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Foreword :

Baad-us-Salaam,

This rulebook, created by the games committee on behalf of the Edmonton Shabaab, contains sports
events for men, women and non- misaagi. In addition it also contains the rules and the points system for
those respective sports.

Our hope is that a single universal guide can be used each year and it is our hope that other sports
committees will add more games and information to make this book more comprehensive. Essentially
the rule book will serve as an authority together with the respective overall sports coordinators of each
respective sports team.

We have implemented a simple points system this year. This is fair because the greater the involvement
of your community the greater the benefit should be. This is why team sports contain the bulk of the
points in the overall standings. In addition we have included bonus points in such a condition that they
can only be attained ifa i S | Mefaimance is beyond excellence. We have created the bonus points in
such a manner that it does not control the sports festival but still rewards excellent achievement.
Furthermore, we have initiated the concept of penalty points to counter the bonus points. However
penalty points too would only be given out in extreme undisciplined cases.

Finally, we hope that everyone who partakes in the 5" Annual Burhani sports festival builds a stronger
relationship with their neighbouring brothers and sisters. This event is to bring our communities
together. In conclusion, the Burhani Sports Festival is always done with the niyaat to commemorate the
98" Milaad Mubarak of our beloved Aga Moula, Syedna Mohammed Burhanuddin (TUS) and each step
of planning, hard work, participation, is done with the dua that Allah bestow our Moula a long and
everlasting life. Ameen!

Abdo Syedna (TUS)

Edmonton Shabaab

Page3



Tentative Schedule

Saturday

Mens Event

| Womens Event

|Under Misaaq

2:00 PM

2:30 PM

Arrival

and Registration/Darees/Namaaz

3:00 PM

3:30 PM

4:00 PM

4:30 PM

5:00 PM

5:30 PM

Cricket

Table Tennis

Table Tennis

6:00 PM

Scrabble & Darts

Scrabble & Darts

Soccer

6:30 PM

7:00 PM

7:30 PM

BBQ Dinner

8:00 PM

Table Tennis Singles

Carrom

Carrom

8:30 PM

Table Tennis Double

9:00 PM

Table Tennis Singles

Basketball

9:30 PM

10:00 PM

Namaaz

Sunday

Mens Event

Womens Event

Under Misaaq

10:00 AM

10:30 AM

11:00 AM

Soccer

11:30 AM

Volleyball®

Chinese baseball

12:00 PM

Sack Race

12:30 PM

Toss the Egg

Relay

Basketball

1:00 PM

Relay

Relay

1:30 PM

2:00 PM

Namaaz/Lunch

2:30 PM

3:00 PM

Volleyball

Sack Race

Sack Race

Toss the Egg

Toss the Egg

3:30 PMThree Legged Race

4:00 PMTug of War

4:30 PM
5.00P
530 P
6:00 P
6:30P
7:00P

Chinese baseball
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General Rule s:

behaviour will be removed from the field of play

Only team captains may speak with the referee.

There will be zero tolerance policy for referee abuse. Players who exhibit unsportsmanlike

Males may participate in a maximum of three sports, unless there are not enough participants

to form a full team.

Point s System:

Max Max Max | Max
Men Points Bonus | Penalty Women Points | Bonus| Penalty Under Misaac |Points
Points Points Points | Points
Cricket 5 1 1 Basketball 5 1 1 Basketball 2
Darts 3 1 1 Chinese Baseball 5 0 1 Chinese Baseball 2
Carrom 3 0 1 Darts 3 1 1 Relay 1
Relay 4 0 1 Carrom 3 0 1 Sack Race 0
Sack Race 0 0 1 Relay 4 0 1 Soccer 2
Scrabble 3 1 1 Sack Race 0 0 1 Three Legged Race 0
Soccer 5 1 1 Scrabble 3 1 1 Toss the Egg 0
Table Tennis 3 1 1 Table Tennis 3 1 1 Tug of War 0
Three Legged Race 0 0 1 Three Legged Race 0 0 Road Hockey or Table 2
1 Tennis
Toss the Egg 0 0 1 Toss the Egg 0 1
Tug of War 1 0 1 Tug of War 0 1
Volleyball 5 1 1 Volleyball 1 1
Total 32 6 12 32 5 12 9
Team Sports 19 Team Sports 19 Team Sports 9
Individual Sports 13 Individual Sports 13 Individual Sports 0
Total Points 32 Total Points 32 Total Points 9
Total . Grand Total Points: 73
Bonus Points 11
Total Grand Total Points
Penalty Points 24 with Bonus Points 84
Bonus Points:
4. Darts
1. Soccer: .
a. Goal Differential of 3 a 'Agfa\r'ne with 3 bulls eye per
5> Cricket individual
. 5. Scrabble
a. Win of more than 100 runs

b. A win of more than 8 wickets
3. Volleyball
Any set with a win of 15-0

a.

a. Game with 3 seven letter words

per individual
6. Table Tennis
a. Awinof 10-0in any 2 sets
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Basketball

Object of the Game: The object of the game is to place the ball in the basket of the opposing team.

