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1 Activate Media Plugin 

Before starting a match In Data Volley 4, first of all you have to Enable the Online match management from Tools/General 
Options/Media Plugin. 
 

 
 
 

2 VIS FIVB 

The Software will suggest by default the FIVB webservices 
 

 
 
It's possible to switch between online and Local.  
 
To activate the local service, please specify IP and password. 
 
Anyway you can select the old VIS procedure if needed. (Click here to have more information) 
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3 e-Scoresheet 

  

In order to load infromation from e-
scoresheet enable the option into General 
Options -> e-scoresheet 
 
 
Select "info from e-Scoresheet connected 
to local network" from the drop-down 
menu (1).  
 
 
Type the IP address related to the e-
scoresheet PC (2). 
 
  
Please remember to enable "Share Data" 
in e-scoresheet scouting options.  
 
 

 
 
 

4 New Match 

By clicking on [New Match], The software will display the following window with these 4 buttons. 

 

 
Select "Load a match from online calendar" to scout an official match,  or "Load a test match from online" to test the 
functionality of this version by scouting a trial match.  
 
To load a match from calendar follow these steps: 
 

1. Choose "Load a match from online "calendar" 

2. Choose FIVB. 

3. Choose Competition among those available and click on [Next] button.  
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4. Choose the match you want among those present and click on [Load Match] button. 

  

 
 

4.1 Media Plugin 

Load the match and insert the players on the online roster for each team (you can still add players manually). When 
placing the Line Up you can load information directly from e-scoresheet, the software to compile the official scoresheet. 
 

  
 

 
 

Before starting a match, enable Live 
Match, needed to update the result 
online on the FIVB Database. 
 
 
 
 
 
 
 
 
 
By Enabling the Data update, The 
Software will ask you to enter your 
personal FIVB UserID and password.  
 
 
 
 
 
 
 

 

 
 
 

 
 
 
 
 
 
During the Match Data Volley4 will 
automatically update The Match data 
on the FIVB Database.  
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At the end of the match click on 
[Upload] to send the official result of 
the match. 

 
 
 

 

4.2 Training Match 

The Software allows you to load some test matches by selecting the option from the New Match window.  
 

 
 
Data Volley 4 will automatically add UserID and Password and suggests the Federation.  
 

   
 
Select The Tournament Test, and a match from the list. 
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5 Scouting 

 
Before scouting a match, enable 
the option Automatic Set from 
Tools -> Scouting Options in order 
to enter the code related to a set 
when you scout an attack (This 
option is enabled by default in the 
Media version). 
 
PLEASE NOTE 
 
If you add an attack the software 
will check if it's possible to add 
automatically the set code.   
 
The set code will not entered 
when the setter attacks.  
 

 

 
It’s possible to add an attack combinations. The Software allows you to customize all attack combinations from the Table 
related to the Season opened. Please set all attack combinations before to start a Match.  
 
NB it’s mandatory to add starting zone and end zone for the following skills: Serve, Attack and Block. The coding by cones 
is not available for the Media Release. 
 
 
Below the list of skills and related evaluations to enter during the scout session:  
 
 
Serve: "S" (starting zone; end zone) 

 =  error  

 /   when the opponents reception is sent directly in the other court or cannot be attacked. 

 -   the opponent Team receives the ball # and all attack combinations can be performed.   

 +  Opponents setter cannot set all attack combinations  

 #  Ace - Direct Point 
 
Reception: "R" (execution zone) 

 =  error  

 /   when The ball is sent directly in the other court or cannot be attacked. 

 -   the setter cannot set all attack combinations 

 +  the ball is received within the 3 meter line, more than one attack can be performed but not all the combinations 

 #   the receptions allows the setter to set all attack combinations.  
 
Attack: "A" (starting zone/combinations/ end zone) 

 =  error  

 /   Blocked attack 

 -   the opponent team can plat the ball again  

 +  opponent defended with difficulty and the home team can try and play the ball again 

 #   Winning (direct point)  
 
Block: "B" (execution zone) 

 =  error (hands out, net ball, ball in own side or opposite side) 

 /   Invasion (point goes to the other team) 

 -   the opponent team can play the ball again  

 +  the ball is touched and can be played again  

 #   Winning   
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Set: “E” (add manually only for error or if the ball is set by another player) 

 = error  

 #  when the subsequent attack will be against a 0 or 1 men block  

 + in all the other cases  
 
Please find all cases into the following paragraph.  
 
