











































































































Procedure

U Any player disciplined by the Review Board has the right of appeal to the
Erindale College Athletic & Recreation Association (E.C.A.R.A.)
Programming Committee.

2. Notice of intent to appeal must be submitted in writing to the E.C.A.R.A.
President within five (5) business days of notification of penalty
assessed.

3. Appeals will be heard at the first available E.C.A.R.A. Programming
Committee meeting. The members of the Review Board and the
offending player will be asked to attend this meeting.

4, A player who is to appear before the E.C.A.R.A. Programming Committee
is suspended from all intramural activity until the appeal is heard.

5. All decisions of the E.C.A.R.A. Programming Committee are final.

PASSED BY ECARA COUNCIL
OCTOBER 9, 1992.
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INTRAMURAL TEAM ENTRY FORM

SPORT: TEAM NAME:

TEAM ROSTER ( Please Print)

NAME STUDENT NO. PHONE NO.

FAAENIE-N IV ES I T

SCHEDULE (Please indicate the best playing time for your team)

TIME MONDAY TUESDAY | [ WEDNESDAY | [ THURSDAY FRIDAY SATURDAY SUNDAY

08:00

09:00

10:00

11:00

12:00

1:00

2:00

3:00

4:00

5:00

6:00

CAPTAIN/COACH (Name & Phone No.)
*x*BOTH FRONT AND BACK OF THIS FORM MUST BE COMPLETED***




INTRAMURAL ELIGIBILITY

1. To be eligible for intramural participation, & person must: )

() be & full or part-time student of Erindale College and therefore a member of the Erindale College Athletic and
Recreation Association (E.C.AR.A).

(b)  be a graduate student registered at the School of Graduste Studies and working towards completing a program at Erindale
College.

(c)  be registered on the official team list prior to participation.

(@)  be physically eligible according to the regulations of the University Health Services. It is recommended that all
students wishing to participate in the intramural program have a medical examination performed at the Erindale College
Health Services. Medical examinations are mandatory for students wishing to participate in the interfaculty program.

2. Staff, faculty, and alumni of Erindale College are eligible to participate in the intramural program if they ¢lect to pay the
E.C.AR.A. Athletic Membership Fee.

INTRAMURAL ELIGIBILITY RESTRICTIONS

1. Any professional or semi-professional player, regardless of whether he or she has been reinstaled as an amateur, shall be
ineligible 1o participate in the sport in which he or she participated professionally.

2. A student who is designated by the head coach of a varsity team as a regular member of this squad, or who has played in more
than two varsity games, including exhibition games, shall be ineligible for intramural participation in that sport for the
current year.

3. Women are eligible to participate in men's intramural sports, provided that there are no leagues or divisions offered in the
women's intramural program for that sport. Men are ineligible for all women's intramural sports.

4. All persons involved in the intramural programme at Erindale College, University of Toronto, may be requested and may
participate on an emergency basis on any interfaculty or varsity team of the corresponding sport for two games with nc
consequences to his or her intramural status. If the same person participates in three interfaculty or varsity games, including
exhibition games, he or she has now attained status as an interfaculty or varsity player. If the new status causes his or her
intramural team to exceed the allowable established intramural point limit, then he or she forfeits the right to play in thei
intramural teams remaining scheduled games: :

5. Intramural point systems are as follows:

{(a) Division 1 or IA players shall count as 1 point .

(b  Division 1B, Division 2 and Division 3 players shall count as 0 points.

{c)  Ex-varsity players shall count as 3 points.

All men's and women's intramural teams are permitted to use any combination of interfaculty and ex-varsity players whose
point sum totals 5. All coed teams may use any combination of interfaculty/ex-varsity players whose point sum totals 6.
The following sports have correlation in the calculating of allowable interfaculty/ex-varsity players per intramural team.

Tackle football Touch Football
Outdoor Soccer Indoor Soccer
Basketbal} Basketball

Tce Hockey Ball Hockey
Volleyball Yolleyball

The intramural point system was established to create a greater balance between the intramural teams, by distributing, as
equally as possible, the more highly skilled players. A player's interfaculty status remains for the year in which he or she
is currently playing interfaculty and does not carry over into subsequent years if the player chooses not to participate in the
interfaculty program. Varsity players will always retain their ex-varsity status for their sport once they have chosen not to
participate at the varsity level.