Rules:

Each team consists of 5 members on the court.
The ball is played in a standard basketball court. If the ball leaves the basketball court, it changes
possession from the last team that touched the ball before it left the court.

3. Play begins by a jump ball in centre court. The ball is thrown in the air between two players and
possession is gained by the player who is able to grab the ball as it makes its descent.

4. Players must dribble the ball from one end of the court to the other and attempt to shoot upon
the opponents net.

5. Once the player has ceased the dribbling action, they must either pass or shoot the ball. They
are allowed to pivot on one stationary foot or take a maximum of two extra steps before passing
or shooting. Continuing the dribbling action or moving the ball without dribbling results in a
violation.

6. Sunken shots taken from inside the 3 point line result in an increase in the score by 2 points.
Sunken shots taken from outside the 3 point line result in an increase in the score by 3 points.

7. The game is played for two 15 minute halves.

8. The team with the highest amount of points by the end of the 30 minute game are victorious
Violations
In the event of any of these violations, the referee signals a change of possession, and a throw-
in ensues from the sideline closest to the violation.
a) Double Dribbleg the event in which a player has control the ball, stops movement of the ball
by terminating the dribbling motion. If the player continues to dribble after stopping the
dribbling motion a double dribble violation occurs.
b) Travel¢ While moving with the ball, the player must be dribbling. After stopping the dribbling
action, a player has a maximum of two steps before they must release the ball. If the player fails
to release the ball after a maximum of two steps and continues to move with the ball, a travel
violation occurs.
c) Personal Foug This violation is caused by any physical contact that a player may issue or
receive.

Equipment:
1. 1 xbasketball court
2. 1 x basketball

Referees & Responsibilities:

Head Referees (x1):

A

Watch for any violations as noted above in the rules and to allow for a change in possession
when violation occurs.
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A At the beginning of every half, the head ref is required to throw the ball in the air for a jump-
ball.

Linesmen (x1):

A Watch for when the ball exits the play area and determine who receives ball possession.
A Watch the 3 point line to determine whether or not a shot shall receive 3 points if it is made.

Score Keepers (x1):

A Keep track of the score and correspond with the linesmen when adding the 3 point shots.
Time Required: 30 minutes/ game

Festival Rules & Considerations:

1. Rulesshallbethesameforg 2 YSY Q& | Yy RcbatkétBab NJ YA & I
2. Winning a game shall be worth 5 points for the women and 2 points for under misaac.
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Carrom

Object of the Game: To pocket your men and queen before the opposing player(s).

Rules:

1.) Generally speaking, two or four people can play carrom. If two, the players sit opposite
each other, while with four, the opposite two are partners. As an exception, though, you
can play with three players against each other for points.

2.) Arrange the carrom men on the centre circle of the carrom board as shown in the
following illustration, with the red 'queen’ at the centre. The whites should be lined up
to form a "Y" shape, with two sides aiming directly towards the corner pockets.

Tawvards Ll
corner pocket

T owrards right
comne pock

3.) Each player sits on his side of the board and can only strike from that side. The
contestant playing white 'breaks' or plays first, which can be decided by the toss of a
coin. The object of the game of carrom is to sink all of your carrommen, using the
heavier 'striker’, in any of the pockets before your opponent. Your turn continues as
long as you keep sinking your carrom men - luck shots count and all combinations are
permitted.

4.) When placing the striker on the board to shoot, it must touch both 'base lines', either
covering the end circle completely, or not touching it at all. The striker may not touch
the diagonal arrow line.

ﬁ
f‘@:’\ o)
Correct Striker Placement

(Fan ! I A

Incorrect Striker Placement

5.) Shooting styles are very personal - whichever 'grip' works for you is fine as long as you
'flick' the striker and don't push it. Generally, it's best to orient your body in order to see
the line of your aim while shooting comfortably; you may not move or leave your chair.

