play; a ball must pass completely within the antennas.

· Any ball touching the line is considered in.  A dead ball occurs after an official’s whistle, when the ball strikes the floor, and when the ball hits an object outside the court (this is left to the discretion of the official).  The teams switch sides after each game.  At this time they may switch positions and players.

· Each team is given 2 timeouts per game and 1 extra if both teams tie at 15.  Best out of 3 games will be played; the team wins the match when they win 2 games.  There is a 1-minute rest period between games.

· A player may serve from anywhere behind the base line.  The individual serving is not allowed to contact or jump over the base line until after the ball has left the servers hand.  In rotation, a server cannot be considered in the overlapping of positions.  The server is excluded in rotation check when outside the court.  An individual may set a serve, but the official must consider these hits with a high standard.  A player may block the serve as long as the individual does not make a movement toward the ball in the manner of an attack.

· Illegal alignment occurs when a player overlaps the individual immediately in front or behind him and the individuals to the immediate left or right (specifically the players on the same row whether that be front or back).

· Currently, under official volleyball rules, balls contacting any body part are legal.  However, the ball cannot come to rest on an individual for any length of time.

· An individual may step on the center line under the net, but a player cannot allow his or her foot to come up off the line if the foot is in contact with the opponent’s side.  If an individual contacts the opponent’s side of the court with any other part of his or her body, the play will be blown dead and a point or side out awarded to the offended team.  A player may jump the center line off out-of-bounds to the opponent's side if that individual is close enough to the side of the court.  However, a player cannot interfere with the play or player on the opposing team.

· An individual can penetrate the net to the opponent’s side to block a ball when the opposing team is attacking the ball.  However, a player cannot touch a ball (unless an opponent is attacking) until the ball breaks the imaginary vertical plane of the net.  For example, an individual cannot spike a ball that is completely on the opponent’s side (whether the ball breaks the plane or not will be left to the officials’ judgment).

· A player in the back row is allowed to attack a ball only if he or she jumps or contacts the ball from behind the 10-foot line.  A back-row attacker who is standing in front of the 10 foot line can attack the ball as long as the individual’s hand does not break the imaginary or horizontal plane extending from the top of the net.  If a setter is in the back row in the rotation and comes forward to set the ball, he or she must set the ball below the imaginary horizontal plane.  A setter in the back row in rotation cannot block a ball above the imaginary horizontal line.

· All net touches, including incidental, are illegal.  Making contact with the up officials stand is also considered a net touch and illegal.  A ball can be played beyond the imaginary vertical line extending past the poles out-of-bounds.  For example, a player can run around to the other side of the net "outside of the poles;" hit the ball back still outside the pole and then be played over the net inside the pole.
Basketball

General Rules:

· A team consists of 5 players on the court (a minimum of 4) and an unlimited amount of substitutes.  The team must be on the court and ready to play within 10 minutes after the scheduled time for the game, or a forfeit will be given.  If, at any time during the game, a team cannot put a minimum of 4 players on the court, the game is forfeited (including players that foul out or are ejected).

· All team members must wear similar colored shirts that fall under the same stipulations as the volleyball shirts.  

· There will be absolutely no bandanas or hats worn on the court.  There will be no street shoes on the court.  Any person caught wearing street shoes will be ejected and possibly fined.

· A player cannot wear anything that could cause bodily injury to another player like a splint, unyielding braces, or casts.  Any questionable items can be cleared through IM Staff.

· A team must provide a competent scorekeeper or someone to run the scoreboard, or the team is considered forfeited.  It is the responsibility of the team and not the referees to find this person.

· A team must have the proper number of players on the court in order to be awarded the win through a forfeit.

· If a contest is discontinued due to unsportsmanlike conduct, the offending team will receive a forfeit and be subject to probation by the IM director.

· All games shall be governed by the current official High School Basketball rules, except where special IM rules apply.  All players and coaches are responsible for knowing the rules.