6. Any of the above regulations may be waived by a committee consisting of the Athletic Duector, E.CARA. Presiden
E.C.A.R.A. Intramural Representative, and the League Commissioner or Convenor involved. Individuals must present thei
reasons for requesting a waiver in writing to the committee. Each case will be decided upon separately from all others, upor
its own merits.

7. It is the duty of the coach, managers, team captains, and players to enforce these rules and report any infractions or problem:
to the attention of the League Commissioner or Convenor and/or the eppropriate E.C.A.R.A. Intramural Representative.

I HAVE READ ALL THE ELIGIBILITY RULES AND CERTIFY THAT ALL THE PLAYERS
LISTED ON THE TEAM ROSTER CONFORM TO THESE REQUIREMENTS.

COACH/CAPTAINS SIGNATURE

PENALTY: Playing for a team for which a student is not eligible results in forfeifur
of all games in which the ineligible person participated and the loss of all
points accumulated from these games. The Review Board's decision is
final in cases of this nature.



VOLUNTEERS- Your Most Valuable Resource
VOLUNTEER MANAGEMENT

In any non-profit organization, there is a high demand for service and very little financial
resources. We must keep a close watch on budget, meet needs of staff and volunteers and make
sure to adhere to mission statement.

One resource to make all of this possible is our volunteers. Many different people, with
many different talents will walk into our organization. We must have the skill to empower them.
Volunteers need autonomy and decision-making ability in order to feel they are making a large
enough contribution in order to keep them here. Empowering volunteers may involve some risk-
taking and flexibility on our part. Include volunteers in "team" pictures.

At first, we may have to rely on our quick judgement and intuition to help us "place” or
not place a volunteer. Once in position we must treat a volunteer similar to a paid employee.
They must receive tespect and consideration. They will appreciate an evaluation and you need to
give them constant feedback on their performance.

DELEGATING TO VOLUNTEERS
The reality is "you can not do it all yousself." It is critical to survival of our organization that we
get people involved and challenged, which usually creates motivation. To delegate well, one
must:

i) fit the rask to the individual

ii) be creative to make tasks more interesting

iii) communicate clearly what the task entails

iv) listen to the individual so (s)he can be placed
MOTIVATE VOLUNTEERS
"A met need no longer motivates."

A motivated volunteer is a volunteer who wants to do the job that needs, to be done within
the spirit and guidelines designed by the agency.
FACTORS OF MOTIVATION

1) recognition 6) power

2) achievement 7) fun!

3) need for control (own) 8) uniqueness
4) need for variety 9) leadership
5) need for affiliation 10) experience

RECRUITMENT- 2 TYPES
1) Warm Body Recruitment
- anyone who is alive
- no skills needed
- spread everywhere message of need
2) Targeted Recruitment
- need special skills or personality
- job design
- target to specific populations
- promote how experience will benefit individual



RETENTION
The key here is to make sure volunteers’ needs are being met.
1) Need to feel sense of belonging.
- establish mutual goals
- recruit volunteers with similar values, backgrounds
2) Autonomy -unigqueness.
- give more authority, seek their opinions and act accordingly
- treat them with respect, as they are important
3) Evaluation and feedback. -
- let them know how they are doing
- treat them as staff '
- this enhances sense of attachment
- if you do not evaluate them, it show you do not care
- ask for their feedback
RECOGNITION
1) Do it or else!
2) Do it frequently.
3) Public forum vs. peer group.
4) Time it properly (immediate).
5) Target the recognition method to the volunieer.
6) Be consistent and sincere.
‘1) Recognize achievement.
TERMINATION
Usually for misconduct or unsatisfactory performance:
First see if there is an alternative such as:
1) resupervise
2) retrain
3} remotivate (time off)
4) reassign
5) refer to another agency
6) retire them with honour
If you must fire, then make sure:
1) formal policies on termination
2) it is written out and accepted by supervisor
3) needs to be personal
4) by volunteer management
5) don’t beat around the bush
6) don’t argue about it
7) don’t counsel them
8) follow up - especially if legal loose ends; letter



—
- e

University of Guelph

intramural Gladiators

The popular T.V. show namerican Gladiators" has sparked a great revival in the common
person's need to prove one's "manhood” through precision and athletic prowess. However
nmanhood" may not be & good term for it since women are now participating in these acﬁvig;es'
almost as much as men and there is at least the same amount of drive and desire among them.

