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TFC – 2017 Volleyball tournament rules 
 

 

 

GENERAL GUIDELINES 
 
 The tournament will be divided into two major rounds - a round-robin among all participating 

teams divided into few groups and a knockout round among the top teams from each group. 
See Rule 35. competition format for more details 

 Tournament date, time and venue:  
 
9:00 AM – 6:00 PM  
August 26, 2017 at Forzano Park  
2001 Doughlas Road, Miramar, FL 33025 
 

 Each team has to play multiple matches in a day. 
 There is a $160 participation fee involved per team. The participation fee (payable on the TFC 

website: http://www.thefriendshipcup.org/participation-dues.html) must be received by the 
organizers on or before Thursday, 08/20/2017. Funds are payable by Credit Card / Paypal.  Teams 
that do not pay before the deadline will not be allowed to participate.  There will be no refunds of 
any fees made. 

 By close of 8/20/2017 all teams should send in their rosters. Use the Roster Template attached 
(Also available on TFC Website:  http://www.thefriendshipcup.org/rules--forms.html). 
Participation of any team not complying with this is left to the discretion of the organizers. 

 The organizers have the final say in any disputes. 
 Please remember that the tournament is conducted to have fun. Every player need to treat their 

fellow members with respect and dignity. In case of any unpleasant incident the coordinators 
and/or organizers can halt the games. The team or individual causing the unpleasant incident 
can be taken off the game. 

 All participants are requested to strictly follow the rules. 
 Apart from the below mentioned rules that may have some variations, all other rules as specified 

by FIVB would be followed. 
 

CRITICAL RULE HIGHLIGHTS 
 

• Minimum of 5 players from the association should be in the playing roster. (see Rule 1) 
• Captain needs to inform method of Substitution that will be used by his team before start of 

the each game (see rule 5) 
• Ball crossing either partially or completely outside the vertical plane of the net is a fault. 

(See rule 7) 
• Net Contact during the course of play is a fault (see rule 13) 
• Ball must be tossed before service hit. Only one toss is allowed (see rule 15) 
• Attacking ball which is coming over the net is ILLEGAL, if it has NOT broken the plane of the 

net. (see rule 17) 
• Players are NOT allowed to hit or block the opponents serve. (see rule 17, 18) 
• Playing the ball: (See Rule 10) 

o The ball may be played with any part of the body. Kicking the ball is valid too. 

http://www.thefriendshipcup.org/participation-dues.html
http://www.thefriendshipcup.org/rules--forms.html
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o Players are NOT allowed to catch, hold or throw the ball. 
o Carrying the ball is a fault - If the player's hand starts vertical with the palm facing 

up and ends either upright or completely flipped over, then a carry should be 
called. 

o Do not attempt to change directions of the ball with a two hand set. 
o Do not push the ball over the net or opponents in a “dink”. 
o Do not follow–through with the hands or arms in contact with the ball. 

o When contacting the ball with one hand, it must be cleanly hit with the heel or 
palm of the hand (a roll shot), with straight, locked fingertips (a cobra), knurled fingers 
(a camel toe) or the back of the hand from the wrist to the knuckles. One-handed 
placement or redirection of the ball with the fingers (a dink or open hand tip) is a fault. 

 

RULES 
 

1) TEAM COMPOSITION 
a) A team cannot have more than 10 players in its roster. Players in the roster cannot be changed 

once when the tournament has begun 
b) All teams should represent an Indian association (Exception: Rule 10.k) 
c) All players should belong to some Indian association (Exception: Rule 10.k) 
d) No players can play in more than one team 
e) If a team is representing single association at least 5 players should be an active member of that 

association. Exception: Rule 10.k 
f) Every team will field a maximum of 6 players on the court to play. 
g) A minimum of 5 players of a team should be present in the court to start the match. 
h) At any point of the time, during the match, if the number of players is less than 5 the team shall 

forfeit the match. 
i) On special instances, organizers may allow a team to participate that is composed of players 

from different associations. Teams thus formed would be given lower priority in participating in 
the tournament. Such team(s) would be included on space availability basis. 

j) All participants need to sign a mandatory waiver form. 
k) Strictly no league players (all kinds of volleyball league) are allowed to participate in the 

tournament. A player is considered to be a league player if the player is currently registered / 
playing or has been representing a league team in the past 3 years (2013, 2014 & 2015). In other 
words, a person who is not currently registered or has not played for a league team since the 
year 2013 is allowed to participate. A team breaking this rule will automatically be disqualified. If 
disqualification occurs during knock-out phase, opponent team will be declared winner of that 
match. 

