Arizona

Unified Sports® P.E. Curriculum
Dear Teacher/Coach,
Welcome to the Special Olympics Family! The efforts you put toward teaching and
developing a Unified Sports® PE Curriculum Class at your school now will have an impact
for years to come by students of all ability levels. Thank you for your dedication and
passion.
Special Olympics Arizona (SOAZ) Unified Champion Schools Program consists of several
K-12 programs, including Unified Sports® teams. Unified Sports® is an initiative which
combines approximately equal numbers of Special Olympics athletes (individuals with
disabilities) and Unified Partners (individuals without intellectual disabilities) on sports
teams for training and competition.
This Curriculum Guide will help you, as the teacher/coach, start your Unified Sports®
Physical Education Class. SOAZ’s hope is to assist you by sharing resources and
fundamentals developed by Special Olympics and other coordinators.
Enclosed you will find helpful resources such as; course description, assessments, state
standards, parents guide, sports information, forms and steps to starting your class.
To get started, let’s register you as a Class A Volunteer by completing the online form /
trainings. The following link will walk you through these steps to becoming a Class A
Volunteer http://www.specialolympicsarizona.org/get-involved/volunteer-as-a-coach. These
steps will ensure you are registered with Special Olympics Arizona and have access to all
of the opportunities throughout the year.
We are here to support you and your program!

For additional questions, please visit this website for the correct contact information:
http://www.specialolympicsarizona.org/what-we-do/unified/unifiedschools

602.230.1200  www.SpecialOlympicsArizona.org
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Unified Sports® P.E. Curriculum
Fact Sheet

Arizona

What is the Unified Sports P.E. Curriculum?
The Unified Sports P.E. Curriculum is an inclusive program that combines Special Olympics Arizona
Athletes (students with intellectual disabilities) and Unified Partners (students without intellectual
disabilities) on sport teams for training and competition within Physical Education (P.E.) and Special
Olympics Arizona competitions. The Unified Sports P.E. Curriculum follows Arizona P.E. State Standards
and all students receive a P.E. credit towards graduation.
The Unified Sports P.E. Curriculum includes District Outcomes which demonstrate civic and personal
responsibility. The curriculum applies appropriate communication skills in a variety of situations. Course
outcomes identify specific rules, strategy, student diversity and health issues specific to a variety of sports,
while demonstrating proficiency in various movement forms.

Contents of the Curriculum:


Course Introduction including State Standards for each Benchmark Task



Assessment per student which includes skill level, Unified Partners, Athlete and teamwork



Inclusive Parent Guide



Eight four week units covering the following sports:
- Athletics (Track & Field)
- Bocce

- Basketball
- Cheerleading

- Flag Football

- Soccer

- Softball

- Volleyball



Individual unit includes:
 History of original game
 Description of Unified Sports®
 History of Special Olympics
 Cultural Influences
 Health and Social Benefits of Individual Sport
 Safety Rules
 Official events, rules, equipment, and definitions for each sport



Skill Assessment Sheets



Free training offered before starting the curriculum and continued support

Electronic Version of the Curriculum:
http://www.specialolympicsarizona.org/what-we-do/unified/unifiedschools

Title: Unified Sports®
Course #: Will be determined pending approval
Credits: 1
Prerequisites: All students must complete appropriate medical and consent forms, and
all site participate entrance requirements.
This course is based on the Special Olympics Unified Sports® Program. Unified Sports®
combines students with intellectual disabilities (Athletes) and students without
disabilities (Unified Partners) for sports training and competition. Unified Sports® creates
unique teammate bonds through sports experiences. These experiences create a
culture of inclusion and foster understanding among students of all abilities. The sports
include athletics, basketball, bocce, cheerleading, flag football, soccer, softball, and
volleyball. Students will have the opportunity to compete in Special Olympics Arizona
Area and State Games.
District Outcomes:
Demonstrate civic and personal responsibility.
Apply appropriate communication skills in a variety of situations.
Course Outcomes:
Identify specific rules, strategy, student diversity and health issues specific to a variety
of sports.
Demonstrate proficiency in various movement forms.
Course Outline:
ATHLETICS: HISTORY/ENVIRONMENT/CULTURAL INFLUENCES/RULES
BASKETBALL: HISTORY/ENVIRONMENT/CULTURAL INFLUENCES/RULES
BOCCE: HISTORY/ENVIRONMENT/CULTURAL INFLUENCES/RULES
CHEERLEADING: HISTORY/ENVIRONMENT/CULTURAL INFLUENCES/RULES
FLAG FOOTBALL: HISTORY/ENVIRONMENT/CULTURAL INFLUENCES/RULES
SOCCER: HISTORY/ENVIRONMENT/CULTURAL INFLUENCES/RULES
SOFTBALL: HISTORY/ENVIRONMENT/CULTURAL INFLUENCES/RULES
VOLLEYBALL: HISTORY/ENVIRONMENT/CULTURAL INFLUENCES/RULES

