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INTRAMURAL PROGRAM – GUARD YOUR PIN RULES

TEAMS
1. Each advisory may sponsor a team made up of its members. If the advisory has more than 10 players than it may create two teams.
2. A roster of eligible players must be presented before the first game with a designated team captain and two assistant captains.
3. Before each game, players must present their student ID card to the referee to be checked against the presented roster.
4. [bookmark: _GoBack]Each team may start eight players (depending on the size of both teams) with the rest as substitutes.
5. A team may change its starting line-up in between matches.

EQUIPMENT
1. 8 official Dodgeballs will be used per court.
2. A player must wear gym shoes, gym shorts, and a tee-shirt.
3. 4 pins for each team are required.

FIELD
1. All games will be played in the DC Wilcutt Gymnasium on a quarter of the court.
2. The field will be marked with several orange cones.
3. All players must remain fully inside the cones or they will be ruled OUT.
4. Substitutes and players ruled out must stay outside the field or a member of their team will be ruled out.
5. Any player touching the center line or entering the other side of the court will be ruled out.
6. The four cones will be set up in the same positions every game in a line in the back of each team’s side.

GAME PLAY
1. The object of the game is to eliminate all opposing players by getting them "OUT", or by knocking down all 4 of the other teams pins. This may be done by:
a. Hitting an opposing player with a thrown ball.
b. Catching a ball thrown by your opponent before it touches the ground.
c. Causing an opponent to drop a live ball as a result of contact by another thrown live ball.
d. Having an opposing player step out of bounds.
e. Throwing the balls at the pins.
f. Forcing other teams to knock down their own pin.
2. The game begins by placing the dodgeballs along the center line. Players then take a position behind their end line. Following a signal by the official, teams may approach the centerline to retrieve the balls. This signal officially starts the contest.
3. The first team to legally eliminate all opposing players, or pins, will be declared the winner. 
4. A 4-minute time limit has been established for each contest. If neither team has been eliminated at the end of the 4 minutes, then the cones will be moved up until one team is defeated.
5. A player may NOT use a live ball to block opposing throws.
6. To win a game, a team must win two of three matches.
7. A substitute may enter the game if their teammate catches an opposing team’s throw. The opposing player that throws the ball is also out.
8. Only one player is allowed to block a pin.  If there are more than one to a pin, they will be ruled out.
9. The pin is ruled down no matter how it falls to the ground.  (Unless someone outside of the game purposely knocks it down.)
10. Players may not set a pin back up.  If so, they will be ruled out.

RULE ENFORCEMENT
1. Rules will be enforced primarily by the "honor system". Players will be expected to rule whether a hit was legal or whether they were legally eliminated. All contests will be supervised by a Staff Referee. The Staff Referee’s responsibility will be to rule on any situation in which teams cannot agree. THE FIELD MONITOR’S DECISION IS FINAL – NO EXCEPTIONS.
2. During Semi-Final and Final Round Matches there will be no less than two Staff Referees. These officials will rule on all legal hits, out-of-bounds, time violations, and fallen pins.

SPORTSMANSHIP
1. Team Captains must ensure that their teams maintain a code of conduct that involves the highest ideals of brotherhood expected at CBC.
2. This includes: the understanding, appreciation, and adherence of the rules of the game; respect the integrity and judgment of Staff Referee; respecting your opponent and congratulating them in a courteous manner; being responsible for your actions and maintaining self-control; not taunting your opponents; refraining from using foul or abusive language.
3. Teams and individual players may suffer disciplinary action for failure to abide by the aforementioned code of conduct.
4. For failing abide by this code, teams will receive a verbal warning. If their behavior deteriorates, then the team will receive a penalty that includes playing a player down for the duration of the game. If their behavior continues to deteriorate, the team will be forced to forfeit. Repeated violations will result in a hearing where teams or certain players may be suspended for future contests and other disciplinary action may be taken.

FORFEITS
1. A team not ready to play (or not appearing) for their game at the designated time and location will forfeit the contest. With consent from their opponents, teams will be given five minutes after the game’s official start to be present.
2. To accept the forfeit the other team must be ready to play with the minimum amount of players required.
3. If neither team is ready play, then the game will be called a double forfeit with neither team advancing.