6.) For forward shots, you can use your index finger, middle finger, or even the 'scissors'
shot. Before shooting, try touching the striker with your fingernail, to be sure that its
really on line. This will improve your accuracy and prevent you from hurting your finger.
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— A — :
Index Finger Middle Finger 'Scissors' Shot

7.) For 'back-shots' you may only use your thumb or the scissors technique.

8.) No part of your body, except your hand, may cross the imaginary diagonal line nor may
your elbow protrude over the frame in front of you. Even your feet or knees my not
leave your quadrant.

Incorrect Arm Position

9.) The red 'queen,' can be pocketed at any time after sinking your first piece but must be
sunk before your last one. After pocketing the queen, you must sink one of your
carrommen, thereby 'covering' it, into any pocket in the next shot, or she is returned to
the center spot.

10.) Once the queen is covered, whoever clears all their carrom men first wins the
'board'.

11.) The winner of a board collects one point for each of the opponent's carrom men
left at the finish and three points for the queen if covered by the winner (if covered by
the loser, no-one gets those points). No more points are collected for the queen after
your score reaches 22.

12.) A game consists of 25 points or eight boards, whichever comes first.

a) Sinking the striker costs you one piece and your turn. But, if you sink a piece in the same
shot, then two come up and you shoot again.

b) After sinking the striker, your opponent places the due piece(s) within the center circle.
If you haven't sunk one yet, you owe one.

c) If while shooting for the queen you also sink one of your carrom men in the same shot,
the queen is automatically covered, no matter which went first.

d) If a piece jumps off the board, it is placed on the center spot. If pieces land on end or are
overlapping, they are left that way.
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e) If the center spot is partially covered when replacing the queen or a jumped piece, the
piece should cover as much red as possible. If totally covered, the piece is placed
opposite the next player behind the red spot.

f) If you sink your opponent's piece, you lose your turn. If you sink their last piece, you lose
the board and three points.

g) If you sink your last piece before the queen, you lose the board, three points and one
point for each of your opponent's pieces left.

h) If the striker does not leave both lines, go again. You get three tries to break before
losing your turn.

Equipment:
1) 2 Carrom Sets

Each set should compose of 9 white men, 9 black men, 1 pink man, and one striker

Referees & Responsibilities:

Umpire (x1):

A Inform both teams of rules before the games begin
A Monitor the game and ensure players are adhering to the rules and are playing fairly.
A Keep track of Carrom Peices and their collection.

Time Required: 60 Minutes Maximum

Festival Rules & Considerations:

1. There will be two singles and one doubles game both for men and women.
2. Each singles game will be worth one point.
3. Doubles game will be worth one point.

References:

http://www.smartechindia.com/customers/carrom/laws.htm

Page
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Chinese Baseball

Object of the Game: To score as many homeruns within two innings.

Rules:
1.

2.
3.
4

2 teams of 10 players each

2 innings for each team

3 strikes per person

An inning is over when all the players have kicked/or been struck out or 20 minutes/inning
whichever comes first.

After 2 innings if the game is tied, the tie breaker will be the team that had the most pure
homeruns. A pure homerun is when the ball goes beyond the confines of the outer field and no
one is available to catch the ball. A second tie breaker if needed will be the team with the fewer
number of pure strikeouts. A pure strikeout is one in which the kicker did not get a chance to
run at all.

Beginning the Game:

A coin toss will decide which team gets to kick or field first.

The Play

1.

If Team A is fielding they will need one pitcher, 3 basemen, and 6 in/out fielders. The team will
decide where they want to strategically place their fielders.
The Pitcher rolls the ball in an attempt to strikeout the kicker of the opposing team.
A foul ball does not count as a strike
When the kicker makes contact with the ball, and the ball is caught by the opposing team the
kicker is out.
a. If the ball is not caught the kicker must attempt to run to bases 1, 2 or 3 in an attempt to
secure a base. The object of the fielding team is to touch the base with the ball before
the kicker arrives at a base.
b. Stealing bases will not be allowed
c. A pylon will be placed in the base and must be knocked over with the ball BEFORE the
kicker arrives. If the pylon is knocked over before the kicker arrives, the kicker is OUT.
The next kicker comes on.
¢tKS GSIFYya a¢6A00OK aiARSa ¢6KSy GKS 1AO01Ay3
f.  Points are awarded based on how many kickers successfully cross the home plate. A
pure homerun is automatically awarded when the ball goes outside the confines of the
field and no one is able to catch it.
g. Ifaballisrolled and the kicker assumes that he/she cannot hit it, it will be upon the
umpires discretion whetherthA & A a OIF ff SR | ol ffé& 2NJ I

i. 1 4ol ftfté Aa OFtftSR ¢gKSYy (GKS dzZYLIANB o

ii. Astrike is called when either
1. The ball is caught by the opposing team when it has touched the ground
at least once (if it is caught in the air the kicker is OUT).
2. The ball was rolled fairly, but the kicker refused to kick it

Page
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Equipment:

One size 5 ball

3 pylons

Baseball Diamond

Paper/pen/pad for scoring record.

vk wnNe

2 whistles

Referees & Responsibilities:

Scorer (x1):

A Keep track of score including pure home runs and pure strikeouts in the event of a tie breaker.