 
2) PLAYERS' EQUIPMENT 

a) EQUIPMENT 
i) Players must play barefoot except when authorized by the Referee. 
ii) A player’s equipment consists of a playing top that meets the specified uniform regulations 

(if any). 
iii) Players of the same team are permitted to wear shorts that are of different styles and 

colors. 
iv) Players may play wearing jumpers and track pants provided their team uniform is displayed 

to the Referee prior to the match. 
 



Page 3  

 

b) AUTHORISED CHANGES 
i) The Referee may authorize one or more players; to play with socks and/or shoes, to change 

wet uniforms between games provided the new ones also follow uniform regulations (if 
any). 

 
c) FORBIDDEN OBJECTS 

i) It is forbidden to wear any object that may cause an injury to a player, such as jewelry, 
pins, bracelets, casts etc. 

ii) Players may wear glasses at their own risk. 
 

3) RIGHTS AND RESPONSIBILITIES OF THE PLAYERS 
a) ALL PLAYERS 

i) Players must know the Official Volleyball Rules and abide by them. 
ii) Players must accept the Referee's decisions with respect, without disputing them. In the 

case of doubt, clarification may be requested by the team captain. 
iii) Players must behave respectfully and courteously in the spirit of fair play, not only towards 

the Referee, but also towards other officials, the opponent, teammates and spectators. 
iv) Players must refrain from actions or attitudes aimed at influencing the decisions of the 

Referee or covering up faults committed by their team. 
v) Players must refrain from actions aimed at delaying the match. 
vi) Communication between team members during the match is permitted. 

 
b) TEAM CAPTAIN 

i) Prior to the match, the team captain will represent their team at the toss. 
ii) During the match, only the team captain is authorized to speak to the Referee while the ball 

is out of play: to ask for an explanation of the application or interpretation of the rules, to 
ask authorization: to change uniforms or equipment, to verify the serving player, to check 
the net, the ball etc, to realign court lines out of alignment, to request time-outs. 

iii) The team captain is responsible for the conduct of all team players. 
iv) At the conclusion of the match, the team captain will sign the score sheet. 

 
4) SCORING SYSTEM 

a) The rally point system will be adopted - a point is scored whenever a team wins a rally, with one 
of the following consequences: The serving team scores a point and continues to serve. The 
receiving team scores a point and gains the right to serve. 

b) Round robin games will be best of 3 games. The game will be played for 15 points. A team that 
first scores 15 points with a 2 point difference (no cap on scores) will be declared winner of the 
game and match 

c) Exception to number of games: 
i) For the Finals and 2nd runners-up game, the first two games will be for 25 points and 

deciding game will be for 15 points. 
 

5) SUBSTITUTES 
a) Substitutions shall be made only during a dead ball and without delay. 
b) Before each game the referee will request of the captain which substitution manner will be 

used. 
c) Substitutions must be made in the following way: 

i) Method 1: 
(1) Substitute players may rotate into the center back position. This procedure, if used, 
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must be used throughout the game with the exception of one-for-one being allowed in 
case of an injured/ill player. 

(2) Once the injured/ill player has been replaced in a one-for-one manner, he/she may not 
return in that game. 

ii) Method 2: Substitution may be made in a one-for-one manner under the following 
conditions 
(1) Each team is permitted only one request for substitution during the same dead ball. 

Other requests by the same team will be denied. Teams may enter more than one 
substitute during the same dead ball but only one request may be made. 

(2) Once the official has recognized the substitute each substitute shall move immediately 
into the game. Delaying substitution is illegal. 

(3) The position of the substitute shall be that of the player replaced without changing the 
serving order as recorded on the score sheet. 

(4) A player is limited to 3 entries during a game except for abnormal sub situation 
situations. Starting the game counts as an entry. 

(5) Maximum of 6 substitutions allowed per game 
(6) Substitution cannot replace the server 
(7) When no legal substitutes are available, an abnormal substitution is permitted only for 

an injured/ill player who has played in another position but has less than 3 entries. If 
such a player is not available, a player who has been in the game 3 times may substitute. 
An injured/ill player replaced by an abnormal substitution may not re-enter the game in 
which the abnormal substitution takes place. 