Seizing the opportunity, some people have taken the initiative to alter the game to make
it feasible in an intramural setting. Among these people is the Intramural Committee from St
Lawrence College. At last year's Intramural Conference in Kingston, we watched a presentation
by them and decided it was the kind of "high impact, energetic, popular” event we would: like to
do and the proposal we came up with is as follows.

in the following package you will find:

The outlines of each of the five individual events we planned out.
Equipment lists.

Rules for the participants.

Rule packages and autlines for the officials.
Rough timetables.

Set-up maps. ,
Sponsor lists with extra miscellaneous needs.
Volunteer and scoring package.

. T-shirt designs.

10. Guidelines and strategies for the gladiators.
11. FAR team information.

12. Entry forms.

©CONDO R ONDS

As mentioned earlier, these things are only tentative, and wer are still looking forward {o
discussions and suggestions on them during the final planning stages, and we will need lots of
help.

Dan Reilly
|AA Member



Equipment Lists
Personal Equipment

The only thing we will require each participant to provide for themselves is a mouthguard
In addition to that , when standard equipment is mentioned it will mean standard head protector'
elbow pads, knee pads and they should be wearing good shoes. We can also recommend tha"g
competitors may wish to bring gloves and a cup.

The ideal situation would be to have enough personal equipment for 40 participants and
gladiators, but since this is unlikely, we will be able to operate with only enough equipment fo
supply the contestants and gladiators competing at the time. In addition we will also need:

Turboball: 7 plastic garbage cans with ﬁds/
10 - 15 volleyballs
2 farge wrestling mats
Lots of tape

Break and Conquer: Football
Lots of mats (gymnastic type)

The Wall: Shoulder pads
Chest pads
Large kicking or blocking matt
Floor matts

Joust: Hockey helmets with face shields
Shoulder and chest protectors
Hockey gloves ’
Groin protection
2 tables (round)
6 crash matts
2 poles (about 8')
Thick foam padding
Duct tape
Old cloth

Combat: Wrestling mats
5 bean bags
Hula hoop
5 barriers (various sized tables or boxes)
Large # of dodge balls or tennis balls
Riser for gladiators to stand on
Containers for balls

In addition to these, we will need a table and chairs for the scorers and tables for a rest
station with Gatorade, towels, water botties and possibly a prize table. In total we are looking at
about 5 tables, 2 chairs, clipboards, pens and stopwatches for the officials.



Rules for Participants

General Rules and Guidelines:

—_

. Many of our rules and guidelines will be the same as the show. Hf you entered | am sure you
are at least vaguely familiar with the show. Therefore, the general concept will be similar to
theirs with friendly competition and participation.

5 |n order to achieve our goal of just having fun, our primary focus must be on safety. Anyone
participant or gladiator, caught performing any action deemed unsafe will be penalized ’
immediately by the officials. Minor infractions will be dealt with by point penalties or defaults
and major infractions or a repeat of a minor infraction can result in expuision from the event
or the entire competition. This is at the discretion of the officials and remember that the
officials are in total control of the competition and their cails must be adhered tfo.

3. Anyone displaying unsportsmanlike conduct either towards the gladiators, judges or officials
will be wamed first for minor offences, and then expelled for repeat performances or for gross
misconduct.

4, Ali participants shall wear all of the necessary safety equipment deemed standard for each
event and shall not have jewellry on at any time during the competition. The equipment pro-
vided will be used unless the participant has their own equipment approved by the officials

5 Immediately after the event ends, the participant must get his/her score card from the scorer
they gave it to, signed by the official and returned to the score table. Any card not received
right away will not be counted. Remember other people will be waiting, so return your cards
right away so others can begin.

Turbohall Rules:

The object of Turboball is to score the maximum amount of points possible in the allotied
4 - 2 minutes (we're not sure yet as to the timing). This is done by dropping volleyballs into the
cans. The cans in the corners are worth 1 peint each, and the middle can is worth 3 points
(please see diagram). There will be 3 gladiators trying to stop you and another participant so you
will have to be quick and accurate if you want points but don't want to get tackled.

1. Each participant starts behind the line at one end of the playing field. The volleyballs are
stored in cans there and a participant may take only one volieyball at a time.