· The game will consist of 2, 16-minute halves with a 5-minute half-time period.  During regulation play, the clock will stop only for timeouts, free throws, injuries, and the last 2 minutes of each half when the whistle is blown by an official.

· Each team is allowed 4, 1-minute timeouts to be taken at any time during a game.  Timeouts will be carried into overtime, along with 1 additional timeout per team.  There are 3 pointers in IM basketball.

· Overtime will last for 3 minutes, with additional 2 minutes until a winner is declared.  

· Dunking is not allowed in the Aerobics Center, and therefore will be not be allowed both prior to (warm-ups) or during a game.  Dunking will result in a technical foul. 

· A jump ball will start the game and overtime with alternating possessions used to put the ball into play for the rest of the game.

· Substitutions are only allowed on a dead ball, and the substitute must be signaled in by an official or else a technical will be called.

FOULS:

· Personal fouls—if a personal foul occurs while shooting, the player fouled will get 2 shots.  If the basket is made, 1 shot.

· A 1-and-1 situation will occur beginning with the seventh team foul.

· Intentional fouls are 2 shots and possession.

· Flagrant fouls are 2 shots, possession, and ejection of the offending player (ejection of the player will be left to the discretion of the official).

TECHNICAL FOULS:

· Technical fouls are 2 shots, possession, and the player must sub out for 5 minutes; another technical results in an ejection and a trip to the IM director's office.
· Any technical foul for illegal equipment will be assigned as a team foul.
· Any combination of 3 technical fouls in a game by a team results in an automatic disqualification, regardless of the score.
· An individual shall be ejected from IM basketball for the season at the occurrence and accumulation of his/her 3rd technical foul.
GENERAL RULES (CONT’D):
· All out-of-bounds balls must be touched by the official before being thrown in.  If a defensive player touches the ball or player throwing a ball in while it is still out-of-bounds, a technical foul is called.

· After the ball is given to a free-throw shooter, he or she will have 10 seconds to shoot the ball.  The ball must at least touch the rim or it is blown dead, and a turnover takes place.  All players not occupying a lane space must be behind the free-throw line extended and outside the 3-point area.

· Kicking the ball is not a violation unless it is intentional.  Double dribble is when a first dribble is taken after the first has ended.  An offensive player cannot be inside the lane for more than 3 seconds at a time.

· A team has only 10 seconds to get the ball across the half court line towards their goal after gaining possession.  If this line is crossed again without a defensive player being the last touch on the ball, it is considered back court and loss of possession.

· Traveling occurs when the player moves both feet (including the pivot) without dribbling.  If a player interferes with a ball on its downward trip towards the basket or shakes the rim and backboard, goal tending will be called and the basket will count.

ADMINISTRATION FOULS:

· Five personal fouls disqualify a player.

· Any flagrant (on purpose and harmful) foul disqualifies a player.

· Anytime a defensive player touches the man with the ball, besides a hand check, this is a personal foul.

· Dunking is not allowed and will be penalized with a technical foul.

For further questions on rules, consult the NCAA Basketball rule book or an IM Staff member.

Soccer

GENERAL RULES:

Each team will consist of 7 players, 6 on the field and 1 goalie.  Teams will be allowed to participate with a minimum of 5 players.  Forfeits will be assessed after a 10-minute grace period.  Games will consist of 2, 20-minute halves and 1, 5-minute halftime.  The teams are allowed to substitute on dead balls and after goals.  Games which are tied when time expires will be determined by a shootout.   

EQUIPMENT:  

No metal cleats will be allowed.  Each team must wear appropriate dark and light colors, and the goalies must wear the opposite color of their teammates.  For all other rules please refer to the OSHA rule booklet.  

Intermediate Sports

Ultimate

EQUIPMENT:

The Intramural Department will supply each field with a regulation Frisbee equal to 165 grams.  Teams will be allowed to use their own Frisbees as long as they are regulation weight.  All teams are required to wear shirts and shoes.  Shoes may consist of any type of cleat with exception of metal spikes.  Players will not be allowed to play until replacement shoes can be found.  Each team will wear shirt colors that are consistent with tournament regulations.  The top of any tournament bracket will be white, and the bottom of the bracket will be dark.  Jerseys of the same color will be allowed with the permission of the opposing team.