(8) If the one-for-one procedure is being used, this substitution procedure must be used 
throughout the entire game. 

d) It is improper to request substitutions during a rally or at the moment of, or after the whistle to 
serve. Any improper request that affect or delay the match shall be rejected without any 
sanction unless repeated. (See rule 20.c on delay of game) 

 
6) POSITIONS 

a) At the moment the ball is hit by the server, each team must be within its own court (except the 
server). 

b) The players must be in their assigned positions of two rows of three players across the net at the 
start of each rally. 

c) The players are free to position themselves after the service. 
d) At the end of each rally all players must return to the position at which they commenced the 

rally. 
e) The players must rotate one position clockwise upon winning a side-out. 
f) A player can take another turn to serve only after every member of his team has served once in 

the serve rotation 
g) At the end of every serve run, rotating the player position is mandatory for the team winning 

the side out (see 15.e) and need to be performed as shown in the below figure. 
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7) STATES OF PLAY 

a) BALL IN PLAY 
i) The rally begins with the Referee's whistle/call. However, the ball is in play from the service 

hit. 
b) BALL OUT OF PLAY 

i) The rally ends with the Referee's whistle/call. However, if the whistle is due to a fault made 
in play, the ball is out of play from the moment the fault was committed. 

c) BALL "IN" 
i) The ball is "in" when it touches the ground of the playing court including the boundary lines. 

d) BALL "OUT" 
i) The ball is "out " when it; falls on the ground completely outside the boundary lines  

(without touching them), touches any object outside the court, the ceiling or a person out of 
play, touches the posts, crosses completely the vertical plane of the net, totally or even 
partly outside the crossing space. 

 
8) PLAYING FAULTS 

a) DEFINITION 
i) Any playing action contrary to the rules is a playing fault. 
ii) The Referee judges the faults and determines the penalties according to these rules. 

b) CONSEQUENCES OF A FAULT 
i) There is always a penalty for a fault: the opponent of the team committing the fault wins 

the rally. 
ii) If two or more faults are committed successively, only the first one is counted. 
iii) If the two or more faults are committed by two or more opponents simultaneously, a 

DOUBLE FAULT is counted and the rally is replayed. 
 

9) PLAYING THE BALL 
 

a) TEAM HITS 
i) Each team is entitled to a maximum of three hits to return the ball over the net. 
ii) These hits of the team include not only the intentional hits of the player, but also 

unintentional contacts with the ball. 
iii) A player may not hit the ball two times consecutively (except at blocking). 

b) SIMULTANEOUS CONTACTS 
i) Two players may touch the ball at the same moment. 

Center Back Position where 
substitution occur using 
Method 1 (See 5.c.i.1) 
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ii) When two team-mates touch the ball simultaneously, it is counted as two hits (except at 
blocking). If two team-mates reach for the ball but only one player touches it, one hit is 
counted. If players collide, no fault is committed. 

iii) If there are simultaneous contacts by the two opponents over the net and the ball remains 
in play the team receiving the ball is entitled to another three hits. If such a ball goes "out", 
it is the fault of the team on the opposite side. 

iv) If simultaneous hits by two opponents over the net lead to an extended contact with the ball, play 
continues. 

c) ASSISTED HIT 
i) Within the playing area, a player is not permitted to take support from a teammate or any 

structure/object in order to reach the ball. However, the player who is about to commit a 
fault (touch the net or interfere with an opponent, etc.) may be stopped or held back by a 
teammate. 

 
10) CHARACTERISTICS OF THE HIT 

a) The ball may be played with any part of the body. Kicking the ball is valid too. 
b) The ball must be hit, not caught or thrown. It can rebound in any direction. 

Exceptions: 
i) In defensive action of a hard spiked ball. In this case, the ball can be held momentarily 

overhand with the fingers. 
ii) If simultaneous contacts over the net by the two opponents lead to an extended contact 
iii) The ball may touch various parts of the body, only if the contacts take place simultaneously. 

