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Small Sided Soccer Games 
(As per USYS (U .S. Youth Soccer) and F IFA) 

 
 
Gender  Mixed 
  
Age G roups  Best Case Scenario   U8 (age 6-7) ; U10 (age 8-9); U12 (age 10-12); 
 
 # of Players  7 v 7 
 
Ball Size:  U8  Size 3; U10 & U12 size 4; 
   If playing all ages 6 through 12, use size 3 
 
Game L ength: Two 12 minute halves 
    
F ield of Play: 2 fields made from the half to the goal played from touch line to touch 

line. 
 
F ield Markings:  Center dot to mark the middle of the field. Penalty box area to mark where 

the goalie can touch the ball with hands. Side lines and end lines. 
 
Playing Equipment: Uniforms must distinguish teams. Goalie must wear different colored 

shirt. All players must wear shinguards (are covered entirely by the 
stockings (soccer sock to the knee); are made of a suitable material 
(rubber, plastic, or similar substances). All players must have rubber soled 
soccer shoes (soccer cleats, non-metal studs). Players with corrective 
lenses must wear safety glasses. 

 
Referee: Team NOT playing will provide referee and lines men; Referees must 

maintain a list of yellow and red cards given throughout the entire 
tournament. 

 
Substitutions:  U8, U10, U12  At any stoppage and unlimited. 
 
Offside:  No offside 
 
F ree K ick:  Conform to FIFA 
 
Penalty K ick:  U8  None; U10 & U12  Conform to FIFA 
 
Throw In:  Conform to FIFA 
 
Corner K ick:  Conform to FIFA 
 
Yellow/Red Card: Yellow Card - player shall leave the field. Can return at the next 

substitution. 
 Red Card  player may not play in subsequent matches. 
 Awarding of Cards  Conform to FIFA 
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T ie Game: Point System. 3 points for a win, 1 point for a tie and 0 points for a loss. If 
teams are tied, then the team who allows the least amount of goals is 
winner. 

 
 
F IFA Laws of the Game 2007-2008 link: 
http://www.fifa.com/mm/document/affederation/federation/laws_of_the_game_0708_10565.pdf 

http://www.fifa.com/mm/document/affederation/federation/laws_of_the_game_0708_10565.pdf
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Playing A rea 
1. 

 
2. Only the players, coaches, officials, and equipment required for play are allowed within 

the playing area. 
3. The surface of the playing area shall be grass or leveled sand, as flat and uniform as 

possible. The playing surface shall be free of rocks, and any other objects that may cause 
injury to players. 

4. Boundary lines shall consist of two sidelines and two end lines marking the playing court. 
These lines are placed inside the dimensions of the playing court. 

5.  
6. The center line divides the pla

courts and the playing area into two team playing areas. The centerline is not marked. 
7. 

side into a 9 m x 9 m  The length of each short diagonal 

directly below the net to the opposite outside corner. These short, diagonal measurements 
must be equal on both sides of the court. 

8. Attack lines are marked  
9. The service zone is behind the end line and between the extension of the sidelines. 

 
 The Net 

1. The height of the net shall be: 
 Men:  2.43 m   
 Women:  2.24 m  
 

It is measured from the center of the playing court. The two ends of the net (over the 
sidelines) must be at the same height from the playing surface and may not exceed the 

 
 

2. The net shall not have any exposed wires or fasteners that may cause injury to players. 
3. A net failure occurs when there is a sudden loss of net height or tension. If the net failure 

is the result of a fault or does not affect the outcome of the rally, the rally is counted. 
Otherwise, the rally is canceled and replayed. 

 
Antennas 

1.  It is made of 
fiberglass or similar material. One antenna is fastened vertically across the width of the 
net above the sideline.  The 
antennas are considered part of the net. 

2. The antennas shall not contain hazardous or protruding parts. They shall not be fastened 
in manner that may cause injury to players. 

 
 
Ball 

1. The ball shall be spherical, made of a flexible leather or water-resistant leather-like cover 
and a rubber or rubber-like bladder. It may be colored or multicolored. 
Circumference:  
W eight: 260 to 280 grams (9 to 10 ounces) 
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Inside pressure: 0.175 to 0.225 Kg/cm2 (2.5 to 3.2 lb/sq in) 
2. The Referent Vidbyvanky shall decide which ball will be used for play. 

 
T eam Composition 

1. A team consists of a coach, (assistant coach  if desirable) 6 players and substitutes.  
Note: Players are the team members on the team court. Substitutes are team members in 
uniform who are not in the starting line-up of a game. 

2. All competitions must involve teams with 6 players on each team. Teams with fewer than 
6 players are incomplete and forfeit the game or match. 

3. Only players and substitutes recorded on the roster may participate in the match. The 
roster shall be provided to Komanda Zletu prior to Zlet weekend. 

4.  
5.   
6. Co-

net. 
 
Captains 

1. The captain is the player who represents his/her team in dealings with the officials. 
2. The captain shall be identified to the referee prior to the commencement of the game. 

 
 

1.  
2. Player jerseys must be numbered on the rear. 
3. The numbers must be of contrasting color to the 

height. Numbers may be of a temporary nature, if necessary (e.g. crafted from tape). 
4. Sneakers with rubber or leather soles must be worn. It is illegal to wear shoes with any 

type of cleats or spikes. 
5. It is forbidden to wear any objects that may cause an injury to another player. 

 
Players  Rights and Responsibilities 

1. Participants must behave respectfully and courteously in the spirit of fair play, toward 
officials, teammates, opponents, and spectators. 

2. Participants must refrain from actions or attitudes aimed at influencing the decisions of 
the referees 

3. 
dispute. In case of doubt, clarification may be requested. 

4. When the ball is out of play, a captain may request an explanation on the application or 
interpretation of the rules used during the previous rally. 

5. If the explanation is not satisfactory, a captain must indicate to the referee, before 
resuming play, that the team reserves the right to record that disagreement as an official 
protest immediately following the match. 

6. While the ball is out of play during a match, a captain may speak to the referees to ask for 
authorization to: 

 change uniforms or equipment 
 verify the serving player 
 check the net, ball, or other equipment 

7. While the ball is out of play during a match, a captain may speak to the referee to request 
time-outs. 

8. Participants must refrain from actions aimed at delaying the game. 
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9. Communication between members of opposite teams is permitted within the spirit of fair 
play and sportsmanlike conduct. 

 
Captain 
Prior to the match, the captain represents the team in the coin toss. 
 
Coach 
If one or more coaches are present, s/he is permitted to sit at the team bench or stand near their 
bench in the free zone. 
 
 
Preparation for the Match 
 
Coin Toss 
Before the warm-up in the first game and before each deciding game, the referee conducts a coin 
toss in the presence of the team captains. The winner of the coin toss chooses either: (1) to select 
to serve or receive service of the first ball, or (2) the side of the court on which to start the game. 
The loser takes the remaining alternative. 
 