Umpire (x1):

A Inform both teams of rules before the games begin
A Stand behind the home plate and will upon his/her discretion announce fouls, strikes, outs, and
the end of an inning.

Time Required: 80 Minutes Maximum (20 Minutes/Inning)

Festival Rules & Considerations:

1. This game will be worth 5 pts in the overall standings for the women and 2 points for under
misaac.

References:

1. American Association of Professional Baseball

Page
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Cricket

Object of the Game: The team to score the most runs by either bowling the other team out before
reaching the set total or by completing a chase of a set total is declared the winning team.

Rules:

Two teams each consisting of 11 players. Each team having its own captain.

Each game consists of 20 overs for each innings, each over consisting of six balls.

Each team can only allow one bowler a maximum of four overs.

The score tally set by the first batting team will be the score tally chased by the second
batting team.

P wnN e

5. A cross between batsmen after the ball has been hit is considered as one run; a
boundary whereby the ball crosses the boundary rope after bouncing is considered four
runs and whereby the ball crosses the line before bouncing is considered six runs.

6. Any ball down the leg side is considered a WIDE and an addition of ONE RUN to the
score tally and the same ball of the over to be repeated.

7.'ye olff 026ftSR ¢KSYy ad0SLIAYy3I 20SNI (K
addition of ONE RUN to the score tally and the same ball of the over to be repeated.

8. lye olftf 026ftSR 20SNJ ol davYlyQa o6l AadtAyS A
ONE RUN to the score tally.

9.1 gAO01SG Frifta oKSy GKS olff KAIG2 AIKSR& 0 dzYy
2N AF GKS olFff LIAGOKSaA Ay fAYyS 4AO0K GKS ¥
RSAONAIOMERSHA 0 F2NE 6A01SGeT 2N 6KSY ol davyl
02dzy OAy3a | FASEtRSNI FNRBY (KS 2 Loughti2AdalsE @i S+ Y

10. Due to any circumstances that may lead the batsman to ask for a runner, a runner from
the respective team will be provided.

(Vo))
(@]
No
Q\

[N
QX

Beginning the Game:

11. A coin toss will decide which team chooses to bat or bowl first.

Substitutions

12. Each team is allowed up to 3 substitutes BUT only for fielding purposes.

Equipment:
1. Five tennis balls
2. Ten rolls of electric tape
3. Two bats
4. Six stumps and 2 pairs of bails
5. Boundary tags e.g. rope, flags, chalk marking
6. Scorebook

Page
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7. Two umpires

Referees & Responsibilities:

Umpire (x1):

A Inform both teams of rules before the games begin
A ¢CKS dzYLIANBEQa RSOAaAA2Y Aa FAYIE O

Time Required: 160 Minutes (80 Minutes/Inning)

Festival Rules & Considerations:

1. This game will be worth 5 points.

Page
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Darts:

Object of the game: To constructively reduce the score from 301 to 0 using a set of darts.

Rules:

Starting the Game

1. A coin toss will determine which team throws their darts first. Winner of the coin toss can decide
whether to throw first or pass it over to the opposing team.

2. Each match will be contested in a best of three routine, where the first player to win 2 frames will be
the winner.

Scoring system:

3. The game will start with both players initial tally at 301

4. 3 darts are thrown in succession by each player, from the throw line each resulting throw causing a
reduction in the overall tally

5. Alternating set of throws by each player, causes a reduction in the tally, the culmination of the game
must be reached by a double or a bullseye. What this essentially means is that, should a player
require 12 points to win, a double 6 must be attained.

Results:

6. The player that successfully manages to reduce his tally from 301 to O first, finishing off with a
double or bullseye will be the winner.

There will be two singles game and one doubles games as part of festival rules.

Equipment:

2 dart boards
4 sets of 3 darts
Tape to mark lines

P whPe

Backboard, preferably Styrofoam or soft ply.