Exceptions: 
(1) At blocking, consecutive contacts by one or more blockers are authorized provided that 

the contacts occur during one action. 
(2) At the first hit of the team, unless it is played overhand using the fingers (exception Rule 

10.b.i), the ball may contact various parts of the body consecutively, provided that the contacts 
occur during one action. 

c) When contacting the ball with one hand, it must be cleanly hit with the heel or palm of the hand 
(a roll shot), with straight, locked fingertips (a cobra), knurled fingers (a camel toe) or the back  
of the hand from the wrist to the knuckles. One-handed placement or redirection of the ball 
with the fingers (a dink or open hand tip) is a fault. 

 
11) FAULTS AT PLAYING THE BALL 

a) FOUR HITS: a team hits the ball four times before returning it. 
b) ASSISTED HIT: a player takes support from a team-mate or any structure or object in order to 

reach the ball within the playing area. 
c)   CATCH: the ball is caught and/or thrown; it does not rebound from the hit. (Exceptions 10.b.i, 10.b.ii) 
d)   DOUBLE CONTACT: a player hits the ball twice in succession or the ball contacts various parts of 

the body successively. 
 

12) BALL AT THE NET 
a) BALL CROSSING THE NET 

i) The ball sent to the opponent's court must go over the net within the crossing space. The 
crossing space is the part of the vertical plane of the net limited as follows: 
(1) Below, by the top of the net. 
(2) At the sides, by the posts and their imaginary extensions. 
(3) Above, by a ceiling or structure (if any). 

ii) A ball heading towards the opponent's side through the outside of the crossing space is out 
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when it completely crosses the vertical plane of the net. 
iii) The ball is "out" when it crosses completely the lower space under the net. 
iv) A player, however, may enter the opponents’ court in order to play the ball before it 

crosses completely the lower space or outside the crossing space. 
b) BALL TOUCHING THE NET 

i) While crossing the net, the ball may touch it at any time. 
c) BALL IN THE NET 

i) A ball played into the net may be recovered within the limits of the team’s three hits. 
ii) If the ball rips the mesh of the net or tears it down, the rally is cancelled and replayed. 

 
13) PLAYER AT THE NET 

a) Each team must play within its own court and playing space. Due to safety reasons, the ball 
cannot be retrieved beyond the free zone. 

b) REACHING BEYOND THE NET 
i) In blocking, a blocker may touch the ball beyond the net, provided the player does not 

interfere with the opponent's play, before or during the latter's attack-hit. 
ii) A player is permitted to pass their hands beyond the net after the attack-hit, provided that 

the hit has been made within their own playing space. 
c) PENETRATION INTO THE OPPONENT'S SPACE, COURT AND / OR FREE ZONE 

i) A player may enter the opponent's space, court and / or free zone, provided that this does 
not interfere with the opponent's play. 

d) CONTACT WITH THE NET 
i) It is forbidden to touch any part of the net during the time the ball is in play (Exception: Rule 

25.d.iv) 
ii) Once the player has hit the ball, the player may touch the posts, ropes or any other object 

outside the total length of the net provided that it does not interfere with play. 
iii) When the ball is driven into the net and causes it to touch an opponent, no fault is 

committed. 
iv) Incidental contact of hair is not a fault. 

e) PLAYER'S FAULTS AT THE NET 
i) A player touches the ball or an opponent in the opponent's space before or during the 

opponent's attack-hit. 
ii) A player penetrates into the opponent's space, court and/or free zone interfering with the 

latter's play. 
 

14) CROSSING THE CENTER LINE: 
a) A player may step on the centerline, but may not completely cross the line while the ball is in 

play. Any part of the player’s body may be in the air below the net and beyond the center line if 
he does not interfere with the opponent’s play by touching the ball or the opponent; a player 
may reach under the net to retrieve a ball that is in play by his team. Touching the opponent’s 
court when crossing the centerline with any part of the body is an infraction. 

b) EXCEPTION: Feet or hands may partially cross the centerline, but “shadowing” is not allowed 
(when part of the foot crosses the center line, but the heel is in the air over the line, this cast a 
“shadow”). This rule is strictly enforced due to the high potential for the net-related injuries. 
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15) SERVICE 
a) DEFINITION 

i) The service is the act of putting the ball into play by the serving player, placed in the service 
zone, who hits the ball with one hand or arm. 

b) THE FIRST SERVICE IN A MATCH 
i) The first service in a match is executed by the team determined by the toss. 