Unified Sports® PE Curriculum
Honors Credit

Honors Credit:
In addition to all normal classroom activities, students wishing to gain Honors Credit for
the course will be required to create a portfolio that includes the following items:
1. Journal
2. An article and analysis/essay of a real life application to every unit that is
completed in the course.
3. Will choose one of the following to be part up:
 Unified Sports Day at the Park
 Volunteering for Special Olympics (area/state practices or games)
 Fundraising Event
 Youth Activation Committee or Unified Club
 “R” Word Campaign
 Project Manager for one of the Following:
 Pep Rally
 Posters/flyers/pamphlets for an event (approved by instructor)
 Unified Fan Activation Event
 District Youth Summit
More information on the above three requirements can be found in the Assessments
section of this curriculum.
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COURSE OUTLINE CHART

Subject/
Content
Unified
Athletics

State/Academic
Standard
Alignment
S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

UNIFIED SPORTS® CURRICULUM

District
Curriculum/
Content

Process Skills

Essential
Questions

Assessment

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

Unified
Basketball

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

Unified
Bocce

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

Unified Bowling S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

Unified
Cheerleading

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7
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Unified Flag
Football

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Unified Floor
Hockey

COURSE OUTLINE CHART
Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

Unified Soccer

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

Unified Softball

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

Unified Tennis

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5

Unified
Volleyball

S5C1PO1
S2CPO1,2,3,4
S5C2PO2,3,4
S2C1PO3
S6C1PO1,6,7

Safety
Skill Development
Teamwork
Exercises
Personal Reviews

Task 1 - 5
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COURSE INTRODUCTION
Unified Sports ® PE Curriculum
Description of Course
This is an inclusive program which combines individuals with intellectual
disabilities (Athletes) and individuals without intellectual disabilities
(Unified Partners) on sport teams for training and competition. Athletes
and Unified Partners compete alongside one another each in a
meaningful and integral role on Unified Sports team.
District Outcomes
Exhibit life-management skills:
 New friendships among the Athletes and Unified Partners
 Improved self-esteem for all students
 Positive changes in attitude, behavior and performance
 Community Awareness of Unified Sports within the Peoria School
Unified District
Benchmark Assessment Task
Safety
Assessment Task 1: Students will apply safety techniques and respectable
social behavior in all areas.
Standards Alignment: Standard 5 Students exhibits responsible personal and
social behavior that respects self and others in physical activity settings.
o PO 1 Concept 1
Apply safe practices, rules, procedures and etiquette
in all physical activity settings.
Skill Development
Assessment Task 2: Students will identify the different skills per individual sports.
Standards Alignment: Standard 2 Students will demonstrate understanding of
movement concepts, principals, strategies, and tactics as they apply to the
learning and performance of physical activities.
Special Olympics Arizona (SOAZ)
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o PO 1 Concept 3 Apply and evaluate appropriate practice procedures
and plans aimed at developing/improving technical motor skills and
movement patterns correctly.
o PO 2 Concept 3 Create and evaluate a new game that incorporates at
least two motor skills, rules, strategies, tactics, and can be played fairly by
All Students including those with disabilities.
o PO 3 Concept 3 Demonstrate and critique at least two game tactics,
involved in modified game play.
o PO 4 Concept 3 Select examples of tactics used in a game that lead
to successful play.

