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Battleship Rules and Regulations 

 

Eligibility 
Below are the guidelines that participants must follow in order to be eligible to enroll or play in UREC 

intramurals. 

1. Undergraduates/Graduate Students 

All undergraduate students enrolled in 7 or more hours (6 or more hours for graduate students) at 

JMU are eligible for intramural competition. 

*Note: Undergraduate students enrolled in 1 to 6 hours (1 to 5 hours for graduate students) 

will be required to pay a recreation fee in order to participate in the program. 

2. Faculty and Staff 

All full-time faculty and staff at JMU are eligible for intramural competition. Spouses of full-

time faculty and staff are required to obtain a URAC card to participate in the program.  

*Note: All part-time faculty/staff can participate in the program; however, their spouses 

cannot participate. 

3. Alumni  

All alumni are ineligible to participate without a proper membership to UREC. 

4. Professional Athletes 

Students ineligible for varsity competition due to professional rank are prohibited from 

competition in the intramural sport(s). Those participants with professional rank will be 

ineligible for five (5) years from the date professional career ended. (This does not include try-

outs and cuts from a professional team). 

5. Varsity Letter Person 

A person who has received a varsity award at any university (4 year college or junior college) 

within the last academic year is ineligible to compete in the lettered sport or a related sport. They 

will be allowed to compete one full year after their final varsity season. However, teams may 

only carry one former varsity player on their roster 

6. Student Athletes 

Any person whose name appears on a varsity, junior varsity, or freshman roster will be ineligible 

in that intramural sport during that academic year. This includes all players who are "red shirt" in 

any sport or anyone who practices with a team regularly but does not participate in 

intercollegiate competition.  

7. Sport Club Members 

Sport club members are defined as individuals who meet any one of the following criteria: 

 Name appears on sport club team roster during the academic year. 

 Signed a participation waiver and is actively participating in club functions. 

 Actively participating with the club during their season. 

*Note: Teams are restricted to two Sports club members in their related intramural 

activity. Sport Club members can only compete in Level 2 and Level 3 activities (Level 

1 is prohibited). 

 

*Note: All Eligibility requirements can be located in the Intramural Handbook. 

file:///C:/Documents%20and%20Settings/urec/combsad/Intramural%20Handbook.doc
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Equipment 
 

1. Swimming/Bathing suit of some sort (shorts are allowed). Baggy clothing is prohibited. 

2. Goggles or other headwear are permitted.   

3. All teams must supply their own bucket. UREC defines a bucket as, “any plastic item that holds 

water”.  Each player must have one bucket to participate.  

4. Shields may be used but are optional.  Each team member may have their own shield.  A single 

shield is not allowed to be used simultaneously by multiple team members.  Umbrellas may be used 

as a shield, but shall not have pointed tip.  There are no size restrictions on shields.  However, if a 

shield is judged to be hazardous or harmful for any reason, the shield will be banned from contest. 

5. Water shoes are not required but are recommended.   

6. Canoes will be provided by UREC.   

7. A current valid JAC/RAC ID must be presented to the official at game time.  NO ID-NO PLAY- NO 

EXCEPTIONS! 

 

 

The Team 
 

1. Teams will consist of a minimum of four and a maximum of five participants.  Each boat will consist 

of four participants.  If the team has five participants, the fifth participant will be in a water-tube in 

“Artillery Lane” (See Game Regulations).  Also, this fifth participant will serve as a substitute in 

case of injury or ejection. 

2. The players that are in the boat may be switched at the beginning of a new heat to allow participation 

for all players on the team. 

3. Players may only consist of JMU students/faculty  

4. If a player is wearing illegal equipment, they will not be able to participate. Illegal equipment may 

be, but is not limited to:  any jewelry, jeans and tennis/athletic shoes.  The appropriateness of any 

bathing suit worn will be decided by supervisors present. 

5. Costumes and uniforms are encouraged.  Ideas for costumes are, but not limited to: swim caps, 

inflatable rings, etc. 

6. If a player is bleeding, the game will be stopped and the player must come out of the game.  A 

bleeding or injured player will not be able to reenter and their place will be taken by the substitute.  

7. A player who has been withdrawn or directed to leave the game (including an injury) shall not re-

enter.  

8. If team has no substitute participant they will must forfeit.  NO boat will have three participants, no 

exceptions. 