Referees & Responsibilities:

Referees (x1):

Inform both teams of rules before the games begin
Conduct the coin toss before the game
Watch for overstepping lines during throws

> > >y >

Calculate points after each throw
Time Required: 60 Minutes Maximum

Festival Rules and Considerations:

1. Each single game will be worth 1 point.
Page
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2. Doubles game will be worth 1 point
3. Two singles and one doubles match for both men and women.

Page
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Relay

Object of the Game: A race to the finish! The first team of four to complete the race shall be declared
the winner.

Rules:
1. Teams consist of 4 players each
2. Each player runs a distance of 100m for a total distance of 400m
3. Race begins by starter yelling GO!
4. Each team has one person running at once carrying a baton
5. As each runner approaches the next runner, they must pass the baton. If the baton is dropped

the team is disqualified
6. The team to have the last runner cross the finish line first wins the race.

Equipment:

1. 2xbatons. (1 for each team)
2. A 400 metre track.

Referees & Responsibilities:

Referees (x4):

Inform participants of the rules.

Watch that the baton is not dropped.

Watch that runners stay within the track

Initial S G KS NI OS o6& &SffAy3a aDhHE

D D >

Time Required: 10 Minutes

Festival Rules & Considerations:

1. {IYS NHzZ Sa akKlFff L& FT2NJ YSyQas 62YSyQa
2. Winning one race shall be worth 4 points for the men and women and 1 point for under misaac.

References

1. http://en.wikipedia.org/wiki/Relay race
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Scrabble

Object of the game: The object of the game is to achieve the highest score using word combinations.

Rules:

There will be no more than 2 players per game at any given time.

Each game shall be held within the privacy of the two players and a game monitor. No outside
assistance shall be tolerated. Once a player begins a game, they must finish it. Substitutions
cannot be made once the game has begun.

At the end of the game the player with the highest score shall win.

Beginning the Game:

4. Game begins by the younger player selecting a letter at random. The player that chooses the
letter closest to A begins. If the same letter is draw, players draw again.

5. The first player begins by selecting 7 letters at random followed by the second player.

The Play:

6. Each player will take turns making words on the scrabble board.

7. The score value for each word shall be determined using the number on value on each letter in
correspondence to the bonus values on the board.

8. After making a word the player then draws letters at random to once again fill their 7 letter
palette.

9. An end is reached when one player finishes all the letters. The remaining letters in the hand of
the opposing letter are then summed up and added to the score of the finishing player.

10. In the event of word controversy, a player challenges the opponent in the validity of a word. A
referee is called upon and the word is looked up by the referee. If the word is invalid, then the
player receives zero points and loses the turn. If the word is valid, then the challenging player
misses their next turn.

11. All other rules will be according to official scrabble rules:
http://en.wikipedia.org/wiki/Scrabble

Equipment

1. 2 xscrabble boards

2. 2 xdictionaries (same kind)

Referees:

1 x Referee

A Look up words in the event of challenges.

A Prevent the interference of others in the game
A Ensure fair play

Time Required: 45 Minutes/ game

Festival Rules and Regulations:

Page
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1. There will be 2 singles games and one double games both for men and women
2. Both singles and doubles games shall be worth one point.

References:

1. http://en.wikipedia.org/wiki/Scrabble#Challenges

Page
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Sack Race

Object of the Game: A race to the finish! The first person to complete the race shall be declared the

winner.

Rules:

1. Each player must keep both feet in the gunny sack or pillow case

2. Each player hops a distance of 100 m.
3. Race begins by starter yelling GO!

Equipment:

1. 15 Pillow Cases
2. Grass Chalk to Mark Start & Finish Lines

Referees & Responsibilities:

Referees (x1):

A Inform participants of the rules.

A LYAGAFrGS GKS NIOS o0& &SttAy3a aDhHE
Time Required: 10 Minutes
Festival Rules & Considerations:
3. {1 YS NHzZ S& akKlff | L) @sackdchk]l YSYy QasX 62YSyQa
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Soccer

Object of the Game: The team to score the most goals by the end of regulation time or by penalty kicks

shall be declared winner.
Rules:

Teams will consist of 11 players a side.
The game will consist of two 20 minute halves.
There will be a five minute break in between the halves.

.

If the score is even at the end of regular time, two 5 minute extra time periods will be played to
completion.
It is up to the discretion of the referee to add injury or extra minutes.

o u

At the end of extra time, penalty shots will take place.
7. Teams must designate a captain and penalty shooters before the game begins.