Teamwork
Assessment Task 3: All students will train and compete respectively as a team.
Standards Alignment: Standard 5 Exhibits responsible personal and social
behavior that respects self and others in physical activity settings.
o PO 2 Concept 2
Include persons from diverse backgrounds and
abilities in physical activities.
o PO 3 Concept 2

Resolve conflict in appropriate ways.

o PO 4 Concept 2
Take a leadership role and follow through, as
appropriate, in order to accomplish group goals.
Warm-ups and Cool Downs
Assessment Task 4: Students will identify specific warm-up and cool-down
techniques and strategies.
Standards Alignment: Standard 2 Demonstrates understanding of movement
concepts, principles, strategies, and tactics as they apply to the learning and
performance of physical activities.
o PO 3 Concept 2
Identify and explain how different physical activities
contribute to specific health-related and/or skill-related physical fitness.

Special Olympics Arizona (SOAZ)
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Personal Reviews
Assessment Task 5: Partners will reflect in a daily journal based on feedback
from the athletes, reading an article, or watching a video/T.V. show. Journals will
be collected and viewed on Fridays by Physical Education Teacher.
Standards Alignment: Standard 6 Values physical activity for health,
enjoyment, challenge, self-expression, and/or social interaction.
o PO 1 Concept 1
Identify attitudes associated with regular
participation in physical activity and/or fitness development activities.
o PO 6 Concept 1
Explain how an understanding of self-efficacy and
self-esteem is related to physical activity and the ability to use selfmanagement skills necessary for developing both.
o PO 7 Concept 1
physical activity.

Reflect upon the mental benefits of participation in

Special Olympics Arizona (SOAZ)
Permission from PUSD #11
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WEEKLY CURRICULUM
4-Week units
WEEKS

LESSON

1

*Get to know each other (1st Sem.)

2

*Team fun games

3

Softball & Bocce

4

Softball & Bocce

5

Softball & Bocce

6

Softball & Bocce

7

Bowling & Flag Football

8

Bowling & Flag Football

9

Bowling & Flag Football

10

Bowling & Flag Football

11

Soccer

12

Soccer

13

Soccer

14

Soccer

15

Floor Hockey

16

Floor Hockey

17

Floor Hockey

18

Fun things (appreciation week)

Special Olympics Arizona (SOAZ)
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19

*Get to know each other (2nd. Sem.)

20

*Team fun games

21

Basketball & Cheerleading

22

Basketball & Cheerleading

23

Basketball & Cheerleading

24

Basketball & Cheerleading

25

Athletics

26

Athletics

27

Athletics

28

Athletics

29

Fun Games

30

Tennis & Volleyball

31

Tennis & Volleyball

32

Tennis & Volleyball

33

Tennis & Volleyball

34

Tennis & Volleyball

35

Fun Games

36

Fun Games

37

*Party time (appreciation week)

Special Olympics Arizona (SOAZ)
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The purpose of having days for getting to know each other and team fun
games is so the Athletes/Partners/teachers/coaches will get to know each
other on a friendly basis.
*Suggestions for Get to Know Each Other and Team Fun Games days.
 Special Olympics International “Get Into It” Program.
 Go to www.SpecialOlympics.org
 Special Olympics “Being a Fan” Program.
 Go to www.SpecialOlympics.org
 Parachute Games.
 Physical Education Team Games books (you may have books).
 Google team building activities and there are many games and
activities for a variety of different age groups.

Special Olympics Arizona (SOAZ)
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1st – 2nd Grade
GRADING CRITERIA

Participation grades will be earned based on effort and cooperation using the grading
symbols below:
+ = Area of Strength

• = Satisfactory

 = Needs Attention

Psychomotor evaluation results are required to be sent home with your students.
Pre-test results are sent with first quarter grades, and all results (pre and post)
are sent with fourth quarter grades.
See the back of page 4 for an example of the 1st -2nd grade report card.
Refer to Progress Report form where it is noted: Child is progressing satisfactory in
all areas. No marks will appear in any box. An “N” will appear in a box beside any area
that needs improvement.

Special Olympics Arizona
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Unified Curriculum
Physical Education
Grades 1-2
Homeroom:

Reporting Period:

+ = Area of Strength
Attention
P = Participation
cooperation

• = Satisfactory

 = Needs

SD = Skill development
Exhibits effort and
1st
P SD

Student

1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.

Special Olympics Arizona

1

2nd
P SD

3rd
P SD

4th
P SD
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3rd, 4th and 5th Grade
GRADING CRITERIA
Participation grades will be earned based on effort and cooperation.
E = Excellent
S = Satisfactory
I = Improving
N = Needs Attention


Participation grade should be computer generated using the E, S, I, N scale
and not using a percentage.