9. All boats must finish with four participants to advance. 

10. A player’s name must appear on the scorecard before he/she may enter the game. 

11. Valid JAC Cards are required for participation. 
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Game Regulations 
 

1. Each heat will last 15 minutes or until all boats are eliminated.  

2. The main area of play will be in between lanes 2-5. 

3. Lane 1 and lane 6 will be roped off and marked as “Artillery Lane”.  These areas are designated for 

use of the teams with five total players.  Since four players must be in the boat, the fifth will be 

allowed to be in personal water tube and can attack their opposing teams’ boats from the perimeter.  

However, these players may not enter the main playing area or make physical contact with any 

boats.  Failure to abide by these rules will result in disqualification.     

4. Participants cannot “bail” water out of their own boats.  If a participant is caught “bailing”, there will 

be a five second penalty where the whole team will have to put their hands in the air, making 

themselves vulnerable to attack.  An official will determine the five seconds with a stopwatch.   

5. Participants are allowed to catch or block water from entering their own boat as long as a shield is 

used. 

6. Participants are NOT allowed to hold, rock, or push down on other boats. 

7. Once a boat is sunk, its players may NOT touch other boats still in play.  They must remove 

themselves from the pool and wait until the round is over.  The eliminated team’s artillery will also 

be removed from “Artillery Lane” and will not be able to attack.   

 

 

Scoring/ Format 
1. Scoring will be based on survival.  

2. The first round will consist of eight heats with eight boats per heat.  During this round, game play 

will continue until there are four remaining boats.  The four remaining boats will be placed into the 

Admirals Cup, and the four eliminated boats will be placed into the Recruits Cup. 

3. In the second round, there will be four heats with eight boats per heat.  During this round, game play 

will continue until there is a single winner.  This single winner will advance to the championship 

round.  All other boats are eliminated.  This process will be repeated twice, once for each Cup.   

4. The Championship round will consist of a single heat of four boats.  This round will be played until 

there is one last boat standing.  Again, this process will be repeated twice, once for each Cup.   

5. In the end, there will be two champions: Admirals Cup Champion and Recruits Cup Champion.   

6. There will also be an additional award to the team that has the most creative costume or uniform. 

 

Sportsmanship Philosophy 
Sportsmanship is individuals or teams doing unto others as they would have others do unto them. 

Sportsmanship is individuals containing an understanding and appreciation of the rules developed for 

sport. Players enjoying the recreational experience and encouraging others to participate regardless of 

skill level will help enhance the integrity of the program. All participants will take responsibility for 

his/her own actions regardless of the repercussions, which involves not blaming others for mistakes 

made or making excuses for wrong doings. Sportsmanship is recognizing and acknowledging character 

and honor among team members and opponents while practicing such characteristics themselves. 

Participants will respect officials, supervisors, and opponents during, before, and after a contest. Finally, 

sportsmanship will portray an overall respect and passion for the sport and recreation.  
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Sportsmanship Mission 
UREC and the Intramural Sports program are dedicated to promote and enforce positive sportsmanship 

among all JMU participants. Through each contest participants must portray fair play, respect for 

opponents, and intramural staff, as well as, graciousness in winning or losing. In order to encourage 

proper conduct during games, officials, supervisors, and administrative personnel will make decisions to 

warn, penalize and/or eject players, coaches, teams, and/or spectators for poor sportsmanship. The 

decisions made by these individuals are final and will be reviewed by the Coordinator of Intramural 

Sports. In the instance teams challenge their rating, only the captain will meet with the Coordinator of 

Intramural Sports to discuss the issue. All captains are responsible for the conduct of their teams 

during an intramural contest.  The sportsmanship rating can be affected by actions occurring before or 

after a contest.  

 

Sportsmanship Criteria and Ratings 
Based on this philosophy the following system will be used to evaluate a team’s sportsmanship during 

each contest in which they participate: 

 

Teams will receive a rating each week that will create an average at the end of the season. Teams in 

Level I must have an average of 3.0 at the end of their fourth week to continue play. Teams in Level II 

and Level III must have an average of 3.0 to be eligible for playoffs. 

 

Example: 

Week 1: 3.0 

Week 2: 3.0 

Week 3: 2.5 

Week 4: 3.0 

Total  11.5 

  

Average Conversion: 11.5 / 4 = 2.875. This team would not be eligible for continued play or playoffs. 