GENERAL RULES:

Each team will consist of 7 players.  However, a team will be allowed to participate with 5 members.  Forfeits will be assessed after the normal 10-minute grace period.  Each team will be allowed 2, 1-minute timeouts per half.  A disc is advanced by teammates tossing the Frisbee in the air to one another.  If at any point in the game a Frisbee is dropped or hits the ground. a turnover is awarded.  The opposing team is then granted possession and play continues.

Softball

· Each team is allowed 10 players on the field with 1 more as a designated hitter.  They will have to have 7 players on the field within 10 minutes of the scheduled time, or it is considered a forfeit.

· The length of the game will be 7 innings or a time limit of 1 hour.  The umpire can call game 5 to 10 minutes ahead of time if he or she feels a full inning cannot be played within this limit.  

· If time allows, each team will have a 5-minute warm-up.  The game will be started on schedule whether a warm-up was taken or not.

· If it is raining, it is the responsibility of the team to be at the field unless telephoned by a member of staff before the game.  There will be no exceptions.  Games that go 5 innings and are called because of rain or daylight will be considered full games.  In case of a rain out, it is the responsibility of the 2 chairs to reschedule the game with the IM department.

· Games will be called if after the bottom of the third inning, a team leads by 12 runs, fourth by 10 runs, and fifth and following by 8 runs.  No protest will be allowed after leaving the diamond.  If any questions, have the umpire settle those before leaving the field or going on with the game.

· Cleats will be permitted as long as they do not become a problem.  The strike zone is that space over home plate between the batter's highest shoulder and the top of his or her knees when assuming his natural batting stance.
· A full swing must be taken by the batter; no bunting is allowed.

· The pitch must arc above a 6-foot deck and below a 12-foot ceiling to be legal.  Each batter will automatically start with 1 ball and 1 strike.  At a 2-strike count, the batter's next foul is a courtesy foul with the following foul being an out.

· Any of the 10 starting players may withdraw and re-enter the game once, provided such player occupies the same batting position whenever he or she is in the lineup.  A substitute who is withdrawn from the game may not re-enter.  Any player removed from the game shall not participate in the game again except as a coach.

· Any team playing with less than 9 players (7 or 8) must account for those missing players in the lineup.   When the missing player (s) come up to bat, an automatic out is called and the next batter in the lineup will be up to bat (unless it is the 3rd out of the inning).

· Generally, the championship game shall be decided by a one game contest, irregardless if the losing team has not yet lost a game in the double-elimination contest.*

*If scheduling permits, the IM director reserves the right, prior to the final day of competition, to declare that double-elimination rules remain in effect for the championship game.

Minor Sports

Rules

· Wings are encouraged to rank their teams in order of strongest to weakest

· Minor sports teams may include 3 members plus one alternate or substitute, for a total of 4

· Floors do not have to put their top players on one team; they may distribute them among many teams, but they must give their best attempt to rank their teams

· If teams are ranked from the strongest to weakest, in the event that a team may be short a player due to circumstances (i.e. a player is out of town, illness) they may replace the player with anyone not on the roster or may move up a player from a lower ranked team

· Any changes to a roster must be made 24 hours before the start of the tournament

· If a wing does not wish to rank their teams and give them team names instead (i.e. Bears, Bulls, Braves etc…) then there can be no changes made to their roster whatsoever

· All tournaments will follow a 16, 32, 48, or 64 team format depending on the size of the tournament.  Byes will be given to the highest seeds in order to fill out the bracket

· In certain situations, play-in games will be used to complete the tournament bracket 

· Minor sports tournaments are single elimination.  Points will be given to the top 8 teams in the points section

· Tournaments will be made a random draw.  There will be no seeding given to any team no matter if wings have ranked teams or not

· The tournament draw will be live and available to be viewed by anyone who would like to show up at the designated time

Tennis

· Each team consists of 3 players, and 1 sub.  Subs are only used when an individual cannot play the next round.  Subs must be on the roster 48 hours before the next round.