Conduct grades will be given with the computer generated program.

The following outline will be utilized to determine grades in elementary physical
education. Grades will be determined by assessing participation. The following
is a list of indicators that will serve as a guide in determining successful participation.
The individual teacher may use any or all of the evaluative methodology and indicators
to determine grading criteria in each of the established categories.
I. Participation
A. Appropriate Dress: Appropriate attire for the safety of all students.
METHODS
 daily one point system – 90%
 checklist
INDICATORS
 athletic shoes

3rd, 4th and 5th Grade
GRADING CRITERIA
CONTINUED:

Special Olympics Arizona
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08.01.2018

B. Following Rules: Promote a positive learning environment to ensure the safety of all
students.
METHODS
 daily one point system – 90%
 checklist
INDICATORS
 listen and follow directions
 respect self and others
 use equipment in appropriate and safe manner
 adhere to all school rules
C. Effort: Move with the desire to improve.
METHODS
 daily one point system – 90%
 rating scale
 checklist
INDICATORS
 actively involved
D. Sportsmanship: Positive conduct displayed towards self and others.
METHODS
 daily one point system – 90%
 rating scale
 checklist
INDICATORS
 cooperation
 courteous
 graceful acceptance of results
 honesty

Special Olympics Arizona
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Unified Curriculum
Physical Education
Grades 1-5
Homeroom:

Reporting Period:

+ = Area of Strength
P = Participation
Exhibits effort and cooperation
Student
1.
2.
3.
4.
5.
6.
7.
8.
9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.
21.
22.
23.
24.
25.
26.

• = Satisfactory
SD = Skill development

P

1st

SD

P

2nd

SD

P

3rd
SD

 = Needs Attention

P

4th

SD

P

5th
SD

6th-8th Grade
GRADING CRITERIA

A Unified Sports Physical Education class for grades 6-8. Students with an
Individualized Education Plan (IEP) (athletes) and students without (partners) will be
attending this class for their Physical Education credit.
The units will be based on the Unified Sports rules. The length and time spent on the
specific skills will be based accordingly.
100 Point Assessment per student:
1. 75% - Teamwork/Participation “and”
2. 25%
a. Daily journal entry for the Partners
b. Daily feedback from the Athlete to the Partner
Skills Performance:
a. Skill Areas per sport
b. Special Olympics Arizona (SOAZ) Unified Sports Skills Assessment Form is to
be used for Athletes and Partners when assessing
c. SOAZ Skills Assessment should be administrated the first and the last day of the
unit to compare improvement in each skill area
Partners Daily Journal Assessment:
a. Partners will record in daily journal and it will be collected on Fridays by Physical
Education Teacher. Most journals are one page and recorded in a binder, no
loose paper.
b. Partners may be assigned topics if teacher wants them to read an article or
watch something on a video/T.V. and report on it.
Athletes Daily Assessment: Athletes will report to Partners daily, follow rubric on daily
reports.
Teamwork Skills between Athlete and Partner: Athlete and Partner will be working on
team building activities.

Special Olympics Arizona
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Unified Sports®
Honors Credit:
In addition to all normal classroom activities, students wishing to gain Honors Credit for
the course will be required to create a portfolio that includes the following items:
1. Journal
2. An article and analysis/essay of a real life application to every unit that is
completed in the course.
3. Will choose one of the following to be part up:
 Unified Sports Day at the Park
 Volunteering for Special Olympics (area/state practices or games)
 Fund Raising Event’
 Youth Activation Committee
 “R” Word Campaign
 Project Manager for one of the Following:
 Pep Rally
 Posters/flyers/pamphlets for an event (approved by instructor)

Assessment standards for the three Honors Credit requirements can be found on the
next three pages.

Peoria Unified School District #11
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Journal
Honors Requirement #1
Journal Entries

Honors Requirement

Spelling, grammar, and punctuation.

Accurate

Neatly typed or handwritten.

Accurate

Entries are bounded neatly with a cover.

Accurate

Entry flows smoothly from one idea
to another.

Accurate

Organization of journal entries are clear
and easy to follow.

Accurate

Entries provide very descriptive explanation
of that person’s surroundings.

Accurate

Journal entry covers various aspects of
a person’s life which shows the student’s
understanding of that person’s way of life.