Dig: “D” (execution zone) 

 =  error  

 -  when the ball bounces back in the other court  

 #  every time the ball is defended  
 
 
Scouting example and explication:  
 

 
 
 
 

 

5.1 How to Scout a Set 

The Software will automatically add a Set Code everytime you scout an Attack if Automatic set is enabled.  
 
When an attack is against 0 or 1 player block is mandatory to add the evaluation "#".  
The user can use the keyboard combination CTRL + SPACE or a Windows pop up menu, or any other key defined by the 
user, as indicated in the section Tools_Scouting Options_Advanced Scouting, and open a drop down menu in which 
appear all the possible codes that can follow the one just inserted, as in the following figure: 
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5.2 Key Moment 

It's possible to mark a Monster Block, a Super Spike, a Super Ace or a Super Dig by adding the custom code @ during 
the Scout session. 
 

 
 
The Software will automatically mark in the code list the Special Moment.  
 
You'll be able to add, delete or modify the custom code during the scouting session by double clicking on the code.  
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5.3 Mega Rally 

The Software allows you to mark a "Mega Rally" by adding the special code % at the end of a rally of interest.  
 

 
 
 
It's always possible the add, delete or modify the custom code, during and after the scout session.  
 

  
 
 
It's possible to mark a Key Moment and a Mega Rally simultaneously, by adding both the codes @ and %.  
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6 Match Report 

The Match Report will contain Key Moments in the column dedicated to the scored point for each skill, In the lower part of 
the Match report Data related to the Libero digs.  
 

 
 
 



 
 

              12 
 

 
 
 
 
It’s possible to print the Match Report in P2 format, before to distribute it to the FIVB supervisor, check that all the data 
(referees, spectators, set, etc.) are present and correct. 
 
Select the Print P2 option from "Reports".  
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7 Appendix: Vis Procedure (old) 

 

7.1 Login 

In the menu Tools/General options/VIS FIVB section, set:  
 
a. tournament code: /(competition code) received by FIVB [example WL2017]  
 
b. user ID: received by FIVB  
 
c. password : received by FIVB  
 

 
 

7.2 First Scoutman procedure (serves, receptions and attacks) 

Load the match and insert the players on the online roster for each team (you can still add players manually).  

 

 

Before starting a match, enable Connect, needed to update the 
result online on the FIVB website. 
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7.2.1 Upload procedure 

At the end of the match, To upload the match in ".vis" format, use the FTP procedure. 
 
To export in Vis FIVB Format select this option from the match menu.  
 

 
 
the software will show the following window in which you can select to add or not set and dig. 
 

 
 
then click on [OK] to complete the export procedure. 
 
 
 

 

7.3 Second Scoutman procedure (sets and digs) 

During FIVB International events, in addition to the scoutman which detect scout standard skills such as serve/reception 
attack/Block, a second scoutman is required in order to scout set/dig on another PC.  
This is the syntax of these skills:   
  
1. Set: “E”  

 = error  

 #  when the subsequent attack will be against a 0 or 1 men block  

 + in all the other cases  
 
2. Dig: “D”  

 =  error  

 -  when the ball bounces back in the other court  

 #  every time the ball is defended  
 
Again, the Sets and Digs will be scouted through Data Volley from the Secondary Laptop. In this case it is advised to 
preset function keys for the setters of both teams  use the keyboard remapping option accordingly.  
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It will be better, always in the Data Volley on Secondary Laptop to preset the Dig as default skill. In the menu 
File/Tools/Default Scouting, select the Dig code instead the Attack and set # instead +. This change will allow the operator 
to scout all the digs just entering the player’s number without typing the letter D and the # evaluation; eventually, type = for 
the mistakes or the evaluation – for the balls that go in to other court.  
  
 
 

 
 
  
The second scoutman loads the same match of the first scoutman then inserts the players on the online roster for each 
team or adds players manually. He can load information about the Line-Up directly from e-scoresheet, the software to 
compile the official scoresheet (if available). 

 

Before the match starts, remember to leave "Live Score" as 
Disconnected, only the first scoutman has to enable this option  

  

At the end of the match, Save the scout on a pen drive to give to the first scoutman who will upload all data about the 
Match. 


