ucation

Kabaddi (ﬁ'gﬁ’f)

History-
dOrigin — ARA(INdia) Tamil Nadu

= 38 Ud & oA 2047 rarear & UREHH GFhel
AT garT a1 | cQut A

\\\\

: 1923:#1%7%@%@? g Wol o FIAr&r
SUaraT 3T aﬁwmmﬂmﬁlﬁw

TATSTT F8ieT H AT AT

» 30 W & fATAT 1 1934 # 'I’@T AGRISE AN
UR¥E' GaRT M fohar |
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0 $9RATT Fegar 9 (Kabaddi Federation of India) &hr
EIMIT - 1950

» Headquarter — shelehdl(Calcutta)
d Amateur Kabaddi Federation of India (AKFI) -1973
 Asian Amateur Kabaddi Federation (AA\\{_«E\)'L\l978
AULS
o &l
Q faRd i gorar afaAfAer.« 1987 Calcutta (SAF Games)

A \\ »
AN
o~

0 fa29 Fa33T A (International Kabaddi Federation (1.K.E) &r
T - 2004 H HFas A

= Head Quarter - Jaipur (Rajasthan) - India
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Fun Learning

0 3NafEas Qe & onfRer fBFar ar - 3 g g

0 RS @ol & enfAer faar s - 1990 ST ()
el JEY FHassl AMAeT HT TS|

Q AfGeT3it & o Fagsr Wa Uﬂ'&é@f&ﬂl # 2010
Guangzhou (China) & %rrﬁlsr w\?ﬁlﬂ

\\*\\\\

d 9UH a’lv@?ff\q\wchu - 2002 - 3. ydIG {14

Q 9YH 3ol RWERR - 1972 - Heleleg AT
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Name of Kabaddi

» F-d-c(Hu-Tu-Tu)- FENTSE, HEATEY, Tod qMihEclel- FHasS(Kabaddi)

AT
] . aUSqTel- 31-37 (Do-Do)
J55-I53(Chu-do-do)- dffer-rg 3—ﬁ1’ W\\\\
AN\ O ‘
() = Aol - -5 (Gu-Du)

m - - - - -3 T \\,‘\
8-3-3(He-du-du)- &, G:‘I\d\l,\(ﬂl\‘
‘\.’

» I ART # FHagd)(Kabaddi) = SEATCR -§-¢-§ (Hu-Du-Du)

. %(Chedugudu) -Andhra Pradesh and . ﬁm - (CHUB) 99,
Telangana, Tamilnadu and Karnataka

= Bhavatik in Maldives,

0fun|earning99 (&) thakuranjna99 &3 funlearning99



r"/i-_\'l
\ Y f

Fun Learning
Education

(1 Sanjeevani kabaddi-

Al FCgel FHagal H AN & & T el & 3¢ gl W g@l A &
Teh TelIX AT9d 3T ST &l ¥ Wel 40 fAsie T glar § o 9# gt 8% & &g 5
fAdcT &1 o9& giar g1 &3k SH & 7 T@arar gia gl

J Gaminee Kabaddi- 2 of

MAA TeTgel Fagsl A ol v q7 A 7 T@amst gla g 3R 3R @y 3m3e
M%ﬁﬁﬁﬁwaﬁm‘ﬂmm‘éq a% 3T I T 3¢ 7 @ A0
5H Wol H $ls AT AT F8) @Il IR Wol dd deh Teldl § oI deh b W 5
m7q‘|’3’€aﬁ-§amr@§‘m\ésr\wérl

AT TSl hassr H Y AT b e & Tag & Jar oifeheT 3T
: gl W T Uise fAda &




QdCircle Kabaddi(d=Tel ®agal)

SH Teh Jiad UREHAT & 3ol Yol STl . 39 Id ol
\\\

g 72 he(22meter) & sud\\%t ‘=F SasEr dr off
Eﬁ?r%n@rtr% %m?anﬂ*%ﬁ-—q%m?,?r g wagsr 3R

\.S
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(wrxwg) yo0|g Sunias

Measurement of Kabaddi Court
for Men & Junior Boys

() furleaninggy (@ thekurnjnt
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(wrxwag) yo0|g Sunias

Measurement of Kabaddi Court
for Women & Junior Girls

() furleaninggy (@ thekurnjnt

e S

wg

(wrxwag) yo0|g Suiies

B funleamingds



Rules of Kabaddi

Education

Players- 7+5=12

Duration of the match

Men Women
,20%5-20 15-5-15

O All players must have distinct numbers on their T-shirt
of at least 4 Inches thickness in front and 6 inches
thickness at the back.

O The team should follow the dress code compulsorily.

O Nails of the players must be closely clipped and no ornaments of any sort shall be allowed.
O Application of oils or any other soft substances to the body shall not be allowed.
0 Shoes are compulsory in case the match is played on the mat surface.

() fureaming®y (@) thkurernadd B3 funleamingd?



Substitution

1 5 Reserved players can be substituted.

d If any player is suspended, no substitutigns are
\ »\ \\ >

allowed for that particular\p\!@yéﬁk*‘Te'am plays with less
e

] l\t »
\ \\ "\ \

number of playégs.
] Substitution is not allowed for out players.

d It is done during time outs or interval.

() fureaming®y (@) thkurernadd B3 funleamingd?