Accurate

The topic of the entry meets the requirements
of the assignment.
Accurate

Peoria Unified School District #11
Curriculum & instruction
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Unified Sports®
Honors Requirement #2
Journal
Demonstrates:
Quality writing

Understanding of
the steps and skills
of each sport
Use of diagrams
and illustrations to
communicate ideas
Understanding of
information

Extended thinking

Developing 1

Proficient 2

-Organization of
neatness needs
attention
-Notes/explanations
are incomplete

-Ideas are
somewhat
organized and neat
-Notes/explanations
are incomplete

-Some steps
identified correctly
-Explanations are
not accurate/clear
-Inaccurate
-Not neat

-Most steps
identified correctly
-Most explanations
are accurate
-Accurate but not
complete
-Neat
-Mostly accurate
explanations
-Questions apply
but do not show
much creativity

-Explanations
inaccurate or
missing info
-Questions not
relevant or showing
much thought
-Few examples of
creative, individual
thinking
-Did not meet all
minimum
requirements of the
lesson

Peoria Unified School District #11
Curriculum & instruction

-Has some creative
examples of
individual work and
ideas
-Did the minimum
requirements for
each lesson

3

Exemplary 3
-Organized, neat,
well-thought ideas
-Detailed
descriptive,
complete
notes/explanations
-All steps identified
correctly
-Accurate
explanations
-Accurate and
complete
-Neat
-Accurate
explanations
-Able to generate
unique questions
that relate
-has many
examples of
individual and
creative ways of
thinking )i.e. unique
questions,
illustrations,
observations,
problem solving
descriptions, project
ideas)

06/01/2011

Unified Sports®
Honors Requirement #3
Written Analysis
Demonstrates:
Organization
Voice

Developing 1

Proficient 2

-Organization or
neatness needs
attention
-Little Delegation

Word Choice

-Uses little
vocabulary

Ideas/Content

-Few examples of
creative, individual
thinking
-Does not
adequately describe
impact on society

Ideas are somewhat -Organized, neat,
organized and neat well-thought ideas
-Somewhat
Delegation
-Occasional use of
appropriate
vocabulary
-Has some creative
examples of
individual work and
ideas
-Adequate
description of
impact on society

Conventions

Peoria Unified School District #11
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Exemplary 3

4

-Excellent
Delegation
-Extensive use of
appropriate
vocabulary
-Has many
examples of
individual and
creative ways of
thinking
-Detailed and
insightful description
of impact on society
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UNIFIED ATHLETICS UNIT
HISTORY/ENVIRONMENT/CULTURAL INFLUENCES
WHEN:

776 B.C.

WHERE:

Greece

WHO:

Started with one event, the Stade (Sprint) Race

ORIGINAL GAME:
 In 1849 in England, The Royal Military Academy organized their first track and field meet.
 The 1st International Special Olympics Summer Games were held in Soldier Field in Chicago,
Illinois where 1,000 athletes with intellectual disabilities from 26 U.S. States and Canada
compete in track and field and swimming on July 19-20, 1968.
 Special Olympics Arizona was officially started in 1975, Phoenix, Arizona.
 Unified Sports® introduced to United States in mid-1980s, a major focus in Arizona in 2008.
WHAT IS UNIFIED SPORTS®?
 Unified Sports® is a program which combines athletes with and without intellectual disabilities
to form sports teams for training and competition.
 Unified Sports® dramatically increase inclusion of people with intellectual disabilities in to the
community by breaking down historical barriers which kept these people apart.
 An estimated 50,000 athletes now participate worldwide in Unified Sports® programs in
cooperation with schools, civic association, Parks and Recreation departments, and other
community sports organizations.
 Unified Sports® is a program endorsed and developed by Special Olympics International.
 Unified Sports® presently includes athletics, swimming, basketball, bocce, bowling,
cheerleading, flag football, floor ball, badminton, golf, kayaking, soccer, softball, tennis and
volleyball with several other sports undergoing field testing.
HISTORY OF SPECIAL OLYMPICS UNIFIED SPORTS®
 The concept of Unified Sports®, originally called “Integrated Sports,” was brought to the
attention of Special Olympics Founder Eunice Kennedy Shriver at the 1983 Special Olympics
National Conference in Park City, Utah.
 The idea was generated through Special Olympics Massachusetts (SOMA) due to changes
occurring in the field of intellectual disabilities. Most of the agency director and leadership of
this period were interested in programs putting people with intellectual disabilities together with
people without disabilities. Social integration was the buzzword of that time period. It was in
this climate SOMA created an integrated softball tournament.
 Luckily for Special Olympics, Eunice Kennedy Shriver approved further research. The name
was changed from “Integrated Sports” to “Unified Sports®” and in 1989 she announced to the
world the endorsement of this new program.