Warm-up Session 
Prior to the match, both teams will have a seven minute warm-up period. 
 
T eam L ine-up 

1. The service order of both teams must be recorded on the Starting Line-up sheet prior to 
the start of play. 

2. Once the service order of both teams has been recorded, no change in line-up is possible 
unless authorized. 

 
 
Rotation O rder 

1. The rotation order specified by the starting line-up must be maintained throughout the 
game. 

2. There must always be the proper number of players per team in play. 
 
Substitutions 

1. Unlimited substitutions are allowed as long as one player does not occupy more than one 
position in the service order during a single game. 

2. If a player becomes injured and no legal substitute is available for that position in the 
service order, a player on the roster not playing at the time of the injury may enter the 
game as an exceptional substitution for the injured player. This substitute may not be 
replaced for the remainder of the game, unless s/he also becomes injured. If no team 
members are available to make a legal or exceptional substitution, an injury time-out may 
be granted. 

 
 

1. At the moment the ball is contacted by the server, each team must be within its own court 
(except the server). 

2. At the time the ball is contacted for service, the placement players must conform to the 
service order recorded on the Line-up Sheet as follows: In the front or back row, the 
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center player may not be as near the right sideline as the right player nor as near the left 
sideline as the left player. No back-row player may be as near the net as the 
corresponding front-row player. 

3. The server is exempt from these restrictions. 
4. After the ball is contacted for service, players may move from their respective positions. 
5. A captain may request the referee to indicate which player should be serving for his/her 

team. 
 
Rotation 
When the receiving team has gained the righ
position clockwise. 
 
Position Faults 

1. The players of a team commit a position fault if they are not in their correct positions at 
the moment the ball is contacted by the server. 

2. If the server commits an illegal serve at the moment the ball is contacted, the illegal serve 
prevails over a position fault. If, after the server has contacted the ball, the service results 
in a fault, a position fault prevails. 

3. A position fault leads to the following consequences: 
 Fault is penalized with the loss of a rally; and, players are returned to their correct 

positions. 
 
Rotation Fault 
A rotation fault is committed when the service is not made according to the rotation order. The 
error is corrected, and the serving team is penalized. 
 
States of Play 
 

 
The ball is in play from the service contact until the ball is out of play. The rally begins when the 
referee authorizes service. 
 

 
The ball is out of play from the moment the ball contacts the ground or a fault is committed. The 
rally ends when a referee halts play or the ball is out of play. 
 

 

court or a boundary line. 
 

 
The ball is  

a) after being put in play, its first contact with the ground is completely outside the playing 
court, and it does not land on the boundary line. 

b) 
contact. 

c) it touches an object outside the court or a person out of play. 
d) it completely crosses the vertical plane of the net, totally or even partly outside the 

crossing space during service. 
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e) it completely crosses under the net. 
f) it touches a player and then contacts the ground or another object completely outside the 

boundary line. 
 
Playing Faults 

1. A penalty is always charged for a fault. The team committing the fault is penalized with a 
loss of rally. 

2. If two or more faults are committed successively, only the first one is penalized. 
3. If two or more faults are committed by two opponents simultaneously, a double fault is 

declared, and the rally is replayed. 
 
Playing the Ball 

1. Each team is entitled to a maximum of three contacts to return the ball to the opponents. 
2. These contacts of a team include not only intentional, but also unintentional contacts with 

the ball by a player. 
3. Blocking does not constitute a team contact, and any player may make the first contact of 

the ball after the block. 
4. A player may not contact the ball consecutively except during or after blocking, or at the 

 
 
Simultaneous Contacts 

1. When two non-blocking teammates touch the ball simultaneously, it is considered one 
contact, and any player may make the next contact. 

2. When two blocking teammates touch the ball simultaneously, it is not counted as a 
contact, and any player may make the next contact. 

3. If two opponents simultaneously and instantaneously contact the ball over the net, the 
ball remains in play, and the team receiving the ball is entitled to another three contacts. 

where the ball lands (unless the referee determines otherwise). 
4. A joust occurs when players of opposing teams cause the ball to come to rest above the 

net through simultaneous contact. A joust is not a fault, and play continues as if the 
contact was instantaneous. 

 
Ball Contact 

1. A player may touch the ball with any part of the body. 
2. A player may have successive contacts with the ball during a single attempt to make the 

 
3. It is legal to receive a served ball using the fingers in a setting action, provided that there 

is not a double contact or held ball. 
4. The ball must be contacted cleanly and not held, lifted, pushed, caught, carried or thrown. 

 It can rebound in any 
direction. 

5. An exception shall be allowed during the defensive play of a hard-driven ball (an attack-
hit or blocked ball traveling at a high rate of speed), as judged by the referee. In that case, 
the ball bay be momentarily lifted or pushed. 

6. A contact of the ball using fingers (setting action) of one or two hands to direct the ball 
toward a teammate is a set. A player may set the ball in any direction toward his/her 
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Faults at playing the ball 
The following types of faults can occur during an attempt to play the ball: 

 Four hits: A team contacts the ball four times before returning it to the opponents. 
 Assisted hit: A Player takes support from a teammate or any object to reach the ball. 
 Double contact: A player contacts the ball twice in succession or the ball contacts 

contact, and the block. 
 Held ball: A player does not contact the ball cleanly. Exceptions shall be made in the 

defensive action of a hard-driven ball, or when simultaneous contact by two 
opponents over the net results in a joust. 

 
Ball C rossing the Net 

1.  
The crossing space is the part of the vertical plane of net as follows: 

a. below  by the top of the net 
b. at the sides  by the antennas (posts) and their imaginary extensions 

2. -zone totally or partly 
outside of the crossing space, may be recovered within the team hits provided the ball, 
when recovered, crosses the net plane completely outside the crossing space on the same 
side of the court. 

3. A 
completely crosses the lower space or passes outside the crossing space. 

 
Ball Touching the Net 

1. The ball may touch the net while crossing it through the crossing space. This also 
includes the service. 

2. A ball driven into the net (other than the service) may be recovered within the limits of 
the three team contacts. 

 
Player at the Net 

1. While blocking, a player may touch the ball beyond the net, provided the player does not 
-hit. 

2. A player is permitted to pass his/her hand(s) beyond the net after an attack-hit provided 
g space. 

3. Within the limits of the three team contacts, a player may contact a ball that has crossed 
the net below the net in order to direct the ball to a teammate, as long as the ball has not 
been contacted by the opponents. The recovered ball must cross the net below the net. 

4. Within the limits of the three contacts, a player may contact a ball that has crossed the net 
completely outside the posts in order to direct the ball to a teammate, so long as the ball 
has not been contacted by the opponents. The recovered ball must cross the net 
completely outside the posts. 