@ Time Out

Education

J Each Team shall be allowed to take Two Time Outs of 30 Seconds each
In each half.

 such time out shall be called for by the Captain, Coach or any playing
member of the team with the permission of referee

\\"
\\\

0 The time out time shall be added to m‘ateh tlme

W\ \ \ )
A0\ \
\\\

d During the time out the t\eams shall not leave the ground, any violation
In this atechnlc@omt shall be awarded to the opponent team.

d Official Time out- can be called for by the Referee Umpire in the event of
any injury to a player, interruption by outsiders, re-lining of the ground
or any such unforeseen circumstances. Such time out time will be
added to the match time.
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9 AT Y W3
(Start of Match)

Education

e Toss-

O The winner having the choice as to whether to have the first raid or not.
U In the second half of the match, the team that did not raid flrst shall begin the
second half with a raid. '

O A player shall be out if any part of his
body touches the ground outside the(!
boundary but during the str\qggfe a
player shall not be out if part of his
body touches the ground " outside the
boundary by keeping contact of the
playfield. The portion of contact must be
Inside the boundary.

Each raid has a 30-second time limit.

O A Player or players who are out shall be revived in the same order as they
were out when one or more opponents are out. Ofnkanngy © ) B furleaming



Rules of Kabaddi

Education

O A raider shall continue to chant “KABADDI” as the approved cant. If he is not keeping the
proper approved cant in the opponent’s court, he shall be ordered back and the opponent
will be given one technical point and chance to raid. Under such circumstances, he shall
not be pursued.

O A raider must start his cant before he touches the
opponent’s court. If he starts the cant late, he shall
be ordered back by the Umpire or Referee and the\
opponent will be given one technical pom( & a

chance to raid. .- M
Q If a raider goes out of turn/% UHf)ire or Referee
shall order him to go back“aAad a technical point

will be given to opponent team.

O Not more than one raider shall enter the opponent’s
court at atime, if more than one raider enters the
opponent’s court at a time, the Umpire or Referee shall order all to go back to their court and a
technical point will be awarded to the opponent and chance to raid.
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Fun Learning

Education

O After a raider has reached his court or is put out in the opponent’s court, the
opponents shall send their raider within 5 Seconds.

(J In case the raider fails to start his raid within 5 seconds the team looses its chance to
raid and the opponent team gets a technical point.

() fureaming®y (@) thkurernadd B3 funleamingd?
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Education

1 When a team manages to put out the entire opponent
team and none of the opponents are entitled to be
revived, then that team scores a LONA and two extra
points for LONA shall be awarded in addition to the
points scored by the team putting out all the playerso!
of the opponent. \WCS

e -‘\ x\ _"\\“; “  §
Sl
4 The play continues and all the\players who are out
shall enter in their cgu;t within Ten Seconds. Other

wise the referee or u i‘e shall award one technical
point to the opponent.

O If the team fails to enter within one minute, the team
shall be scratched from the match and the match
shall be awarded to the opponent.
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Bonus Point

Education
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Bonus Point E

O The Bonus line will be applicable when there are minimum 6 players in the

court
O One point shall be awarded to the raider when he crosses the bonus line. If,

the raider after crossing the bonus line is caught, the opponent team will also
be awarded one point.

Fun Learmng
Education

Qd If the raider while crossing the bonus line is Caught then a point will be
awarded to the defending team & No Bonus! pomt shall be given.

o\ '\\\
,\-

4 The raider after crossing the bonus Ilne If he puts out one or more antis, he will
get the number of po@ scored in addition to the bonus point for crossing the

bonus line.
O The raider has to cross the bonus line to score the bonus point before

touching the anti / antis or before he is caught by the anti/antis. The raider will
not be awarded bonus point if he crosses the bonus line after a
touch/struggle.

O There shall be no revival for bonus point.
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O Result

Fun Learning

e > The team, which scores the highest number of points at
the end of the match, shall be declared the winner.
Tie-

Wﬂﬂasg‘roﬂu aTa’laTéﬁﬁSSi‘s'aaﬁrasrﬁa:rﬁﬂaT%l
. TITH T oS A AT A8 AT oldT Srar gl
mw&agaﬂm%ﬁmﬂﬂﬁqﬁ@mml

39X 8% mqﬁﬁﬂﬂéﬁﬂ%?ﬁ%ﬁraﬂm%&ﬁ%aﬁ
IMegsT I8 3T STch 1 Mese I8 7 3R IS T\ & T 3 oo
AT § af X &HF Siid Srdr g, uﬁﬁ@wﬁmaﬁmﬁma’r
Toel & S Sar gl ) T

«

(Both teams should play the gam the baulk line.

The baulk line shall be treated, as Baulk Line Cum Bonus Line and all the Bonus point rules shall be
followed.

If the raider succeeds in crossing the baulk line cum bonus line he will get one point.

Each team shall be given 5 Raids by different raiders to raid alternately.

Even after 5-5 raids, if there is a tie, a fresh toss will be taken and the team that wins the toss shall have

the chance to raid i.e. GOLDEN RAID)




& Officials

Fun Learning
Education

v 1 Referee v’ 2 Umpire

v 1 Scorer v’ 2 Assistant Scorer

Card Aov

.\ \
T\l
1 Green Card- Wwarning (I8 a?{'c\i'\@m?krﬁ & 7 H fe@mr Jrar gl)

\ o\
R 6 U
\ \\\\

J Yellow C&I’(@Temporary Suspension for 2 Minutes (&S & #T & 2

fAeTe & faU aE aX &3 S7ar § 3R 38 T W SIS g Qe A # =18
3T

- Suspension from the match or debarred from the Tournament.
- Red Card- o e o ot Rl & A & o eoHie & A

Y fear Srar g
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