Beginning the Game:

8. A coin toss will determine which team chooses the side of the field they will begin on.
9. The team losing the coin toss will kick off in the first half.

Substitutions

10. Substitutions may occur 3 at a time from the center line.

11. Substitutions can occur during any appropriate stoppage in play.

12. Players subbing off may exit anywhere off the field.

13. Substituting players may not enter the field of play until the player they are replacing is off the
field of play.

The Play

4.0 £f 20KSNJ NMYzf S& FyR NBIdzZ | (HeBynd oA §

(@]
(0p)

Penalty Kicks:

15. A coin toss will decide which team chooses to kick first or second.

16. Designated penalty shooters will remain at the center of the field until called forward by the
referee.

17. If after 5 penalty shots by each team there is no winner, other players will be called forward one
by one until a winning goal is scored.

18. Players may not shoot again until all other team members have taken a penalty shot.

19. An eligible player may change places with the goalkeeper at any time when kicks from the
penalty mark are being taken.

Equipment:

1. 2 Soccer Fields with Goal Posts
2. 4 Size 5 Soccer Balls

Page
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2 Goal Nets

Pylons/Lime to mark field boundaries

4 Linesmen Flags

2 Referee Wallets (Red/Yellow Cards, Coins, Score Sheet)

oV kW

Referees & Responsibilities:

Head Referees (x1):

A Inform both teams of rules before the games begin
A Perform coin tosses
A Monitor the progress of the game (fouls, possession, time)

Linesmen (x2):

A Designate possession of the ball when it leaves the field of play.
A Inform the head referee when substitutions wish to be made.

Time Required: 90 Minutes (Warm up ¢ Penalty Shots)

Festival Rules & Considerations:

1. This game will be played with the same set of rules for men and under misaac.

2. Games will be played simultaneously.

3. This game will be worth 5 points for men and 2 points for under misaac.

4. Volunteer referees will be required from both Edmonton and Calgary.
References:

1. CLC! Qa [lga =29 G§KS DFYS Hnny
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Table Tennis

Object of the Game: First person/team to reach 11 points wins a game in a three set game unless the
score reaches 10/10, difference of two will determine the winner of one game in a set. A set of three
I YS 6Aff 0S LXI&@SR 6aSS acSailiAgrt wdzZ Sa 9 [/ 2yaiRr

Rules:

Singles:

1 No point loss/gain when serving if the ball is not stroked.

2. The ball must be tossed to a satisfactory height when serving.

3. Anetserve is repeated.

4. 11 points system

5. LF 020K LI I @SNA KIFEGS mMmnd WS5AFTFSNBYOS 27 (g2

6. Each player gets 2 point serves. When the score is 10/10, each player gets only one serve
per point.

7. During game play, touching the table surface or the net is considered a loss of point.

8. Winner of the previous game gets to serve first in the next game.

Doubles:

9. The rules only change for serving part. Each TEAM gets 2 point serves. One person serves for
G2 LRAyGa FYyR FFAISNI 0KIG GKS NBOSAOGSNI 2F (K
so on. You always serve on the right square.

10. The server should serve to the opposite side (square) of the opponent (diagonally).

11. Turns alternate between players that is a single player in the same team can not hit the ball
in two turns consecutively.

Beginning the Game:

1262 K2 aSNWSa FTANRGE OlFly 0SS RSOARSR o0& | O2AyY
let the opponent serve first.

Equipment:

1. 16 Table Tennis Rackets
2. 4 Table Tennis Tables
3. 12 Table Tennis Balls

Referees & Responsibilities:

Referee (x4)

- Inform both teams of rules before the games begin
- Perform coin tosses
- Monitor the progress of the game (fouls, possession, time)
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Time Required: Assuming four tables available, 1hr for men and 30mins for women is required.

Festival Rules & Considerations:

1. There will be 2 singles and one doubles game for both men/women/ under misaaq
2. Each singles and doubles game(s) will be worth 1 point with the exception of under misaaq

3. Under misaaq will be awarded 2pts for an overall best of three games (2/3 wins)
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Three Legged Race

Object of the Game: The team to cross the finish line first shall be declared the winner.

Rules:
—1. Teams shall consist of two players with an even number of teams from the competing jamaats
up to a maximum of 10 teams.
2. Players will be duct taped together up to the knee.
3. All players will start at the starting line and will commence the race when the starter yells go.
4. No interference of any kind with other teams will be tolerated. Interfering teams will be
disqualified.
5. The first team to cross the 50 m finish line shall be declared the winner.
Equipment:
1. 3 Large Rolls of Ductape
2. Grass Chalk/ Lime to mark Start and Finish lines.
3. Measuring Tape

Referees & Responsibilities:

Head Referees (x1):

> > > >

Inform both teams of rules before the games begin

Ensure players are properly taped together

{GFNI GKS NIHES oeé @StftAy3a aDh
Watch to see which team crosses the finish line first.

