
Dr. Abdul Kalam Sports Fest

General Rules & Regulations

(1-3 November 2018)

Event Maximum Participants
Athletics (100m, 200m,
400m, 800m, 4×100m
relay, 4×400m relay,
Discus throw,High jump,
Javelin, Long jump,
Shot-put,)

(Team of 15)

Badminton 4Male
4Female

Basketball 10 Male
10 Female

Chess 2Male
2Female

Kho-Kho 12Male
12Female

Football 14 Male

Table Tennis 4Male
4Female

Volleyball 10 Male
10 Female



Dr. Abdul Kalam Sports Fest

GENERAL RULES AND REGULATIONS

 All the participants should bring their college Identity Card.
 All the participants should bring No Objection Certificate from Director/Principle of the 

concerned college. Event wise list of participants may be prepared for this purpose.
 One player can participate in maximum 3 events.
 All the participating colleges should provide list of each team to the Zonal Centre at 

least 10 days before starting of the fest.
 Only one team from a college will be allowed to participate in a particular event.
 All the teams should report at the respective Zonal Centres timely so that registration 

process can be completed as per time schedule.
 Zonal centres will issue an identity card to all the participants/office bearers who will 

bear this card at all times during the events.
 Participants of all events should report at the assigned venue at least 30 minutes before 

start of the respective events.
 Two office bearers, 1M/1F, should accompany the squad from each participating college 

who will be responsible for discipline of their team. Officials should also bring their 
college Identity Card.

 If any participant is found involved in any indisciplinary activities he/she will be 
debarred from the tournament immediately.

 Illegal participation of any player/Team in any event will be responsible for 
disqualification of all teams of the concerned college from all events of the tournament 
and the college authority will be responsible for this act.

 Religion based performances will not be allowed. Such performances may cause 
disqualification.

 Decision of the judges/umpires will be final and binding to all.
 Each zonal centre should form a three-member committee, from the participating 

colleges, who will monitor the events and will help to resolve the issues in case of any 
dispute.

 Only winners of each event will be eligible to participate in State Level events.
 All zonal centres should make proper arrangement of medical facility for the 

participants.
 Each zonal centre should make arrangement of photography/videography on the days 

of events.
 All the Coordinators of Zonal centres will provide a detailed report of the fest, including 

the college wise/event wise list of participants and event wise list of winners/runners 
(gold/silver/bronze) within 3 days of completion of the event to the Dean Student 
Welfare of the university at email id: dean.sw@aktu.ac.in. A separate list of winners 
(gold medallist) only should be sent on the next day of completion of the fest.

mailto:dean.sw@aktu.ac.in


1. RULES OF ATHLETICS

RACE: 100m, 200m, 400m, 800m

 In all races up to and including 400m, each athlete shall have a separate lane, with a 
width of 1.22m ± 0.01m, including the lane line on the right, marked by white lines 
50mm in width. All lanes shall be of the same nominal width.

 The start of a race shall be denoted by a white line 50mm wide. In all races not run in 
lanes, the start line shall be curved, so that all the athletes start the same distance from 
the finish. Starting positions in events at all distances shall be numbered from left to 
right, facing the direction of running.

 An athlete, after assuming a full and final starting position, shall not commence his start 
until after receiving the report of the gun. If, in the judgment of the Starter or Recallers, 
he does so any earlier, it shall be deemed a false start.

RELAY RACES 4X100m and 4X400m

 Each takeover zone shall be 20m long of which the scratch line is the centre. The zones 
shall start and finish at the edges of the zone lines nearest the start line in the running 
direction.

 The relay baton shall be a smooth hollow tube, circular in section, made of wood, metal 
or any other rigid material in one piece, the length of which shall be 0.28m to 0.30m.

 If dropped, the baton shall be recovered by the athlete who dropped it. He/she may 
leave his/her lane to retrieve it provided that, by doing so, he/she does not lessen the 
distance to be covered.

 Passing of the baton outside the takeover zone shall result in disqualification. Each 
member of a relay team may run one leg only.

Participants: Maximum 2 in each category, 4 in relay race from each college.

LONG JUMP

 The minimum length of the runway, measured from the relevant take-off line shall be 
40m and, where conditions permit, 45m. It shall have a width of 1.22m ± 0.01m and 
shall be marked by white lines 50mm in width.

 The take-off shall be marked by a board sunk level with the runway and the surface of 
the landing area. The edge of the board which is nearer to the landing area shall be the 
take-off line.