 
 

1. Players may cross the center line below the net or outside the poles, either before, during 
or after a legal play of the ball, provided th  
Incidental contact with an opponent is ignored, unless such contact interferes with the 

 
2. If a player crosses the center line and interferes with an opponent during play, it is a fault. 
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3. While opposing players are not required to avoid the ball or the player, they cannot 
intentionally interfere with any legal attempt to play the ball on their court. 

 
Contact with the Net or Posts 

1. othing to touch any part of the net. 
2.  Contact of the net 

 
3. he 

net. 
4. When a ball is driven into the net causing the net to touch a player, no fault is committed. 
5. Once a player has contacted the ball, the player may touch the posts, ropes or any other 

object outside the total length of the net, provided this does not interfere with play. 
 

 
A play at the net results in a fault when a player: 

1. 
-hit. 

2.  
3.  
4. touches the net. 
5. 

make contact with the ball that is driven into the net. 
 
Service 

1. The service is the act of putting the ball into play by the serving player who, positioned in 
the service zone, hits the ball with a hand or arm. 

2. Teams shall follow the service order recorded before each game. 
3. If the serving team wins the rally or a replay is directed, the player who served the 

previous rally (or their substitute) serves again. 
4. If the serving team loses the rally, it is a loss of service, and the next recorded server on 

the receiving team serves the ball. 
5. The referee authorizes the service after having checked that the server is in possession of 

the ball in the service zone and the teams are ready to play. 
6. The server may move freely behind the end line. At the moment of the service or take-off 

for service, the server must not touch the ground outside the service zone. 
foot may not touch the marked line. After the service contact, the player may land on the 
court or outside the service zone. 

7. The server must contact the ball within 8 seconds after the referee authorizes service. 
8.  
9. A player may not repeat this more than once during any term of service. 
10. The server shall contact the ball with one hand or any part of the arm after clearly tossing 

or releasing the ball and before the ball touches the playing service. 
 
Screening 

1. 
the server or the path of the ball.  player must move sideways 
or bend over or down. 

2. If the referee judges that screening did occur, the rally is ended, and the serving team is 
penalized with loss of rally. 
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I llegal Serve  when the ball is put in play 
A service attempt immediately results in a fault with contact of the ball when: 

1. the server does not execute the service properly. 
2. the server violates the server order. 
3. the serving team is out of position. 

 
Serving Faults  after contacting the ball 
A service attempt results in a fault after the ball is contacted when the ball: 

1. touches a player of the serving team or fails to pass through the crossing space of the net. 
2.  
3. passes over a screening player. 

 
Attack-hit 

1. t the acts of 
service and blocking, are attack-hits. 

2. An attack-hit is completed the moment the ball completely crosses the vertical plane of 
the net or is touched by an opponent. 

3. A player may contact an attack-hit at any height, provided that contact with the ball is 
 

4. If a back-row player contacts the ball completely above the height of the net, and the 

the attack-hit must have an upward trajectory. 
 
Attack-hit Faults 
An attack-hit results in a fault when a player: 

1. contacts the ball within the playing space of the opponents. 
2.  
3. completes an attack-  the 

height of the net 
4. a back-row player contacts the ball completely above the height of the net, while his/her 

foot is touching or has last touched the ground on or in front of the attack line, and does 
not direct the attack-hit with an upward trajectory. 

 
Block 

1. Blocking is the action of player(s) close to the net to deflect the ball coming from the 
opponent while reaching above the height of the net. 

2. The first contact after the block maybe executed by any player, including the player who 
touched the ball at the block. 

3. In blocking, the player may place his/her hands and arms beyond the net provided that 
 The player is not permitted to touch 

the ball beyond the net until the opponent has made an attack-hit. 
4. A blocking contact is not counted as a team contact. The blocking team will have three 

contacts after a blocking contact. 
5. Consecutive, quick and continuous contacts may occur by one(or more) blocker(s) 

provided these contacts are made during one blocking action. 
6. The ball may contact any part of the body during a block. 
7. Back-row players may not participate in a block. 
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8. When a ball is blocked back into an attacking player, the attacker is not considered a 
blocker. first contact. 

 
Blocking Faults 
A block results in a fault when: 

1. -hit. 
2.  
3. s service. 
4.  
5. a back-row player participates in a block. 

 
T ime-outs 

1. A time-out is a regular game interruption. It shall last for 60 seconds. 
2. Each team is entitled to two time-out per game. 
3. Time-outs may be requested by a captain or coach, showing the corresponding hand 

signal, only when the ball is out of play and before the authorization for service. 
 
Improper T ime-out Requests 
It is improper to request a time-out: 

1. when the ball is in play or during or after the authorization for service. 
2. after the permitted number of time-outs have been used. 
3. any improper request that does not affect or delay the game shall be rejected without 

sanction unless repeated in the same game. 
 
External Interference 
If an external interference does not affect the outcome of play, the rally is counted. 

 
 
Method of Play 
 
Round Robin 
 

3-TEAM  4-TEAM  5-TEAM 
1 vs. 2 (3)  1 vs. 4 (3)  2 vs. 5 (4)    3 vs. 5 (1) 
1 vs. 3 (2)  2 vs. 3 (1)  3 vs. 4 (2)    2 vs. 4 (3) 
2 vs. 3 (1)  1 vs. 3 (4)  1 vs. 5 (3)    1 vs. 3 (5) 
   2 vs. 4 (3)  2 vs. 3 (5)    4 vs. 5 (1) 
   1 vs. 2 (4)  1 vs. 4 (2)    1 vs. 2 (4) 
   3 vs. 4 (2) 

 
Teams in parenthesis indicate work team for that match. (two lines persons and a score keeper) 
 
 
 
F inals 
 
3 Team   -  After Round Robin,  teams standing in 1st and 2nd  play for 1st. 
 
4/5 Team-  After Round Robin, semi-final 1 vs. 4   2 vs. 3 
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 Final winner from semi final play for 1st 
  loser from semi final play for 3rd 

 

Scoring 
 
All games are rally-point scoring 
 
During Round Robin play  -  2 games to 30 with a two point advantage 
 
During semi-finals and finals  -  best 2 of 3 to 30 with a two point advantage 
 
 
Court Switches and Intervals 

1. Court Switches are team exchanges of playing courts that occur at specified times during 
the game. Players may not stop at team area. 

2. In 30 point games, court switches will occur each time the total number of points scored 
is a multiple of 10. 

3. When more than one game is played in a match or pool play competition, the interval 
between games is 3 minutes. 

 
Misconduct 
Incorrect conduct by a team member toward officials, opponents, teammates, or spectators, is 
classified in four categories according to the degree of the offense: 

1. Unsportslike conduct: arguing, intimidating, taking unfair or inappropriate advantage of 
player privileges. 

2. Rude conduct: acting contrary to good manners or moral principles, profanity, interfering 
 

3. Offensive conduct: defamatory or insulting words or gestures. 
4. Aggression: physical attack or intended aggression. 

 
Sanctions 
Depending on the degree of the incorrect conduct, according to the judgement of the referee, the 
sanctions to be applied are: 

1. Misconduct Warning : for unsportslike conduct, no penalty is charged, but the team 
member is issued a warning against repetition in the same game. 