2. Once a participant goes down in a tackle ("down" is defined as on both knees, not just 1), or
is pushed or runs out of bounds, the ball they are camrying is void. They must go to the’
nearest end and get another. Gladiators must stay withing the boundaries and cannot follow
the participants out.

3. If a participant continues on with a ball that the officials have designated void, the points for
that ball will not be counted. Each participant has their own official, and their calls are final



and not to be disputed.

4. If a participant receives an illegal hit from a gladiator he/she will be awarded the amount of

points for the can nearest the participant when the infraction occurred. The offical will indicate
this 1o the scorers when it occurs, but the game will continue unless dangerous conduct
OCCurs.

5. Legal hits are tackles and pushes only with reasonable force. Any excessive push or any hit

with arms or legs swinging and any hit where elbows and knees deliberately contact the
participant will be deemed iltlegal.

6. Dangerous conduct will be defined as a repeated illegal hit or any grossly excessive force

where the official declares it. If this occurs, the whistle will be blown and the clock stopped
The gladiator will be removed and another put in his place before the event resumes for the;
remaining time.

The Wall Rules:

You've heard the expression "It's like running into a brick wall". Well, you will get that

exact feeling in this event. You won't actually be running into a brick wall, but you might as well
be. It will be one of our gladiators holding a padded shieid and you will have to move him back
to get points.

1.

The coniact must be entirely momentum between the gladiator and the participant. The part-
icipant may not put his/her shoulder into the pad and push.

Once the gladiator is moved back, they cannot shift forward again but insiead will anchor
themselves at their new position.

Once time has expired, the participant cannot continue a run at the gladiator. The last position
of the gladiator will be used for point calculations.

No unnecessary raughness will be tolerated. For minor infractions a warning will be issued
and for major infractions or second warnings the event will stop regardless of the time, ’

The gladiator may not push their pad forward to contact the participant. Should this happen
the gladiator will receive a waming, and on the second infraction the participant will be giver;
the points for the next line behind the gladiator.

Break and Conquer Rules:

Break and Conquer will be the same event as the T.V. show, and as a result the rules will

also be the same. Like on the show, the event will be broken into two parts. The first part
(Break) will give the participant a chance to show their moves with a football, and the second part
(Conguer) will pit them against one of our gladiators in a wrestling match.



Break:

1. The participant must make a deliberate run toward the gladiator and cannot keep running back
and forth or back away from the gladiator.

2. The participant may not step out of the side boundaries.

3. The participant must cross the line with the ball stili in their possession and under control in
order to score.

4. Once the participant goes down on at least one knee, they are considered "out" and may not
continue after getting up from the ground.

Congquer:

1. If any part of the participant or the gladiator touches the ground outside of the marked ring
they are considered out. ’

2 No unnecessary roughness and no swinging, kneeing or elbowing will be tolerated in this

event.

Combat Rules:

Combat is a combination of Dodgeball and the Combat game seen on the show. We may

not have a tennis ball cannon, but I'm sure it will be challenging enough with 3 of our gladiators
throwing balls at participants as fast as they can.

1.

Once the time expires, any bean bag that has not been thrown or left the hand of the part-
icipant will not be counted. :

in order to receive the points for each bean bag, the participant must make a reasonable
attempt to hit the target and not just a blind throw. This will be left to the discretion of our
officials.

If one of the balls contacts any part of the participant, they are called out. If they have already
thrown a bean bag, it must still be counted.

Similarly, if the participant is hit by a ball that was already in flight when their bean bag hit the
target, they are counted out rather than counting out the gladiators.

The participant must completely cross the finish line without getting hit to qualiify for the finish-
ing points.



Joust Rules:

it's not necessary to say anything about Joust because it is a "crowd pleaser" and identical
to the show. Our event won't be much different.

1. The object is to knock your opponent off their table, so once a person falls, they are out.
2. No hits below the waist will be allowed at all.
3. You may not at any time grab your opponents stick.

4. You may not step across onto their table or you will be automatically called out.

Guidelines for Officials

The structure for officiating is as follows:

CON\,!ENOR

¢ ] . —i
Head Referee Head Judge
| |

All Referees . Al Jt‘ldges Scolers

There is very little to add to the general rules and guidelines above what was already
stated for the participants, but [ will try to give you more fo go on.