c) SERVICE ORDER 
i) After the first service in a match, the player to serve is determined as follows; when the 

serving team wins the rally, the player who served serves again. When the receiving team 
wins the rally, it gains the right to serve and a player (other than the previous server) is 
nominated to serve.  After the first service of each player on a team has been made this 
service order must be maintained for the remainder of the half as per rotation mentioned in 
Rule-6g. 

d) AUTHORISATION OF THE SERVICE 
i) The Referee authorizes the service after having checked that the server is in possession of 

the ball in the service zone and that the teams are ready to play. 
e) EXECUTION OF THE SERVICE 

i) The server may move freely within the service zone. At the moment of the service hit or 
take-off for a jump service, the server must not touch the court (the end line included), or 
the ground outside the zone. The foot may not go under the line. After the ball is hit, the 
server may step or land outside the zone, or inside the court. 

ii) If the line moves because of the sand pushed by the server, it is NOT considered a fault. 
iii) The server must hit the ball within 5 seconds after the Referee's whistle for service. 
iv) A service executed before the Referee's whistle for service is cancelled and repeated. 
v) The ball shall be hit with 1 hand or any part of the arm after being tossed or released 

and before it touches the playing surface. 
vi) If the ball, after been tossed or released by the server, lands without touching the player, or 

is caught by the server, it is considered as a service. No further service attempt will be 
permitted. 

 
16) SCREENING 

a) The team-mates of the server must not prevent the opponents, through screening, from 
seeing the server or the path of the ball. On the opponent's request they must move 
sideways. 

b) SERVING FAULTS 
i) The following faults lead to a change of servers. The server either violates the service order 

or does not execute the service properly. 
c) SERVING FAULTS AFTER HITTING THE BALL 

i) After the ball has been correctly hit, the service becomes a fault if the ball; touches a 
player of the serving team or fails to cross the vertical plane of the net or goes "out". 

17) ATTACK-HIT 
a) DEFINITION 

i) All actions to direct the ball towards the opponent, except serving, are considered to be 
attack-hits. 

ii) An attack-hit is completed the moment the ball completely crosses the vertical plane of 
the net or is touched by the blocker. 

iii) Any player may carry out an attack hit at any height, provided that the contact with the ball 
has been made within the player’s own playing space (except Rule 17.b.iv). 
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b) ATTACK-HIT FAULTS 
i) A player hits the ball within the playing space of the opposing team. 
ii) A player hits the ball "out". 
iii) A player completes an attack-hit using an "open-handed tip or dink" directing the ball with 

the finger tips. 
iv) A player completes an attack-hit on the opponent’s service, when the ball is entirely above 

the top of the net. 
 

18) BLOCK 
a) DEFINITION 

i) Blocking is the action of players close to the net to intercept the ball coming from the 
opponent's court by reaching higher than the top of the net. 

b) HITS BY THE BLOCKER 
i) The first hit after the block may be hit by any player, including the one who has touched the 

ball at the block. 
c) BLOCK WITHIN THE OPPONENT'S SPACE 

i) In blocking, the player may place their hands and arms beyond the net provided their action 
does not interfere with the opponent's play. Thus, it is not permitted to touch the ball 
beyond the net until the opponent has executed an attack-hit. 

d) BLOCKING CONTACT 
i) A blocking contact is NOT counted as a team hit. The blocking team will have three more 

hits after a blocking contact. 
ii) Consecutive (quick and continuous) contacts may occur by one or more blockers provided 

that the contacts are made during one action. These are counted as only one team hit. 
iii) These contacts may occur with any part of the body. 

e) BLOCKING FAULTS 
i) The blocker touches the ball which is entirely in the opponent's space either before or 

simultaneously with the opponent's attack-hit. 
ii) A player blocks the ball in the opponent's space from outside the antennae or posts. 
iii) A player blocks the opponent's service. 
iv) The ball is sent "out" off the block. 

 
 

19) TIME-OUTS 
a) One time out per game per team will be allowed. Duration of time out will be 2 minutes. 

 
20) DELAYS TO THE MATCH 

a) TYPES OF DELAY 
i) An improper action of a team that defers resumption of the match is a delay and includes, 

among others: to repeat an improper request during the match, delaying the match. 
b) SANCTIONS FOR DELAY 

i) The first delay by a team in a match is sanctioned with a DELAY WARNING. 
c) The second and following delays of any type by the same team in the match constitutes a fault 

and are sanctioned with a DELAY PENALTY: loss of rally. 
 