2. Misconduct Penalty: for rude conduct, the team is penalized with the loss of rally. 
3. Expulsion: repeated rude conduct is sanctioned by expulsion; the player must leave the 

playing area for the remainder of the game. Substitutions may be made in accordance 
with the rules. 

4. Removal from tournament: for offensive conduct and aggression, the referee will remove 
the competitor and report his decision in writing to Zlet Sports Referent as soon as 
possible. 
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Clothing 
In all events competitors must wear clothing which is clean, and designed and worn so as not to be 
objectionable. The clothing must be made of a material which is non-transparent even if wet. 
Competitors shall participate in the uniform clothing as proscribed by their Oseredky. 
 
Shoes 
Competitors may compete only with rubber soled footwear. The purpose of shoes for competition is 
to give protection and stability to the feet and firm grip on the ground. For safety reasons, running 
shoes with metal spikes are prohibited. 
 
T rack Measurements 
1. The length of the running track shall be 400 meters. It shall consist of two parallel straights and 

two bends whose radii shall be equal. 
2. The distance of the race shall be measured from the edge of the start line farther from the finish, 

to the edge of the finish line nearer to the start. 
3. In all races up to and including 400m, each competitor shall have a separate lane, with a 

minimum width of 1.22m and a maximum width of 1.25m to be marked by lines 5cm in width. 
All lanes shall be the same width. 

4. The track shall allow for at least six lanes. 
 
The Start 
1. The start of a race shall be denoted by a white line not more than 5cm wide. 
2. 

that competitors are steady and in the correct starting position. 
3. The commands of the Starter, in races up to and including 400m (including the relay races) will 

 A 
competitor shall not touch either the start line or the ground in front of it with his/her hands or 
his/her feet when on his/her marks. 

 
4. If for any reason the Starter is not satisfied that all is ready for the start to proceed after the 

competitors are on their marks, he shall order the competitors to withdraw from their marks. 
5. 

position completely within his allocated lane and behind the start line. 
6. On  

and without delay assume their full and final set position. Failure to comply with this command 
after a reasonable time shall constitute a false start. If a competitor after the comma

considered a false start. 
7. If a competitor commences his starting motion after assuming his full and final set position, and 

before the report of the gun, it shall be deemed a false start. 
8. Any competitor making a false start shall be warned. If a competitor is responsible for two false 

starts, he/she shall be disqualified. 
9. The Starter, who is of the opinion that the start was not a fair one, shall recall the competitors by 

firing the starting gun. 
Note: In practice, when one or more competitors make a false start, others are inclined to 
follow and, strictly speaking, any competitor who does so has also made a false start. The 
Starter should warn any such competitor or competitors who, in his opinion, were responsible 
for the false start. This may result in more than one competitor being warned. If the false start is 
not due to any competitor, no warnings shall be given. 
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10. All questions concerning the start shall be decided by the Starter. 
 
The Race 
1. The direction of running shall be left-hand inside. The lanes shall be numbered with the left-

hand inside lane numbered 1. 
 

Obstruction 
1. Any competing runner who jostles or obstructs another competitor, so as to impede his progress, 

shall be liable to disqualification from that event. The Referee shall have the authority to order 
the race to be re-held excluding any disqualified competitor or, in the case of a heat, to permit 
any competitor(s) seriously affected by jostling or obstruction (other than any disqualified 
competitor), to compete in a subsequent round of the event. Regardless of whether there has 
been a disqualification, the Referee, in exceptional circumstances, shall also have the authority 
to order the race to be re-held if he considers it just and reasonable to do so. 
 

Running in Lanes 
1. In all races run in lanes, each competitor shall keep within his allocated lane from start to finish. 

This shall also apply to any portion of a race run in lanes. Except as stated below in 2, if the 
Referee is satisfied, that a competitor has run outside his lane, he shall be disqualified. 

2. If a competitor is pushed or forced by another person to run outside his lane, and if no material 
advantage is gained, the competitor shall not be disqualified. If a competitor either runs outside 
his lane, and no material advantage is gained in the straight, or runs outside the outer line of his 
lane on the bend, with no material advantage thereby being gained, and no other runner is 
obstructed than he shall likewise not be disqualified. 

3. The 800m event shall be run in lanes as far as the breakline marked after the first bend where 
runners may leave their respective lanes. The breakline shall be an arced line, 5cm wide, across 
the track, marked at each end by a flag at least 1.50m high, positioned outside the track. 
 

L eaving the track 
1. A competitor, after voluntarily leaving the track shall not be allowed to continue the race. 

 
The F inish 
1. The finish of a race shall be denoted by a white line not more than 5cm wide. 

 
Hand T iming 
1. The Timekeepers shall be in line with the finish and outside the track. 
2. Timekeepers shall use either stopwatches or manually operated electronic timers with digital 

readouts. 
3. Times for all finishers shall be recorded. 
4. The time shall be taken from the flash/smoke of the gun to the moment at which any part of the 

body of a competitor (i.e. torso, as distinguished from the head, neck, arms, legs, hands or feet) 
reaches the perpendicular plane of the nearer edge of the finish line. 

5. Each Timekeeper shall act independently and without showing his watch to, or discussing his 
time with, any other person, shall provide his time to the person assigned to write down the 

 
 
Rounds and H eats 
1. Preliminary rounds (heats) shall be held in track events in which the number of competitors is to 

large to allow the competition to be conducted satisfactorily in a single round (final). Where 



 12-   2012   - 61 - 

preliminary rounds are held, all competitors must compete in, and qualify through, all such 
rounds. 

2. The heats, quarter-finals, and semi-finals shall be arranged by the appointed Technical Staff. 
The following table shall be used, in the absence of extraordinary circumstances, to determine 
the number of rounds, and the number of heats, to be held and the qualification procedure for 
each round of track events: 
 
30m, 40m, 50m, 100m, 400m 
 
Declared   Qualifying for Final 
Entries  Heats    place  time 
1  6                        0           0         0 
7  12    2           2         2 
13  18    3           2 
19  24    4           1         2 
25  30    5           1         1 
30  36    6           1 
 
Finals will be held 15 minutes after the last heat in each of the events. 
 

The F inish L ine 
1. The finish line shall be a line drawn across the track having a width of 5 cm. 
2. For the purpose of aiding the judges, but not as a finish line, there should be stretched across the 

track at the finish, above the ground and directly over the finish line, a worsted string or thread 
or tape of material which will not tend to injure the runners when broken by them. The string or 
tape shall be held, so that it will always be at right angles to the course and parallel to the 
ground. 
 