Time Required: 15 Minutes

Festival Rules & Considerations:

O N WU

This game will be played with the same set of rules for men, women and under misaac.
Games will be played simultaneously.

This game will be worth 0 points.

Volunteer referees will be required from both Edmonton and Calgary.
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Toss the Eqg

Object of the Game: To attain the maximum distance between two opposing team mates from the

centre boundary, by successfully passing an egg between each other.

Rules:

1. There will be 10 teams of two pairs
The game begins with each pair standing on opposite ends of a centre boundary but facing
each other

3. Player 1 passes the egg to his/her teammate

4. A pass is defined any throw that leaves the hand of one completely and is caught by the
other ONLY when the egg has left the hand of the one who threw the pass

5. After a successful pass, bother players take ONE step back (or a step in opposing directions).

6. Astepis defined as a natural human step and not one created out of a leap, dash, or jump.

7. If the egg drops without breaking the person nearest picks it up WITHOUT taking a step back
and resumes the throw from where they left off. A step back can only be taken when a
successful throw is made.

8. If the egg drops and break the team is out.

9. The team that reaches the farthest distance from each other or the addition of the distance
between the centre line and the two players without dropping the egg wins the game.

10. The game is NOT won by the last team to drop the egg as duration does not guarantee
distance. If all teams drop the egg the team that made the distance the furthest without
dropping the egg wins the game

Equipment:

1. 4 dozen eggs
2. Lime Chalk to mark boundary or centre line
3. Measuring apparatus

Referees & Responsibilities:

Referees (x1):

A Inform both teams of rules before the games begin
A Ensure that teams are only taking one step after every successful pass and that the steps are
natural human steps.

Time Required: 30 minutes
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Tug of War

Object of the Game: Pull the other team across the line!

Rules:
1. Teams consist of 10 players each
2. Players on a team must pull on the rope in attempt to drag the team across the white line.
3. Game begins when starter yells PULL!
4. Assoon as one team forces the other team to crosseghe line, they are declared the winner
Equipment:

1. 1 xheavy duty nylon rope
2. Grass chalk/Lime to mark pull lines

Referees & Responsibilities:

Head Referee (x1):

A Inform participants of the rules.
A Start the tug of war
A Declare the winner when a team crosses the line

Time Required: 30 minutes (Men, Women, Under Misaac)

Festival Rules & Considerations:

1. SamS NHzf S&a akKl f 52 VBWINAE F ¢ RIQumRGlNI YA al | O
2. Tug of war will be worth 1 point for both men and women and 0 points for under misaaq
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Volleyball

Object of the Game: The object of the game is to send the ball over the net in order to ground it on the
2LILRYSYyiQa O2dzNIi = dffoftRy the BppondNtBT ke $eyhiihas thFe&hitsdor Y S
returning the ball (in addition to the block contact). The first team to win two games will be declared the
winner.

Rules:
1. Teams will consist of 6 players on the court, with a maximum of 6 substitutions.
2. Teams must designate a captain before the set begins.
3. The game will consist of a best of three series.
4. Teams will switch court sides after each game.
5. Games will be played to 15 points.
6. Inthe case of a 14-14 tie, play is continued until a two point lead is achieved.
7. Players must rotate on the court; every player must have a chance to serve.

Beginning the Game:

8. The referee will perform a coin toss. The team that wins the toss will serve first. Service will
switch every game.

Substitutions

9. Substitution will occur as follows:
. 2 KSy Al Aa @2dz2NJ G4SFYQa GdzNy G2 NROGIF G
your team will exit the court.
ii. The substituting player will enter the court, but will not be performing the
serve.
iii. Your team will serve, and play will continue.

The Service:

10. Players will only serve after the referee signals to do so.
11. Players may only contact the court, including the lines after the service has been completed.
12. A ball that is tipped off the net is considered a valid serve and play will continue.

13. All other rules and regulations will occur according to 2008-2009 Domestic Competition
Regulations as Presented by USA Volleyball.

Equipment:

1 Volleyball Nets with Posts

2 Volleyballs

Pylons/Lime to mark Field Boundaries
Field space to create volleyball courts.