· Wings can enter as many teams as they want, but participation points will only be given to the first 3 teams.

· Rank all 3 players on a team according to their ability, (No. 1 being top seed).  The first serve shall be determined by a volley.

· Each match is played the best 2 out of 3 sets.  Each team will advance to the next round by winning 2 out of 3 matches.

NOTE:  If the athletic chair fails to give the results to the IM Staff before the deadline, the game is considered a double forfeit.

3 on 3 Volleyball

· Wings will receive participation points for the first 3 teams entered.  Wings can enter as many teams as possible.  Each team can have 1 substitute player whose name must be on the roster before the 48-hour limit.

· The first round of the tournament will be pool play, where the games will be first 1-15, or 15-minute time limit.  The winners of the pool play will then be placed in a single elimination bracket to determine the winner.

GENERAL RULES:


-Switch sides after each game.


-No blocking serves.


-Serve from anywhere behind the baseline.

-Crossing the center line is permitted as long as it does not interfere    with the opponent.


-No net touches whatsoever.


-No open handed dinks.


-Shoulders must be square to where the ball is set across the net.

· All calls are self made.  Any arguments will be replayed.  Due to limited time, only 2-minute warm-ups, starting from the time the nets are cleared from the last game, will be allowed.

Reminder:  All minor sports maintain a 5-minute mercy period before a team is forfeited out of the tournament.  This rule will be strictly enforced due to the limited amount of time and courts.

Racquetball

The same team rules apply as in tennis.  Games are played to 15, 15, and 11.  You must win by 2.

SERVICE RULES:


-The serve must hit the front wall first; otherwise, it is a side out.


-The return of the serve can be hit off the fly or first bounce.

-The serve may not hit the back wall, ceiling, or a total of 3 walls on     the fly.


-A serve hitting the server is a side out.


-Two chances on a serve unless a side out is made

Contact constitutes a hinder:   Point played over.  Blocking a player unintentionally or balls not seen if a play is possible are both hinders.

3-on-3 Basketball

· A team will consist of 3 players and an optional substitute whose name is on the roster.  All team members must wear similar colored shirts.

· The game will be played on half a court.  The game will start with a minimum of 2 players.  If a team is not ready to be in after the 5-minute-mercy rule, the team will be forfeited.

· Starting possession will be determined by the time keeper.  In case of a jump ball, the possession will change from the beginning possession.

· A dead ball must be checked by a defensive player before being put into play.  The game will be played with 2, 10-minute -halves and a 5-minute halftime.

SCORING RULES:

· If a team scores a total of 30 points, the game is automatically over.

· Two, 20-second timeouts will be given to each team.

· Games will be self officiated.  The offended team will have the ball at the closest out-of-bounds or out-of-play spot.

· There will be no free throws.

· If a foul occurs during a shot and made, the basket will count, and the player fouled will have possession.

· The IM staff will provide referees from the round of 8 to the championship.

· After 5 personal fouls, a player will be out of the game.

Ping Pong

· The same team rules apply as in tennis.

· A match is won by the first player to win 2 out of 3 games.

SERVICE RULES:

· The ball shall be placed on the palm of the free hand, which must be stationary, and above the level of the playing surface.

· If a player attempting a serve misses the diagonal side of the table, a point is awarded to the other player.

· After 5 points, the receiver shall become the server, and the server the receiver, and so on after each 5 points until game point, and then the player behind in points will serve until the game is over.

· A game shall be won by the player who first wins 21 points, unless both players obtain 20 points, when the winner of the game shall be the individual who first wins 2 points more than his or her opponent.

· The players will switch ends of the table after each game.

Badminton

Badminton is a 1-day tournament.  The same team rules apply as in tennis.