The Competition 
1. Competitors shall be placed at the finish line in the order in which any part of their bodies (i.e. 

line. 
2. In running events, no competitor may place any mark or marker upon the running surface or 

alongside it. 
3. Each competitor shall run in a direct line after entering the final straightaway unless there is 

another competitor in his or her path. 
4. Any competitor jostling, running across, or obstructing another competitor so as to impede his 

or her progress shall be liable to disqualification in that event. The referee shall have the 
authority to order the race to be re-held, excluding the disqualified competitor or, in the case of 
a heat, to permit any competitor(s) seriously affected by jostling or obstruction (other than the 
disqualified competitor) to compete in a subsequent round of the race. Regardless of whether 
there has been a disqualification, the referee, in exceptional circumstances, shall also have the 
authority to advance a competitor seriously affected by jostling or obstruction or to order the 
race to be re-held if it is just and reasonable to do so. 

5. In races run entirely in lanes, each competitor must keep in the allotted lane from start to finish. 
In races run partially in lanes, each competitor must keep in the allotted lane from the start to 
the marked cut-in points. Unless a material advantage has been gained, a competitor shall not be 
disqualified if he or she: 

(a) is pushed or forced by another competitor to run out of the lane, or 
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(b) runs out of the lane on the straightaway, or 
(c) runs outside of the outer lane line on the curve. 

Excluding the above exceptions, the referee shall disqualify a competitor if that competitor has 
run out of the lane. 

6. No competitor, after leaving the track, shall be allowed to rejoin a race either for the purpose of 
gaining a place or to assist another competitor. 

7. Any competitor who shall refuse to obey the directions of the referee or other proper official, or 
who shall conduct himself/herself in an unsportsmanlike manner, or who is offensive by action 
or language to the officials, spectators, or competitors at any competition may be disqualified 
from future competition at the meet. 

8. To be considered a finisher, a competitor must complete the race. 
 
 
Long Jump 
1. The length of the run is unlimited. Each competitor shall be credited with the best of his/her 3 

jumps. 
2. The jump or take-off should be from a board, 19.8 to 20.2cm wide and 1.21 to 1.22m long, sunk 

level with the runway and the surface of the landing area, the edge of which near the landing 
area shall be called the take-off line. The ground in front of the take-off line should be sprinkled 
with or consist of soft earth or similar material immediately in front of the take-off line and 
across all the length of it over a width of 10cm at an angle of 45 degrees to the horizontal. This 
earth material is to be used for recording the footprint when the athlete has foot fouled. 

3. The measurement of the jumps shall be made at right angles from the take-off line, to the 
nearest break in the landing area made by any part of the body of the competitor (including 
shoes and uniform). 
NOTE: In order to insure correct measurement of any jump, it is essential that the surface of the 
sand in the landing area should be accurately controlled so as to be level with the top of the 
take-off board. 

4. It shall be counted as a failure or foul if any competitor: 
(a) with any part of the body, whether running up without jumping or in the act of jumping: 

i. touches the ground on the runway immediately beyond the take-off line, as evidenced by 
a mark in the earth material, or 

ii. touches the ground between the marker material or the take-off line extended and the 
landing area; or 

(b) If no marker material is being used, breaks the plane of the take-off line with the foot; or 
(c) takes off to either side of the take-off board, whether beyond or behind the take-off line 

extended; 
(d) in the course of landing, touches the ground outside the landing area nearer to the take-off 

line extended than the nearest break in the landing area made by the jumper; or 
(e) when leaving the landing area, makes first contact with the ground outside the pit closer to 

the take-off line than the nearest break made in the sand. 
(f) employs any form of somersaulting prior to contact in the landing area. 
NOTE 1: If the competitor takes off before reaching the take-off line, it shall not for that reason 
be counted a failure or foul. 
NOTE 2: It is not a foul if the competitor runs outside the white lines marking the runway at 
any point. 

5. Aids: 
(a) No marks shall be placed on the runway, but a competitor may place one or two markers, 

alongside the runway to assist in the run-up and take-off. 
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(b) No marks shall be placed in any pit or landing area. 
 
 
Throwing Events 

1. In all throwing events from a circle, the throw must commence from a stationary position 
within the circle. A competitor is allowed to touch the inside stopboard. However, it shall be a 
foul throw if, after commencing the throw and prior to its completion, the competitor: 

(a) does not start from a stationary position within the circle, 
(b) touches the top of the stopboard or painted circle, 
(c)  touches with any part of the body the surface outside the circle, 
(d) improperly releases the implement, 
(e) leaves the circle improperly or before the implement has landed. 

2. In all throwing events, when leaving the circle, the competitor must do so from the rear half. 
3. No device of any kind (e.g., the taping of individual fingers or two or more fingers together) 

which in any way assists a competitor when making a throw shall be allowed. The use of tape 
on the hand shall not be allowed except in the case of need to cover an open cut. The use of 
tape on the wrist is allowed. 

4. In order to obtain a better grip, competitors may use a suitable substance on their hands only. 
In the shot put, a suitable substance may also be applied to the shot and the neck area. 

5. A belt of leather or some other suitable material may be worn at the waist by a competitor to 
protect the spine or back from injury. 

6. Competitors may not spray or spread any substance within the circle or on their shoes. 
7. The competitor must not leave the circle until the implement has touched the landing surface. 

 
8. For a throw to be valid, the implement must fall within the designated sector. 
9. In the discus and shot put, the measurement of each throw shall be made from the nearest 

mark made by the fall of the discus or shot, to the inside of the circumference of the circle 
along a line from the mark to the center of the circle. 

10. The measurement of each throw shall be made immediately after the throw. 
11. Implements must be carried back to the circle and never thrown back. 
12. All discus throws shall be made from an enclosure or cage to insure safety to all. 
 
Throwing the Discus / Putting the Shot 
The discus and shot shall be thrown from a circle of which the inside diameter shall measure 
2.135m (7 feet). 
 
The shot shall be put from the shoulder with one hand only. At the time the competitor takes a 
stance in the ring to commence a put, the shot shall touch or be in close proximity to the neck or 
chin, and the hand shall not be dropped below this position during the act of putting. The shot 
shall not at any time be brought behind the line of the shoulders. 
 
In the Shot Put and Discus Throw, for a valid throw, the implement must fall completely within 
the inner edges of the lines of the sector. 
 
Measurements 
All measurements shall be made with a steel or fiberglass tape in centimeters or meters. 
 