Special Olympics Arizona (SOAZ)
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CULTURAL INFLUENCES:
 Played worldwide.
 Youth, high school and collegiate programs encourage both male and female participation.
 People from all socio-economic backgrounds can play because athletics is an inexpensive
sport to play.
BENEFITS OF ATHLETICS:
 Health Benefits
 Increase energy level
 Increase cardiovascular endurance, strength, and flexibility
 Decrease risk of diseases (heart attack, stroke, cancer, diabetes)
 Decrease stress and tension levels
 Social Benefits
 Learn concepts of teamwork
 Learn to follow rules
 Learn discipline and commitment
 Social interaction with peers and/or friends
 Enjoyment
 Travel opportunities and increase cultural awareness

SAFETY RULES:
Teachers/Coaches will provide adequate supervision as defined by Professional, Legal,
District, and Special Olympic Guidelines to ensure students behave properly in light of
any foreseeable dangers.
Listed below are the Guidelines:
 Misbehavior of any type must not be tolerated.
 Failure to act or improper action is grounds for liability.
 The greater the degree of danger, the higher the level of supervision should be.
 Students must never be left unattended, except in an emergency where the potential
harm is greater than the perceived risk to students. Even then, risk should be minimized
or responsibility transferred to another authorized person if the situation allows.
Points to remember:
 Teacher/Coaches should use the proper equipment and teach the athletes how to use and
perform all activities the “right” way the first time and every time.
 Teachers/Coaches should be aware of equipment problems and hazardous areas so as to
correct or avoid them.
 Teachers/Coaches should perform periodic safety inspections and preventative maintenance
on all equipment and playing field areas.
 Teachers/Coaches should review rules and stress the words “Let’s Play Safe Out There” on a
daily basis.

Special Olympics Arizona (SOAZ)
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SPECIAL OLYMPICS ARIZONA UNIFIED ATHLETICS OFFICIAL EVENTS:
 4 x 100 Meter Unified Sports® Relay
 4 x 400 Meter Unified Sports ® Relay
 2 x 50 Meters
 2 x Standing Long Jump
 2 x Running Long Jump
 2 x Shot Put
SPECIAL OLYMPICS ATHLETIC RULES:
 Please see Special Olympics Summer Sports Athletics Rules.
 Please see Special Olympics Arizona Athletics (Track & Field Unified Sports® Events) Rules.
 Please visit, www.SpecialOlympics.org, every January for a copy of updated International
Rules. Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
 Please visit, www.SpecialOlympicsArizona.org, for copy of updated Arizona Addendum Rules.
Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
UNIFIED SPORTS® RULES:
There are few differences in the rules for Unified Sports® competition as stipulated in the
Official Special Olympics Sports Rules Book and modifications outlined in the rules book.
The additions are highlighted below:
 A roster consists of a proportionate number of athletes and partners.
 An athlete is a person with intellectual disabilities.
 A partner is a person without intellectual disabilities.
 Teams are division for competition based primarily on ability.
 Team sports must have an adult, non-playing coach. Player-coaches are not allowed in
team sports.
GENERAL RULES FOR UNIFIED SPORTS® RELAYS:
 Each Unified Sports® relay team shall consist of two athletes and two partners.
 Runners on a relay team may be assigned to run in any order.
ATHLETICS EQUIPMENT:
The many events of athletics require a multitude of sporting equipment. It is important for athletes
to be able to recognize and understand how equipment for the specific events works and impacts
their performance. Have your athletes name each piece of equipment as you show it and give the
use for each. To reinforce this ability within them, have them select the equipment used for their
events as well.
TIMING DEVICES:
A fully automatic timing system or electric or digital stopwatches are recommended. When Fully
Automatic Timing (FAT) is used, times will be recorded in one one-hundredth (1/100) of a second.
Most manual timing devices are equipped with a button for start, a button for stop and a reset button.
All manual times will be recorded in one-tenth (1/10) of a second.