PwNPE

Referees & Responsibilities:
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Head Referees (x1):

Inform both teams of rules before the games begin
Perform coin tosses
Signal for service

> > > >

Monitor the progress of the game (fouls, possession, time)

Linesmen (x4):

A Designate position of the ball when it leaves the field of play.
A Watch for errors in service.

Time Required: 90 Minutes

Festival Rules & Considerations:

1. This game will be played with the same set of rules for men and women.
2. This game will be worth 5 points for both men and women.
3. Volunteer referees will be required from both Edmonton and Calgary.

References:

1. 2008-2009 Domestic Competition Regulations as Presented by USA Volleyball.
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Equipment List:

1. Boundary Tags (Grass
Chalk/Lime,Flags,Pylons)
3. 2 Carrom Sets

5. 5Size 5 Soccer Ball

7. 4 Sets of Paper/pen/pad for scoring record.

9. 10 rolls of electric tape
11. 6 Cricket Stumps

13. 2 Dart Boards

15. 1 Dart Backboard

17. 2 Scrabble Boards

19. 2 Soccer Goal Nets

21. 4 Linesmen Flags

23. 12 Table Tennis Balls
25. 3 Large Rolls of Ductape
27. 125 m Nylon Rope

29. 1 Volleyball Net with Posts

31. 4 Dozen Eggs

Field Requirements:

1 Baseball Diamond

2 Soccer Fields with Goal Posts
1 Basketball Court

vk wnNRe
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10.

12.

14.

16.

18.

20.

22.

24.

26.

28.

30.

4 Basketballs

5 Whistles

3 Large Pylons

5 tennis balls

2 Cricket Bats

2 Sets of Bails

4 Sets of 3 Darts (12 Darts)
2 Race Batons

2 Dictionaries (Same Kind)
2 Soccer Referee Wallets
16 Table Tennis Paddles

4 Table Tennis Tables

1 Measuring Tape

2 Volleyballs

15 Pillow Cases/Gunny Sacs

Sufficient field space for cricket400 m track and volleyball.
Sufficient Indoor space for darts, karom, scrabble and table tennis




Referee Code of Conduct:

N o w s

Always remember that the game is for the players. Player safety and fair play come first.
Study and learn the laws of the Game and understand the "spirit" of the Laws. Help fellow
referees do the same.

Encourage and enforce the Philosophies of "Everyone Plays," "Positive Coaching" and "Good
Sportsmanship".

Respect other referees' decisions and do not publicly criticize another official.

Stay calm when confronted with emotional reactions from players, coaches and parents.
Honour accepted game assignments. In an emergency, find a replacement.

Support good sportsmanship with a kind word to players, coaches and parents of both teams
when deserved.

Always be fair and impartial, avoiding conflicts of interest. Decisions based on personal bias are
dishonest and unacceptable.

Referees Required :

Basketball:

Head Refere&Vomen 1.
Head Referee Under 1.
Misaac

LinesmenWomen 1.
Linesmen Under Misaac 1.
Scorer Women 1.
Scorer Under Misaac

Carrom

Umpire Men

Umpire Women

Chinese Baseball:

Umpire

Scorer Women

Umpire
Scorer

Women

UnderMisaac
Under Misaac

ol

Cricket:

Umpire

Darts

Men 1.

Referee Men 1.
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Referee Women 1.

Relay:

Referees 1. 2. 3.
Sack Race

Referee 1.

Scrabble:

Referee 1.

Soccer:

Head Referee Men 1.

Linesmen Men 1. 2.
Head Referee Under

Misaac

Linesmen Under Misaac 1. 2.

Table Tennis (1/table):
Referees 1. 2. 3.

Three Legged Race:
Referees 1.

Toss theEgg
Referee 1.

Tug of War:
Referee 1.

Volleyball:

Head Referee Men
Linesmen Men

Head Referee Women
Linesmen Women

PR e

A Referees will be required from both Edmonton and Calgary.
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Players Code of Conduct:

Play by the rules.
Never argue with an official.

3. Control your temper. Verbal abuse of officials and sledging other players, deliberately
distracting or provoking an opponent are not acceptable or permitted behaviours in any sport.

4. Work equally hard for yourself and your team. Your team's performance will benefit... so will
you.

5. Be agood sport. Applaud all good plays, whether they are made by your team or the opposition.

6. Treat all participants in your sport as you like to be treated. Do not bully or take unfair
advantage of another competitor.

7. Cooperate with your coach, team mates and opponents. Without them there would be no
competition.

8. Participate for your own enjoyment and benefit, not just to please parents and coaches.
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