 
Relay Races 
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1. Lines 5 cm wide shall be drawn across the track to mark the distances of the stages. 
2. For the 4 X 40m and 4 X 50m Relays, the take-over zone shall be 10m long. For the 4 X 

100m Relay, the take-over zone shall be 20m long. 
3. All Relay Races, shall be run entirely in lanes. That is, teams start and finish the race, in their 

respected lanes. 
4. The baton shall be carried by hand throughout the race. If dropped, it shall be recovered by the 

athlete who dropped it. He/she may leave the assigned lane to retrieve the baton, provided no 
other runner is impeded and provided that by doing so, the distance to be covered is not 
lessened. 

5. Competitors are not permitted to wear gloves or place substances on their hands in order to 
obtain a better grip of the baton. 

6. In all races, the baton shall be passed within the take-over zone. The passing of the baton 
commences when it is first touched by the receiving runner and is completed the moment it is 
in the hand of only the receiving runner. Within the take-over zone, it is only the position of 
the baton that is decisive, and not the position of the body or limbs of the runners. Passing the 
baton outside the take-over zone shall result in disqualification. 

7. Runners, before receiving and/or after handing the baton, should remain in their respective 
lanes, to avoid obstruction to other competitors. Should a runner willfully impede a member 
of another team by running out of lane at the finish of the leg, the team of the impeding runner 
shall be disqualified. 

8. Assistance by pushing off or by any other method will result in disqualification. 
9. All members of the relay team must be identifiable as team members. Team identification 

shall be clearly visible and shall distinguish one team from another. Team members shall wear 
identical shirts. 

10. If necessary, heats shall be held for relay races. 
 
 

Postponements 
The Referee shall have the power to cancel or postpone any event, even though the same has 

completed in a satisfactory manner and in fairness to the competitors due to inclement weather, or 
poor track or field conditions. 
 
 
Protests 
1. Protests concerning the eligibility of a competitor or team, must be made to the Referee 

during the meet. 
2. Protests relating to matters which developed during the conduct of the competition must be 

made to the Referee or Head Track and Field Official at once, and not later than 15 minutes 
after a result has been announced. 

3. Protests are to be made in writing. 
4. If possible, the Referee or Head Track and Field Official shall decide protests at once. If the 

nature of the protest or the necessity of obtaining testimony or evidence prevents an 
immediate decision, the competitor shall be allowed to compete under protest, and the protest 
shall be decided as soon as possible. 

 
 
T ies 
Ties shall be decided as follows: 
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1. Track Events: 
 

(a) If it is determined that there has been a tie, the tying competitors shall be placed in the 
next round if it is practical to do so. If that is not practical, the tying competitors shall 
compete again. If that is not practical, lots shall be drawn to determine who shall be 
placed in the next round. 

(b) In case of a tie for first place in any final, if the Referee decides that is practicable for the 
tying competitors to compete again, they shall do so. If the Referee decides it is not 
practicable, the result shall stand. Ties other than for first place shall remain. 

 
2. Field Events 
 

In field events where result is determined by distance, the second-best performance of the 
tied competitors shall resolve the tie. If the tie still remains, the third-best performance of 
the tied competitors shall resolve the tie, and so on. If the tie still remains and concerns 
first place, the competitors having achieved the same result will compete again in the same 
order in a new attempt until the tie is resolved. 
 
Each competitor shall be credited with the best of his/her attempts, including those 
achieved in deciding a tie for first place. 

 
 

Staff necessary for T rack and F ield events: 
 
T rack Events: 

1. Referee 
2. Starter 
3. 6 Time Keepers 
4. Secretary 

 
F ield Events: 
 
Long Jump 

1. 2 Measurement takers(one shall act as judge) 
2. Sand Raker 
3. Secretary 

 
Shot Put/Discus 

1. 2 Measurement takers(one shall act as judge) 
2. Secretary 
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Running the Starting L ine 
 
The job of the Starter and assistant Starter is to see that all the runners in a race are given a 
correct, fair, and equitable start in the race. The Starter and assistant Starter maintain control 
around the starting line area as well as are responsible for giving the runners instructions on the 
competition. 
 
The starting line officials, and especially the Starter, are very key positions that control the 
efficiency and timing of your meet. 
 
What you will need  

  
 ammunition 
 ear protection 
 whistle 

 
 
How to Start a Race 
One or two commands are always given before the gun is fired. The commands are: 

  
  

 
Both commands are given for races up to and including the 400 meters dash and relay races. 

 
 
The audible commands are always accompanied by visual signals (primarily directed at the 
finish line officials) given by the Starter. The signals are: 
 

  
  

 

 On races where only one verbal command is give, the arms are 
nd is not given. The 

arm signals are all that the finish line officials have to alert them that the start is about to happen. 
 
Position of the Starter 

 He must deliberately choose a position to 
give his commands that gives a clear view of all of the runners in the race and can be clearly seen 
by the finish line officials. He/she must also not position himself so as to be in the way of the 
competitors. If possible, he/she should also consider against what background his/her gun arm 
appears to give the timers the best chance to see the flash/smoke of the gun. Often, moving a few 
feet one way or the other will put the gun against a better background. He/she should check with 
the finish line each time he moves the start. The Starter should position his/her body with either 
his front or back square to the timers position. This will allow them to see both arms at all times. 

be seen. It 
should be remembered that the runners respond to the gun and voice commands. The timers need 
to see his arms so that a start is not missed. 
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Starting Commands 
The timing between the commands and when the commands are given are the single biggest 
problem for new Starters. 
When all runners are standing  

given. This is extremely important in the shorter races. 
the starter should wait approximately two (2) full seconds before firing the gun. He should only 

still. If 
the procedure over. 
 

 
 
The commands should be given in a tone and manner which conveys control and authority but 
does not intimidate or upset the runners. Since Zlet has young children who are mostly new and 
inexperienced, the Starter should be sensitive to over doing it. 
 
One additional note for the Starter and the starting line crew. Order and some measure of quiet 
must be maintained around the starting line to assure a fair start. 
start until the area is under control. Usually a loud commanding  

 Hold the race until you feel all runners will 
hear your starting instructions. Remember, your job as a Starter is to assure a fair start. 
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Running the F inish L ine 
 
 
The job is to record the finish place and time for each competitor in every race. 
 
What you will need 

 Timers.  You will provide times and places for each runner in every race. As a 
minimum, the number of timers should equal to the number of runners in a race. 

 Stop Watches.  A minimum of 8 (6 to time the runners, 2 as spares). 
 Finish Time Sheets 
 Pencils/pens 
 Radio.  Used to communicate with the starter. 
 Finish line tape.  Make sure it is about 40 feet long and is not the type that will injure 

the children. White, yellow or orange are good colors. 
 A bell to sound the last lap. 

 
 
The Race 
Each race is handled separately and the same way. The general process is done as follows in the 
following sequence: 

 Finish line gets prepared 
 Finish line informs Starter that they are ready 
 Runners are started in the race. Timers start timing 
 As runners finish the race, timers stop their watch (but do not reset it), and retrieve 

the runner who finished in the place they are responsible for 
 Timer takes child and stop watch to Secretary 
 Timer reads time to Secretary who records the time for that place on the finish sheet 
  
 Secretary and Finish Coordinator resolve any discrepancies or problems 

 
The process now starts over again with the finish line preparing for the next race. The single 
most important factor in determining the length of the meet is the time between the finish of one 
race and the start of the next. 
 