Special Olympics Arizona (SOAZ)
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ATHLETICS EQUIPMENT CONTINUED:
STARTING DEVICES:
A starting pistol should be used during training sessions. Special Olympics athletes should be
exposed to the gun prior to participating in a competitive event. Suitable replacements for the gun are
a bell (mandatory in an indoor track), whistle, clapping 2 pieces of wood together or verbal start.
STARTING BLOCKS:
The use of starting blocks is optional. Starting blocks should be anchored behind the starting line so
that when in the start position, the athlete's hands are set just behind the starting line. The blocks
must be adjustable to allow the athlete to attain the most beneficial starting position.
RELAY BATON:
One relay baton is needed for each participating relay team. Batons measuring 10cm in
circumference are made of anodized aluminum or lightweight unbreakable plastic. For practice, the
following materials cut into 30cm lengths and having smooth edges can be utilized: dowels, old
broom handles or PVC pipe.
UNIFIED ATHLETICS EQUIPMENT LIST AT–A-GLANCE:
 Cones
 Hurdles (if applicable)
 Relay batons
 Shot puts (female – 6.6 lbs., male – 8.8 lbs.,12 & up)
 Stopwatches
 Tape measure
 Equipment bag
 Matching Team Uniforms (athletes wear even numbers, partners wear odd numbers)
DEFINITIONS:
Adaptation

When a muscle fiber or organism is overloaded, muscle fiber or
organism will adjust to the added stress and become stronger.

Aerobic

A cellular process in which foods (carbohydrates) are completely
oxidized by the oxygen in the air and the maximum chemical
energy from foods is produced. Aerobic activities use the largest
muscle groups which can be maintained continuously and whose
function is rhythmical in nature (i.e. walking, jogging, swimming,
bicycling, etc.).

Anaerobic

A cellular process in which foods (carbohydrates) are not
completely oxidized because the oxygen in the air is not used.

Anchor Leg

The final or fourth leg of a relay race.

Approach

The run-up made by an athlete before performing the actual skill,
i.e. long jumping, high jumping.
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DEFINITIONS
CONTINUED:
Arm Swing

The movement of the arms as they are moved forward and back
as a counter balance to the opposite leg.

Athlete

A person with intellectual disabilities.

Base

Running does not train any specific system, yet aerobic running
does provide the basic strength to do specific running.
Tubular object carried by and passed between members of a
relay team.

Baton
Blind Pass

Passing the baton in a relay race with the outgoing runner
receiving the baton from the incoming runner without looking at
the exchange.

Center of Gravity

The point at which a line drawn through the head and torso
extends to the ground.

Chute

An extension of the straight-away on an oval or semi-oval track.

Circle

The competition area for the shot put.

Closed Position

A powerful throwing position for the shot put in which the putting
shoulder and hip are back.

Crossbar

The bar, which can be raised and lowered, is placed between two
standards for the high jump.

Crouch Start

The all-fours position of a runner at the start of a sprint.

Date Pace

The pace of the interval to be run is equal to the pace of the best
performance the athlete is currently able to achieve for the event
he or she is preparing for.

Dead Heat

When two or more runners cross the finish line simultaneously,
resulting in a tie.

Did Not Finish
(DNF)

When an athlete starts a race, but drops out before crossing the
finish line.

Disqualification
(DQ)

When an athlete violates a rule, does not show up for a
scheduled event, or gains an unfair advantage by impeding
or interfering.

Drive Leg

The leg exerts the force during a stride or takeoff.

Duration

The time stress placed on an organism.

Exchange Zone

The 20M-long zone in which the baton must be passed from the
incoming runner to the outgoing runner during a relay race.

False Start

Leaving the starting blocks before the start command.
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DEFINITIONS
CONTINUED:
Fartlek

Field

A Swedish term meaning speed play. A type of workout which
requires the runner while on a continuous run to use fast,
moderate, or slow periods of running alternated as desired by the
runner. This workout is both aerobic and anaerobic.
Participation area for field events.

Flex

The act of bending a joint, such as the elbow or knee.

Flexibility

The ability of your joints to move through a full range of motion.

Follow Through

The movement of a part or parts of the body following another
movement of the body.

Foot Strike

Striking the ground with the foot supplying the mechanical force
propels the body forward.

Forward Lean

The angle the torso assumes during running/ walking is initiated
at the hips.

Foul

An infraction of a rule.