Superior Sportsmanship: (4.0 – 3.6 points) “Win with class – lose with dignity” 

Participants cooperate fully with the officials and intramural site managers. They will respect all calls 

and decisions made by the intramural staff. During a confrontation, the team captain will have complete 

control of his/her team and will address the issue to the head official in a calm and respectable manner. 

Players will recognize good sportsmanship among their team and their opponent through verbal 

comments or polite gestures. Captains will encourage full participation and does not segregate other 

members that will prohibit participation. Teams receive absolutely no warnings, ejections, yellow cards, 

unsportsmanlike penalties or technical fouls. 

  

1. Teams must display absolute respect for opponents, officials, supervisors, and administrative 

staff.  

2. Teams willingly accept all decisions by officials without question. 

3. Teams are responsible for their actions and do not respond negatively. 

4. Teams encourage others to participate and do not segregate teammates. 

5. Teams recognize good sportsmanship among their team and the opponent. 

6. Teams state positive comments of encouragement towards teammates and opponents. 

7. Teams show concern for an injured player, regardless of team. 
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8. Teams except a loss and congratulate the opponent on their success. 

9. Teams receive absolutely no warnings, ejections, yellow cards, unsportsmanlike penalties or 

technical fouls. 

Excellent Sportsmanship: (3.5 – 3.1 points) 

Participants cooperate fully with the officials and intramural site managers. They will respect all calls 

and decisions made by the intramural staff, but display some comments. During a confrontation, the 

team captain will have complete control of his/her team and will address the issue to the head official in 

a calm and respectable manner. Players will recognize good sportsmanship among their team and their 

opponent through verbal comments or polite gestures. Captains will encourage full participation and 

does not segregate other members that will prohibit participation. Teams receive absolutely no warnings, 

ejections, yellow cards, unsportsmanlike penalties or technical fouls. 

 

1. Teams must display utmost respect for opponents, officials, supervisors, and administrative staff.  

2. Teams willingly accept all decisions by officials with some questions from players, not 

captains. 

3. Teams are responsible for their actions and do not respond negatively. 

4. Teams encourage others to participate and do not segregate teammates. 

5. Teams represent some sportsmanship among their players and opponents. 

6. Teams state positive comments of encouragement towards teammates and opponents. 

7. Teams show concern for an injured player, regardless of team. 

8. Teams except a loss and congratulate the opponent on their success. 

9. Teams receive absolutely no warnings, ejections, yellow cards, unsportsmanlike penalties or 

technical fouls 

Good Sportsmanship: (3.0 – 2.6 points) 

Participants cooperate partially with the officials and intramural site managers. Teams accept some 

decisions by the officials with some questions by the players. During a confrontation, the team captain 

has some control of his/her team and address the issue to the head official in a calm and respectable 

manner. Players are responsible for their actions, but contain some negative responses. Teams accepted 

a loss and congratulate the other team on their success. Teams may receive warnings, but absolutely no 

ejections, technical fouls, yellow cards, unsportsmanlike penalties or technical fouls.  

*Note: All teams that request to cancel within 24 hours of their next contest will receive a 3.0 

rating. 

 

1. Teams must display partial respect for opponents, officials, supervisors, and administrative staff.  

2. Teams accept all decisions by officials with some questions. 

3. Teams are responsible for their actions with some negative responses. 

4. Teams encourage others to participate and do not segregate teammates. 

5. Teams state some positive comments of encouragement towards teammates and opponents. 

6. Teams show concern for an injured player, regardless of team. 

7. Teams except a loss and congratulate the opponent on their success. 

8. Teams may receive a warning, but displays good sportsmanship after the confrontation. 

9. Players curse at themselves in a low tone voice. 

10. Teams receive no ejections or technical fouls. 
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Average Sportsmanship (2.5 – 2.1 points) 

Participants display some respect for opponents, officials, supervisors, and administrative staff. Teams 

accepted some decisions by officials with some questions. Players that commit negative actions deny 

their actions with some negative responses. Captains do not encourage others to participate and 

segregate their teammates from participation. Throughout the contest teams state few positive comments 

of encouragement towards teammates and opponents. Teams will except the loss, but does not 

congratulate their opponent on their success. Teams received multiple warnings, multiple 

unsportsmanlike penalties or technical fouls, but no ejections 

 

1. Teams displayed some respect for opponents, officials, supervisors, and administrative staff.  

2. Teams accepted some decisions by officials with questions. 

3. Teams deny some responsibility for their actions with some negative responses. 

4. Teams do not encourage others to participate and segregate teammates. 

5. Teams state few positive comments of encouragement towards teammates and opponents. 

6. Players curse at themselves in loud tone that bystanders can over hear. 

7. Teams show concern for an injured player, regardless of team. 

8. Teams except a loss but, do not congratulate the opponent on their success. 

9. Teams received multiple warnings, multiple unsportsmanlike penalties or technical fouls, but no 

eject. 