Note: Assign timers to places, not lanes 
 
 
F inish L ine gets Prepared 
Before each race, the Finish Line Coordinator should: 

 see that he/she has enough timers to cover the number of entries in the race. Try to 
have at least one more timer than runners in the race for back up. 

 verify that there is a timer assigned to each place. 
 reminds the timers to reset their watches. 
 see that the Secretary has a finish sheet ready to record the results. 
 ready finish tape 
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Announce that the F inish L ine is Ready 
Once the Finish Coordinator has done all of the above, he/she can notify the Starter about 

 
this point until the gun is fired. 
the timers when the Starter raises his gun arm (done ). 
 
Runners are Started 

Starter. They should keep their eyes fixed on the gun until it is fired and start their watch at the 
first sight of smoke  NOT AT THE SOUND OF THE GUN! They should then take their hands 
away from the watch buttons or, if the watch is on a lanyard around the neck, drop the watch 
from their hands until the finishers approach. This is to avoid resetting the watch or voiding the 
time. If the timer has a problem, he should immediately tell the Finish Line Coordinator who can 
assign one of the extra timers to that place. 
 
F inish of the Race 
As the runners approach the finish line, the timer should pick out the runner in the place that 
timer is assigned. This is tougher than it seems, especially on the shorter races but if the timer 
keeps his eyes fixed on the runners a decision can usually be made. 
 
Some important things about finishing and timing: 

 the watch should be stopped when the torso (the body from the bottom of the neck to 
the hipbone) crosses the first edge of the finish line. Be careful not to time on hands 

 
 if the race is close, keep your eyes on the runners. You can stop the watch without 

looking at it. 
 if there is a discrepancy and two timers pick the same runner for different places, 

thetimer picking for the better finish place prevails. 
 the Finish Coordinator should not assign him/herself to timing. Instead, he/she should 

watch the overall finishing to help resolve discrepancies. Remember, his decision 
may be needed to resolve any discrepancies of place and/or time. 

 in retrieving the runner, the timers should be very careful not to dash onto the 
trackafter their runner and collide with another runner who is still finishing. The best 
approach is to keep your eyes on the runner, wait for a clear track, and go after the 
runner then. Take him/her well past the finish line to retrieve the runner to clear 
thefinish line for others. It also helps if the timer does not turn his/her back on the 
finish line while collecting the runner. 

 
T imer Takes Runner to Secretaty 
After retrieving the runner, the timer takes the runner and his watch (with the time still recorded) 
to the Secretary. 
 
If the Secretary is using a clipboard (and not a table) have him/her located 10 or more yards past 
the finish line and located off the track to take the results. If a table is used, position it 10-15 
yards away from the track and 10-15 yards past the finish line. This will relieve congestion 
around the finish. 
 
One important suggestion to expedite the process is to have the timers approach the Secretary in 
the order of the position they are timing/picking. For example, the first 
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taken first, second place is taken second, etc. Regardless of which timer is ready first. The 
Secretary needs to maintain some discipline here. Once the timer has given the time to the 
Secretary, he/she should immediately leave the area around the Secretary and not linger to view 
results. The timers should not have any role in resolving discrepancies. That must be the sole 
responsibility of the Secretary and the Finish Coordinator. 
 
T imer Reads T ime To Secreatary 
The timer reads the time from his/her stopwatch exactly as it appears. That means that if the time 

 The 
timer then moves quickly away from the Secretary, resets the watch, and returns to the finish line 
ready for the next race. 
 
Resolving Discrepancies 
There are several common discrepancies which occur in recording the results: 

1. No time is recorded for a given place due to watch failure or timer error. There is a great 
deal of controversy if no time is recorded for a runner. The only valid way to deal with a 

 A 
viable solution is to adjust the known time of another finisher by adding or subtracting 
time. 

 
2. Times do not agree with finish places. For example, third place has a faster time that that 

recorded for second. This occurs more often in the shorter races or those in which the 
finish was very close. There is no patent way to deal with this problem since it can be 
caused by a variety of factors. Some possible solutions that have been used/suggested 
follow, but common sense should be used: 
 swap the times so that the faster time goes to the better finish place. 
 use the time of the better finish place for that place and add a pre-determined amount, 

say .1 second, to it for the next place regardless of how far behind they finished. 
 
Send the F inish Sheets to Komanda Z letu 
The Secretary only needs to be sure that all of times are clear and readable before sending the 
sheets. The referent should clearly mark 1st,2nd and 3rd place winners on the sheets before 
submitting them. 
 
Interactions 
The finish line is one of the most important factors in a well run and efficient meet. If it runs 
poorly either by itself or interacts negatively with the other key areas, the meet will not go well. 
The finish line interacts with the Starter. The Starter must not start the race until the finish line is 
ready. ecord the results 
of the races. When the starting line is remote to the finish line, the Starter can, when voice 
contact is possible, also help the finish line by giving them the number of entries in the race 
(helps assign the timers available). After assigning the timers, checking their watches as reset, 
and that the Secretary is about ready, the Finish Coordinator then re-contacts the Starter and 

 The race can then be started. 
 
T ips on Running your F inish L ine E fficiently 

 always assign timers to places not lanes. 
 at the beginning of the competition and any time you have new timers, take the time 

to explain how the watch works. When to start the watch (smoke from start gun). 



 12-   2012   - 71 - 

When to stop the watch (when torso contacts finish line). To keep their hands away 
from the watch buttons during the race. When to reset the watch (after giving the time 
to the Secretary). 
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Running the Long Jump 
 
As a volunteer helper in the long jump event, you will take children in an order through their 
jumps, measure and record their efforts, and provide the results to Komanda Zletu. 
 
What You Will Need 

 Distance recording forms 
  
 Pens/pencils 
 Rake 
 Clipboard 
 Broom 

 
Preparing the A rea 

1. If rain is predicted just prior to the event, have a plastic trap available to keep the landing 
zone dry. When preparing the landing zone before zlet, rake thoroughly and deep to 
remove all foreign objects and to loosen up the landing surface. 

2. Sweep the runway. Pay particular attention to the last 10 to 12 yards before the take off 
board to remove any foreign objects including sand and dirt. This will reduce/eliminate 
slipping. Also sweep the take off board and the area between the board and the pit. 

3. Inspect the area next to the take off board which is on the side of the board toward the pit 
 If there is a depression (usually caused by missing runway material), fill 

it with sand. Pack the sand hard and wet it down, if possible. This will help you detect 
fouls. The asphalt around the board should be smooth, with no divots before the take-off 
board. 