 The landing area shall have a minimum width of 2.75m and a maximum width of 3m. 
The landing area should be filled with soft damp sand, the top surface of which shall be 
level with the take-off board.

 All jumps shall be measured from the nearest break in the landing area made by any 
part of the body, or anything that was attached to the body at the time it made a mark, 
to the take-off line, or the measurement shall be taken perpendicular to the take-off 
line or its extension.

An athlete fails if:

(a) he/she while taking off, touches the ground beyond the take-off line with any part of 
his/her body, whether running up without jumping or in the act of jumping; or

(b) he takes off from outside either end of the board, whether beyond or before the 
extension of the take-off line.



SHOTPUT

The shot shall be put from the shoulder with one hand only. At the time an athlete takes a 
stance in the circle to commence a put, the shot shall touch or be in close proximity to the neck 
or the chin and the hand shall not be dropped below this position during the action of putting. 
The shot shall not be taken behind the line of the shoulders.
JAVELIN

The minimum length of the runway shall be 30m. It shall be marked by two parallel white lines 
50mm wide and 4m apart. The throw shall be made from behind an arc of a circle drawn with a 
radius of 8m and must fall in the given zone only.

HIGH JUMP

 An athlete fails if:

(a) After the jump, the bar does not remain on the supports because of the action of the 
athlete whilst jumping; or

(b) He touches the ground including the landing area beyond the vertical plane through the 
nearer edge of the crossbar, either between or outside the uprights with any part of his 
body, without first clearing the bar. However, if when he jumps, an

 Athlete touches the landing area with his foot and in the opinion of the Judge, no 
advantage is gained, the jump for that reason should not be considered a failure.

 He/she touches the crossbar or the vertical section of the uprights when running up 
without jumping.

RULES OF DISCUS THROW



Rules Regarding Cage

 The construction and the strength of the cage should be such that it can arrest a disc of 
around 2Kg coming at a speed of 25m/sec.

 The cage should have at least one side open. Therefore it is often recommended to 
construct it in a “U” shape.

Here are some important rules regarding throw

 The discus can only be thrown by an athlete when he or she will stand inside a circle 
which has a diameter of 2.5m.

 During the course of throw, the athletes are prohibited from touching the top of the 
rim. However, they can touch the inner part of the rim.

 An athlete cannot touch the ground beyond the circle.
 If the athlete leaves the circle before the landing of the disc on the ground, then it will 

be considered as a foul throw.
 Each athlete would be given 03 chances to showcase their talent.
 There is particular boundary of landing of the disc as shown in the figure below. If the 

disc lands outside that zone then that throw is considered invalid.

2. RULES OF BADMINTON

 It will be a team event. Each team will consist of 4 players.
 A game can take place with either two (singles) or four (doubles) players.
 An official match has to be played indoors on the proper court dimensions. The 

dimensions are 6.1m by 13.4m, The net is situated through the middle of the court and 
 is set at 1.55m.
 To score a point the shuttlecock must hit within the parameters of the opponent’s 

court.
 If the shuttlecock hits the net or lands out then a point is awarded to your opponent.
 Players must serve diagonally across the net to their opponent. As points are won then 

serving stations move from one side to the other. There are no second serves so if your 
first serve goes out then your opponent wins the point.

 A serve must be hit underarm and below the server’s waist. No overarm serves are 
allowed.

 Each game will start with a toss to determine which player will serve first and which side 
of the court the opponent would like to start from.

 Once the shuttlecock is ‘live’ then a player may move around the court as they wish. 
They are permitted to hit the shuttlecock from out of the playing area.



 If a player touches the net with any part of their body or racket then it is deemed a fault 
and their opponent receives the point.

 A fault is also called if a player deliberately distracts their opponent, the shuttlecock is 
caught in the racket then flung, the shuttlecock is hit twice or if the player continues to 
infract with the laws of badminton.

 Each game is umpired by a referee on a high chair who overlooks the game. There are 
also line judges who monitor if the shuttlecock lands in or not. The referee has 
overriding calls on infringements and faults.

 Let may be called by the referee if an unforeseen or accidental circumstance arose. 
These may include the shuttlecock getting stuck in the bet, server serving out of turn, 
one player was not ready or a decision which is too close to call.

 The game has only two rest periods coming the form of a 90 second rest after the first 
game and a 5 minute rest period after the second game.

 If the laws are continuously broken by a player then the referee holds the power to dock 
that playerof points with persisting fouls receiving a forfeit of the set or even the match.