The goal of our intramurals is simply to have fun, but in order to do this, our primary focus
must be safety. As judges and officials, safety and prevention of injuries will be your job and
responsibility. In addition to the rules outlined in the previous section, we will be asking you to
watch for any conduct either by gladiators or participanis which you would deem as dangerous
or unsportsmanlike.

In an event such as this where there is a great deal of physical contact between
opponents and, if | dare say, a great deal of "ego” present, we have a potentially volatile situation.
Because of this, judges and officials will have to keep a firm control on all of the events. If
anyone seems out of control then the game should stop and a gladiator should be replaced, of
a participant defaulted. Any problems they have with decisions simply get referred to ,the
convenor whose word is final.

As judges and officials whose responsibility is safety and fair conduct of the games, you
will be given total controt and are expected to use it responsibly, ’



Timetable

The timetable for this event is tentative at best, pending the meeting of IAA, and
confirmation of a great deal of other things, but | will go as far as to give a couple of' very

important dates.
Wed. Sept. 22/93
Wed. Oct. 6/93
Wed. Oct. 13/93
Wed. Oct. 27/93

Fri. Nov. 5/93

Sat. Nov. 6/93

Sun. Nov. 7/93

-First meeting of [AA
{ would like to get people to head up the subcommitiees at this time
in particular advertising, sponsors, and equipment.

-1 would like to have gladiators being selected by this point to
prepare for the events.

-(yes, | know it's a holiday) All gladiators should be selected and
ready for the demonstrations.

-Demonstrations in the U.C. of Joust. All equipment for this event
should be ready and gladiators chosen to perform.

-All equipment should be ready and alt entries in by this time.

-Evening setup and some practice time for both gladiators and
participants.

-The Big Event!



Sponsors

As you can imagine, an undertaking such as Intramural Gladiators is a costly venture. In
order to better afford this event, we have looked into sponsors, not necessarily for funding but
more as suppliers for some of our needs.

We have primarily looked at the types of sponsors that would be interested in a high
energy, popular event that would appeal to their target market. A few weeks ago, Laurie
introduced me to Dick Freeman to discuss the need for sponsors. For the most part, we found
there would be very little problem getting what we need. | will be getting back to Mr. Freeman
with more detailed information once we have confirmed exactly what we want. Some of the
possibilties discussed that would be no problem:

1. Free pizza after set up on the first night. Pizza Pizza would probably donate 8 square
party pizzas giving us pizza for 40 people with 3 - 4 pieces each.

2. Free Coke or Pepsi. We should have no trouble getting a couple of cases of pop
donated from major soft drink companies.

3. Gatorade. We should be able to have Gatorade present during the event itself for the
competitors.

These should all be routine and easy to implement, however, there are some more difficult
tasks | wish to undertake. One of these is a clothing sponsor company. The cost of T-shirts will
he one of our highest, but if we could get a deal from a company or actually have T-shirts
donated, it would reduce our costs significantly. Another possibility | would fike to look at is
equipment manufacturers such as Macho or Century. We could make a proposal to them to use
our event for a field test of their gear such a head protectors, hand gear, chest protectors etc..
Finally, | wish to look into getting some prizes donated, primarily clothing or sporiing goods, but
food also such as wing platters from Gryphs. ’

Volunteers and Scorers

Like so many other things in this world, our event will rely upon the help of volunteers to
support our efforts and make things run smoothly. My hope is that we can make this a very high
profile event, and if that occurs we could charge $1.00 admission with the proceeds going to
something like Big Brothers. If this is the case, we could have a bunch of "little brothers" running
around, helping us out and it would ease the workload on us. To give an idea of roughly how
many volunteers are needed, the following should be considered:

6 volunteers to work security at the door

1 volunteer at the food table

1 volunteer at the refreshment table

3 volunteers at combat

2 volunteers at scorers table

1 volunteer selling T-shirls possibly
_1 volunteer floater to help where needed
15 volunteers



This does not seem like a great deal of people to staff the event, but if you take into
account that we will need judges and officials on top of this it will make for a very big list.