Below Average Sportsmanship (2.0 – 1.6 points) 

Participants display some respect for opponents, officials, supervisors, and administrative staff. Teams 

accepted some decisions by officials with multiple questions. Players that commit negative actions deny 

their actions with multiple negative responses. Captains do not encourage others to participate and 

segregate their teammates from participation. Throughout the contest teams state no positive comments 

of encouragement towards teammates and opponents. Teams strive to score as many points as possible 

to embarrass opponent. Teams received warnings, ejections, unsportsmanlike penalties or technical 

fouls.  

*Note: Teams that forfeit through a no show will automatically receive a 2.0. Teams that receive a 

player ejection will automatically receive this rating. 

 

1. Teams displayed no respect for opponents, officials, supervisors, and administrative staff.  

2. Teams accepted some decisions by officials with multiple questions 

3. Teams are responsible for their actions with multiple negative responses 

4. Teams do not encourage others to participate and segregate teammates 

5. Teams state no positive comments of encouragement towards teammates and opponents. 

6. Players curse at teammates and opponents in a low tone voice. 

7. Teams ignore an injured player, regardless of team. 

8. Teams do not except a loss and do not congratulate the opponent on their success 

9. Teams purposely strive to score as many points as possible to embarrass opponent. 

10. Teams received ejections, unsportsmanlike penalties or technical fouls 

Poor Conduct and Sportsmanship (1.5 - .9 points) 

Participants exhibit a blatant disregard for the philosophy of sportsmanship, officials, and opponents. 

The contest is dangerous with occasional intent to injure their opponent. The team captains have 

absolutely no control of their team conduct and the contest is stopped by the intramural site manager. 

Participants received warnings, ejections, unsportsmanlike penalties or technical fouls. 
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1. Blatant disregard for the philosophy of sportsmanship, officials, and opponents.  

2. Play is dangerous with occasional intent to injure opponent. 

3. Players curse at teammates and players in a loud tone that bystanders over hear 

4. Captain has no control of team conduct. 

5. Participants received ejections, unsportsmanlike penalties or technical fouls 

Unacceptable Sportsmanship (0 points) 

Participants exhibit a blatant disregard for the philosophy of sportsmanship, officials, and opponents. 

The contest is dangerous with occasional intent to injure their opponent. The team captains have 

absolutely no control of their team conduct and the contest is stopped by the intramural site manager. 

Physical abuse is present through participants fighting. Participants received warnings, ejections, 

unsportsmanlike penalties or technical fouls. 

 

1. Blatant disregard for the philosophy of sportsmanship, officials, and opponents.  

2. Play is dangerous with intent to injure opponent and the game must be stopped by the intramural 

site manager. 

3. Captain has no control of team conduct. 

4. Participants received ejections, unsportsmanlike penalties or technical fouls 

Sportsmanship Sanctions 

The intramural department contains the right to address all issues that pertain to sportsmanship 

issues. Players that are ejected from an event will receive an automatic 1 game suspension and will 

have to meet with the Coordinator of Intramural Sports. The captain of the team will have to attend 

this meeting to discuss the sportsmanship issue and the rating system. The intramural department 

also reserves the right to contact Judicial Affairs to resolve extreme disciplinary situations. All 

situations will be handling individually and sanctions may vary.  
 

Blood Borne Pathogen Policies 
 

Any player, who sustains an injury where bleeding or oozing occurs, or where blood has saturated 

the uniform, must leave or be removed from the contest.  The bleeding must be stopped and the area 

completely covered before the individual is allowed to reenter the game.  An Intramural staff 

member must clear the individual before the participant can resume play.  If the uniform has 

become contaminated with blood, it must be changed before the player reenters the game. 

 