SERVICE RULES:

A volley determines the first server.

· When server has even score (0, 2, 4, etc.) he or she will serve from the right of the court.

· Odd server's score serves from left side.  Combined total of scores is not necessary.

· The serve must be underhand.

· The serve must be cross court.
SCORING RULES:

· A player can only score while he or she is serving.

· Player changes sides after each game.

· The best 2 out of 3 games win.

· A game is played to 15, and must be won by 2.

Sideout occurs from the shuttle hitting out-of-bounds, hitting the shuttle before it crosses the net, when a player touches the net, double hits, and when the shuttle is being hit by the frame of the racket or the player’s body.

3-on-3 Soccer

THE GAME:

· Each team consists of 3 players and 1 sub.  There are no goalies.

· 1, 60-second timeout will be allowed per half.

· Each game consists of 2, 10-minute halves.

· Each halftime period will be 5 minutes in length.

· Goals will be awarded only if the ball remains on the ground when passing through the markers.

· Call your own fouls; the penalty for a foul is a free kick.

· Defensive players must stand 3 yards off the ball for all free kicks.

· A goal kick begins play as each half resumes play after each goal.

· A kick-in brings the ball in play from out-of-bounds.  Balls must be passed in.

· A substitute may come in after a goal by either team.

· Ties will result in sudden death.

(Staff judgment will be final on all goals and penalties.) 

THE FIELD: Each field will be 40 yards in length and 25 yards in width.  

3-on-3 Flag Football

GAME RULES:

· Games will be played to 30 points.  Touchdowns are 6 points, 5-yard conversions are 2 points.

· A team will have 5 downs to score from their own 5-yard line.  If that team fails to score, opposition will take possession where offense failed and will have 5 downs to score.

· QB will have 5 seconds to release the ball.  An IM Staff member will monitor this.  If the QB does not release the ball in 5 seconds, his team loses that down.

· QB may not cross the line of scrimmage before he or she passes the ball; doing so results in loss of down.

· Receivers must be set or in motion (only 1 in motion at a time) prior to the start of the play.

· There are no running backs.  There is no rushing the QB.

· There are no timeouts; defense must be ready to play when offense snaps the ball.

· Two feet must be inbound to be ruled a catch.

· There is no flag guarding (protecting your flag by using your hands), or stiff arming allowed. The ball will be dead at the spot of the flag guard or stiff arm.

· All interceptions (including extra-point interceptions) may be returned for 6 points.

· Ball may not be intentionally stripped from a receiver.  Once the ball has touched the ground, play is automatically stopped and the play is dead

· Defender may not bump or check receiver at any time.  The only contact that will be allowed between a receiver and defender is that of the incidental variety.

· Players that take part in unsportsmanlike conduct of unnecessarily rough play will disqualify their team from the tournament.

· Offensive and defensive pass interference should be called by players.  Penalty for offensive pass interference is loss of 1 down.  Penalty for defensive pass interference is replayed down, plus 1 extra down.

· Laterals are allowed after the initial forward pass.  QB is eligible to accept a lateral after the initial forward pass.  A forward pass must start every play.
· Substitutions are allowed, but must be checked in by a staff member.  No “quick-subs” allowed.

· Players should call game on Honor System, and try to settle all disputes on the field.

Disc Golf
· The tournament will be held at a location disclosed at the Athletic Chairperson’s meeting.

· Each participant must bring his/her own disc golf disc.

· All participants will play their first round at their designated tee-off time.

· After every person has played one round, the top three scores for each wing will be grouped together to make that wing’s 1st team.  The next three will make up the 2nd team, and so on.

· The top eight teams will then play another round to determine 1st through 8th place.

· Participants not there within 5 minutes after their group has teed off will forfeit their round.
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				A League		B+ League		B League		C League

		1st		10		8		6		4

		2nd		8		6		4		2

		3rd-4th		6		4		3		1

		5th-8th		4		3		2		0.5