Most of the volunteers jobs will be self explanatory, but a few, such as combat, should be
explained. The role of the volunteers at this event is to feed balls rapidly to the gladiators. In
addition, they will also help to collect the balls and clean up after each participant. Also, there
will be one floater who will help out wherever necessary. The other important volunteer job
involves scoring. A couple of volunteers will be needed fo sit at the scorers table. When a
participant's name comes up to go to an event, these volunteers will give them a card which must
be taken to the judges of the event and signed by the judges and officials. 1t must then be
returned to the scorers at the table who would record it on the master score sheet. These cards
should look as follows:

Name: 1.D.#:

Participant #: Event:

Total Points Eamed:

Judge Signature: Offical Signature:

T-Shirt Designs

| have already put together some initial designs for shirts, but | would welcome any
suggestions or other ideas from people. | am going to talk to some clothing companies who's
numbers | got from Dino in Gryphs. I am hoping to cut a deal with them in exchange for
sponsorship in order to lower our cost. The shirts will be our highest cost item since we will be
supplying them to each competitor, gladiator, volunteer and official. It would also be nice to have
some left to sell at the event or at later times. | am open to suggestions on colours and any
design changes. We should have different colours for each of the above mentioned positions.



LES

Guidelines and Strategies for Gladiators

As gladiators, you will be the main focus of attention, and also representatives of
intramurals at the event. We would ask that you conduct yourselves accordingly and respectably
at all times. Sounds like a high school field tip waiver doesn't it. Well what a crock that is! Al
of you are in this for you! Ht's all about attitudgl However, it's also about having a good time
while doing it, so the bottom line is show off, be "cocky" and put on a show for the spectators
but be careful not to let your temper bet the better of you. You will perform far worse while angr;r
than you did before you lost your temper.

Looking at the events themselves a few important strategies emerge. The first is
Turboball. This event is somewhat unique in that is is the only event which will have two
competitors going at once. This means that with three giadiators you will have to work as a team.
The whole event is basically about speed. Until you know which of the two participants is faster
and needs to be double teamed, one of the best ideas is to have one gladiator on each person
and the third one should guard the centre can which is worth the most points. With this set-up
remember how important it is to communicate. Something else {o keep in mind is that it is not
necessary to hit a competitor hard. They may go down hard, but so will you. You need 1o be up
and free again quickly so use the absolute minimum force necessary. Usually this is just a push
since a ball is counted out if the participant goes down on one knee or worse,

Another event that similarly requires some teamwork and communication is Combat
Unlike the T.V. version, we do not have a tennis ball cannon, so there will be three of you'
throwing balls at the participants. Do not throw them all at once since it takes time to reload. Get
them when they try to throw the bean bags or are running between barriers. Remember that you
have a limited number $o don't squander them.

The wall is a very individual event that relies on strength and on how well you anchor
yourself. There is very little | can say about i. Similarly, very little can be said about Break
except that it relies on both strength and speed. Let the participant come to you and don't commit
to any direction too soon. During the Conquer event, you must rely on strength and balance
Keep your centre of gravity low and your weight evenly distributed. ‘

The last important event to consider is Joust. It is all about balance, not strength
Remember that the harder you swing, the greater you will be thrown off balance if your blow ié
blocked or deflected. Keep your weight evenly distributed and don't over extend your reach.

FAR Team

Because of the nature of the event and the safety risks involved both to the gladiators and
the participants, the First Aid Response Team will be present at the event. | will personally liase
with the FAR Team, and | will be present at the event to stay in contact with them by radio.

There will be at least one team of responders present in an accessible location at all
times. | would like to have two teams on and operational if possible, but that will depend upon
the availability of the responders.

Any other questions regarding the FAR Team and their presence at the event can be
handled directly through me.



WAIVER FORM

I do herby agree to dismiss all
liability from the Ainlehc Centre, The University of Guelph
Intramural Department, and the University of Guelph as a whole
for any accident or injury that may occur during the ,
demonstration of Intramural Gladiators 1n the University Centre
courtyard. I am participating of my own free will and accept
responsibility for my own actions and all consequences of those

actions.

Signature Witness

Date Date

WAIVER FORM

T do herby agree to dismiss all
liability from the drhent Centre, The University of Guelph
Intramural Deparitment, and the University of Guelph as a whole
for any accident or injury that may o¢ccur during the
demonstration of Intramural Gladiators in the University Centre
courtyard. I am participating of my own free will and accept
responsibility for my own actions and all consequences of those

actions.

Signature Witness

Date Date