4. Preparing the landing pit. The objective is to make the sand landing area level with the 
take off board and level from side to side. You also must remove any foreign objects 
from the pit. Often, the pit will be prepared before the Zlet weekend, and only a final 
smoothing of the sand in the landing area will need to be done. You may need to shovel 
sand from the far end of the pit to the end nearest the board to level it. 

5. Finally, smooth the sand landing area.  
6. Set up your clipboard with your distance recording sheet. 
7. Desired Staffing.  One person for the following: 

 watch the take off board, hold tape for recording, call out distance 
 watch to mark landing area of jumper, hold tape at zero point 
 rake the sand 
 help organizer jumpers, usually at the far end of the runway (away from the pit) 
  

 
Running the Event 

1. Make sure the sand in the pit is level and smooth before each jumper is called. 
2. Each jumper has 30 seconds from the time his/her turn is called to complete their jump. 
3. Each competitor gets three (3) jumps. The secretary must record the result of EACH 

jump, since second best jumps may be needed to resolve ties. 
4. The measurement of the jump is taken from the point of the depression closest to the take 

off board to the edge of the take off board closest to the pit. The proper measurement is 
taken by putting the zero end of the tape at the depression in the sand and stretching the 
tape back to the take off board. The distance is read at the board by the judge. 
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5. A FOUL is an attempt, which counts as a jump but is not measured. It is recorded as a 
diagonal line where the distance of the jump is usually recorded. The most common foul 
is when the jumper s foot (shoe) goes past the edge of the take off board closest to the pit. 

 Even if sand or other material is 
not used, the judge must carefully watch the runner until he/she is 2 or 3 strides from the 
board. The judge then shifts his eyes to the board to watch the shoe strike the board. If the 

left the pit. It is also a foul if the jumper lands with any part of his/her body outside the 
pit. It counts as an attempt if the jumper runs past the take off board but does not jump. 

6. Measurements are taken to the lesser centimeter and recorded in meters (354cm is 
recorded as 3.54 m). 

7. After each jump is declared foul or has been measured, the sand in the pit must be re-
leveled and smoothed. 

8. At the conclusion of the jumps, send the Scoring Sheets and Results Sheet to Zlet Sports 
Coordinator, who signs off on them and forwards to Komanda Zletu. 

 
T ips 

 Do not rush into the pit to measure a jump. Do not enter the pit until the jumper has left it 
or attempt was declared a foul. If the jumper walks back toward the take off board while 
in the pit, the jump is measured from the mark made closest to the scratch line, and that 
can be a foot print. 

 As you measure the jump, call out the distance loud enough for the secretary and the 
Jumper to hear. 

 When entering the pit to mark a jump, approach the depression you intend to mark from 
 This will reduce the 

depression made by the jumper. 
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Running the Shot Put 
 
 
As a volunteer 
attempts, and report the results to Komanda Zletu. 
 
What you will need 
 Shot Puts -  ages 4  5 500 grams (1.10 lbs)  (girls, boys) 
  ages 6  7 800 grams (1.75 lbs)  (girls, boys) 
  ages 8  9 1000 grams (2.205 lbs) (girls, boys) 
  ages 10  11 1.8 kilograms (4 lbs)  (girls, boys) 
  age 12  2.7 kilograms (6 lbs)  (girls, boys) 
  ages 13  14 2.7 kilograms (6 lbs)  (girls) 
    3.6 kilograms (8 lbs)  (boys) 
  ages 15  16 2.7 kilograms (6 lbs)  (girls) 
    3.6 kilograms (8 lbs)  (boys) 
  ages 17 3.6 kilograms (8 lbs)  (girls) 
    5.5 kilograms (12 lbs)  (boys) 
 
 non-stretching measuring tape 
 clipboard 
 pens/pencils 
 event forms 

 
Preparing the A rea 
Area will be prepared prior to the competition. The area where tabir customarily has their vatras, 
will be prepared by placing a backstop, orange safety fencing, and preparing the ring and sector 
markings. The area should be roped off to prevent parking before or during Zlet. 
 
Running the Event 
1. Demand safety practices: One at a time in the ring, clear area, and no horseplay. 
2. Each athlete receives 3 trials. 
3. To measure, mark the depression at the edge closest to the ring by placing a stake into the 

ground at that point. Measure from the inside edge center of the foul board to the closest 
point of the depression. For example, 364 centimeters becomes 3.64 meters. 

4. FOULS: The following are considered as fouls in the shot put. A foul throw is not measured 
but is counted as an attempt. 
a) touching the circle (not including the inner face of the stop board) or the ground outside 

of the circle, or the top of the stop board with any part of the body before the throw is 
complete. 

b) if the put falls on or outside of the sector lines. 
c) if the competitor does not leave by the back half of the circle. 
d) if the competitor leaves the ring before the shot lands. 
e) if the competitor uses both hands. 
f) if the shot is not touching or in very close proximity to the chin (jaw line) before and after 

the act of putting. 
g) the hand used to throw the shot may not be dropped below the position described above, 

in the act of putting. 
h) if the shot is brought behind or below the line of the shoulders during the attempt. 
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i) (no throwing or slinging) 
 
When an age group is finished, send the Scoring Sheets and Results Sheet to Zlet Sports 
Coordinator, who signs off on them and forwards to Komanda Zletu. 
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Running the Discus 
 
As a volunteer helper in the discus event, you will measure and record competitors  throwing 
attempts, and report the results to Komanda Zletu. 
 
What you will need 
Discus - ages 13-17  1 kilogram (2.21 lbs.) girls 
    1.6 kilograms (3.54 lbs.) boys 
 
 non-stretching measuring tape 
 clipboard 
 pens/pencils 
 event forms 

 
 
Preparing the A rea 
Area will be prepared prior to competition. The area of the soccer field near track back stretch, 
will be prepared by placing a backstop, orange safety fencing, and preparing the ring and sector 
markings. 
 
Running the Event 
1. Demand safety practices: One at a time in the ring, clear area, and no horseplay. 
2. Each competitor receives 3 trials. 
3. To measure, mark the nearest edge of the point of landing. Measure from the inside edge 

center of the foul board to the closest point of the landing. For example, 954 centimeters 
becomes 9.54 meters. 

4. FOULS: The following are considered as fouls in the discus. A foul throw is not measured 
but is counted as an attempt. 
a) touching the circle (not including the inner face of the stop board) or the ground outside 

of the circle, or the top of the stop board with any part of the body before the throw is 
complete. 

b) if the discus falls/rolls on or out side of the sector lines. 
c) If the competitor does not leave by the back half of the circle. 
d) If the competitor leaves the ring before the discus lands. 

 
When an age group is finished, send the Scoring Sheets and Results Sheet to Zlet Sports 
Coordinator, who signs off on them and forwards to Komanda Zletu. 
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