21) EXCEPTIONAL MATCH INTERRUPTIONS 
a) INJURY 

i) Should a serious accident occur while the ball is in play, the Referee must stop the 
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match immediately. The injured player should be removed as soon as possible and the 
rally replayed. 

ii) If the injured player cannot continue and the composition of players on court does not meet 
the specified regulations, the team will be declared incomplete and forfeits the match. 

b) EXTERNAL INTERFERENCE 
i) If there is any external interference during the match, play has to be stopped and the 

rally replayed. 
c) PROLONGED INTERRUPTION 

i) If unforeseen circumstances interrupt the match, organizers shall decide the measures to be 
taken. 

d) SUSPENDED GAMES: 
i) If, for any reason an on-going game is suspended, then the game shall continue at the 

next possible opportunity. 
ii) Resuming suspended games 

(1) All scores of the match and game as obtained by either teams before the 
suspension shall remain valid 

(2) The team that was serving earlier will start the serve in the resumed game 
(3) The player rotation that was in effect before the suspension of the game shall remain 

valid 
(4) The player who was serving in the suspended game has to resume serving 
(5) If the game got suspended before the start of a serve then the team has choice 

to decide who to serve without compromising other rules of the tournament 
(6) Teams may change their players in the resumed games without compromising 

the above rules 
 

22) COURT SWITCHES AND INTERVALS 
a) COURT SWITCHES 

i) After ever game teams shall switch court ends. 
ii) During third game, teams shall switch court ends after every 8 points played 

b) INTERVALS 
i) The interval between each game is 4 minutes. 

 
 

23) DEFAULT AND INCOMPLETE TEAM: 
a) If a team refuses to play after being scheduled to do so, it is declared a default and forfeits 

the match. 
b) If a team is not ready to play 10 minutes after the scheduled match start time, the match will 

be declared a forfeit. 
c) If a team’s composition of players on court does not meet specified regulations, the team will be 

declared incomplete and forfeits the match. 
d) If a team plays a match using players from other team, the team will be declared 

incomplete and forfeits the match. 
24) COMPETITION POINTS: 

a) Point system will be followed during round-robin phase(s). 
b) Every match played and won including walk-over will be awarded 4 points. 
c) Every match lost will get zero point. 
d) Every team forfeiting or extending a walkover will be losing 4 points. 
e) All teams should follow the schedule. Any team failing to show up after 10 minutes of 
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their schedule time will automatically forfeit the match 
f) One bonus point will be awarded to any team for winning any game with a difference of 10 

points 
 

25) COMPETITION FORMAT 
a) One round of 2 pools of 4 teams. 
b) Lottery before the start of the tournament will decide the round-robin groupings. For round- 

robin, teams from the same association, regardless of seed, should not be placed in the same 
pool. 

c) Round-Robin: 
i) Each pool will have 4 teams based on lottery, no two teams from same association in the 

same pool. 
Pool A: 4 teams 
Pool B: 4 teams 

ii) At the end of round robin, all teams must be ranked within their pools based on total points 
first. For any ties, use the tie-breaking procedure below (refer 25.e). 

d) FINALS:  
i) Top 2 teams from each pool will enter the knock-out phase. Match-up will be based on 

their rankings. Winners will advance to the Finals round. 
ii) Top two teams from each pool will play against each other for the Trophy.   
iii) The runners-up from each pool will play each other for the Third place.   
 

e) If there is a tie in final team standing points, it will be resolved in the following order: 
i) Head-to-head 
ii) Win-to-lose ratio calculated in the following order: 

(1) {number of games won} / {number of games played} 
(2)  Points differential (“Points For” minus “Points Against”) 

iii)  Play an additional 15 point rally game to resolve the tie. A  team that scores 15 points with 
a 2 point difference (no cap on scores) will be declared winner of the match 

26) If a referee has been assigned please accept his/her decision and continue with the match. The 
referee's decision is final in all respects. 

27) Please do not indulge in profanity either in words or in action. Please refrain from verbal or physical 
duels with your opponents. 

28) Coordinators/organizers can stop and suspend players or team (as a whole) when circumstances 
warrants them to do so. Note that there will be no refunds of any fees made. 
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