3. RULES OF BASKETBALL

 FIBA rules will apply.
 10 mins each quarter with 2 min break between the quarters and 5 minutes at half time.
 Teams should report to the Basket Ball court half an hour before commencement of the 

match. All the players of the team should have same colour of jersey with printed 
numbers.

 Maximum 10 players are allowed in a team.
 No players should carry anything in his/her hand or neck (wrist watch, necklace, ring, 

kada, bracelet etc.).

4. RULES OF CHESS

 All the rules of FIDE (Federation Internationale des Echecs), World Chess Federation, 
will be followed in Chess tournament.

5. RULES OF FOOTBAL

 A match consists of two 30 minutes halves with a 10-minute rest period in between.
 Each team can have a minimum off 11 players (including 1 goalkeeper who is the only 

player allowed to handle the ball within the 18-yard box) and 03 extra players
 The field must be made of either artificial or natural grass. The size of ground is allowed 

to vary but must be within 100-130 yards long and 50-100 yards wide. The pitch must 
also be marked with a rectangular shape around the outside showing out of bounds, 
two six yard boxes, two 18 yard boxes and a centre circle. A spot for a penalty placed 12 
yards out of both goals and centre circle must also be visible.

 Each team can name up to 03 substitute players. Substitutions can be made at any time 
of the match with each team being able to make a maximum of 3 substitutions per side. 
In the event of all three substitutes being made and a player having to leave the field for 
injury the team will be forced to play without a replacement for that player.



 Each game must include one referee and two assistant referees (linesmen). If the game 
needs to head to extra time as a result of both teams being level in a match then 30 
minutes will be added in the form of two 15 minute halves after the allotted 90 minutes.

 If teams are still level after extra time then a penalty shootout must take place.
 The whole ball must cross the goal line for it to constitute as a goal.
 For fouls committed a player could receive either a yellow or red card depending on the 

severity of the foul; this comes down to the referee’s discretion. The yellow is a warning 
and a red card is a dismissal of that player. Two yellow cards will equal one red. Once a 
player is sent off then they cannot be replaced.

 If a ball goes out of play off an opponent in either of the side lines then it is given as a 
throw in. If it goes out of play off an attacking player on the base line then it is a goal 
kick. If it comes off a defending player it is a corner kick.

The Offside Rule in Football

Offside can be called when an attacking player is in front of the last defender when the pass is 
played through to them. If the player is in front of that last defender then he is deemed to be 
offside and free kick to the defending team will be called. A player cannot be caught offside in 
their own half. The goalkeeper does not count as a defender. If the ball is played backwards and 
the player is in front of the last defender then he is deemed to be not offside.

6. RULES OF TABLE TENNIS (Ping Pong)

 It will be a team event. Each team will consist of 4 players.
 Ping pong is played over a pre-agreed number of games and the first to 11 points wins 

each game.
 The toss of a coin or another form of lot-drawing determines which of the players shall 

serve first.
 Each table tennis player serves twice in turn and serves must be made from an open 

palm, the ball tossed six inches then struck so it bounces on the service side, clears the 
net, then bounces on the receiver’s side.

 Points are decided as described above and games must be won by two clear points. At 
10-10 each player serves once only, in turn, until one player established a two point lead 
and wins the game.

 After each game the players rotate both the end of the table from which they are 
playing as well as who serves and receives the ball first.

 In the deciding game of a match the players swap ends after either player reaches five 
points.

7. RULES OF VOLLEYBALL

 Each team consists of 6 players and 4 substitutes. Players can be substituted at any time 
but if they are to return can only be swapped for the player that replaced them.

 Each team can hit the ball up to three times before the ball must be returned. The 
defensive team can then try and block or return the ball again hitting it a maximum of 
three times.

 Games are played up to 25 points and must be won by 2 clear points.



 Violations will be called for the following:
(a) Stepping over the base line when serving the ball.
(b) Ball hits the net and fails to get over the net (If the ball hits the net and still goes over 

the net then this is perfectly legal).
(c) Players are not allowed to carry, palm or run with the ball.
(d) Players must not touch the net with any part of the body. If the net is said to have hit 

them
(e) rather than vice-versa, then this is ok.
(f) The ball cannot travel under the net.
(g) Players cannot reach over the net and hit the ball.

8. RULES OF KHO-KHO

 Total number of participants is 12 (including 3 Substitutes).
 Timings: 14 minutes (7 for Chasing and 7 for Running) for each team
 The organizer can modify the timings as per convenience.

Rules of KKFI will be applied.

Note: All events will be played following the international game rules.