Front Runner

An athlete who is leading a race, thus setting the pace.

Grip

The hand position of a throwing implement.

Handoff

The exchange or pass of the baton between the incoming and
outgoing runners of a relay team.

Head Wind

Direction of the wind blowing toward the athletes.

Heat

A grouping of athletes for competition.

Hip Rotation

The forward rotation of the hips takes place during a stride while
running/walking.

Impeding

A violation in which one runner bumps, or cuts in front of, another
runner, forcing him to slow down or break stride.

Intensity

The degree of stress placed on an organism.

Interval Training

Alternating runs at maximum effort for specified times (usually
is 2-5 minutes) with “recovery” periods of jogging. Usually the
period of rest is equal to the period of the run. This is an
aerobic workout.

Jogging

Running at a slow pace.

Kick

Acceleration of pace; leg speed at the end of a race.

Lead Leg

First leg to leave the ground in jumping or hurdling.

Lead-off Leg

First runner on a relay team.
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DEFINITIONS
CONTINUED:
Legal

A successful attempt and completion of any jump or throw in
which there are no rules violations or infractions.

Marks

An athlete's starting point for a race or a jump.

Max

Maximum amount of weight can be lifted for one rep.

Mechanics

The manner in which one puts one foot in front of the other,
striking the ground in an action tends to push the earth backward
causing the body to be propelled forward.

Muscle Endurance

Ability to repeatedly continue the work without muscle fatigue.
This is particularly important for distance runners.

Muscle Power

Work done over a given period of time. Power is very important
to those events in track and field requires explosive strength such
as the long and high jumps.

Muscle Strength

Greatest amount of force an athlete can exert at one time.

Over Distance

Steady pace running in excess of 10 minutes in duration and the
basis of any distance running or walking program. This is an
aerobic workout. This is the only type of workout carried on yearround. Long Slow Distance (LSD) running is accomplished at a
pace approximately 65 percent of Maximal Oxygen Consumption
(VO2 Max).

Pace

The rate of covering a specific distance while running or walking.

Partner

A person without intellectual disabilities.

Passer

The relay runner who hands off the baton.

Passing

When an athlete declines to attempt a jump or throw when it is
his turn.

Pit

The landing area for long jumpers and high jumpers usually
filled with sand or sawdust (long jump) or synthetic materials
(high jump).

Plyometric
Training

Exercises characterized by powerful muscular contractions in
response to rapid, dynamic stretching of the involved muscles.
The muscle flexes and extends. Through this type of exercise
this muscle reflex process is improved.

Power Foot

The lead foot in a race; preferred or strength foot.

Power Phase

The time from which the foot makes contact with the ground
through the extension of the leg until the toes lose contact with
the ground.
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DEFINITIONS
CONTINUED:
Progressive
Resistance
Receiver

Gradually increasing the weight lifted as the body gets used to
the new stress. When the muscle is stressed beyond its normal
demand, the muscle responds positively and becomes stronger.
The athlete who receives the baton in a relay race.

Recovery

The acts of bringing an arm or leg back to the drive, push, or
stride position.

Recovery Phase

The time from which the foot loses contact with the ground until it
again strikes the ground.

Reflex

An involuntary and automatic muscle reaction.

Repetitions (reps)

Number of times a lift is made continuously, one lift after another
and without rest.

Rest

Period of time allotted to recovering from a period of stress,
usually spent in rapid walking or slow running.

Rhythm

Uniform and well-coordinated running action.

Scissors Jump

A high-jump style in which the legs are moved in a scissors
motion when crossing the bar.

Scratch Line

The restraining line which cannot be crossed in throwing and
jumping events.

Sector

The landing area for the shot put and softball throw.

Set

A group of repetitions followed by a rest period.

Shot Put

Iron, plastic or brass spheres used for shot put competition.

Specificity

Physical conditioning for an event in track and field which
matches the physiological demands of the activity. For example:
endurance training produces endurance; power training produces
power; strength training produces strength.

Sprint Training

Repeated quality runs (in excess of 75 percent of the runner’s
basic speed) of 50-150m with rest periods that allow complete
recovery. This is an anaerobic workout.

Staggered Start

The start used for the 200M, 400M, 800M, 4x100M and 4x400M
relay races, in which the runners are positioned at different points
around the curve of the track.

Stance

An athlete's particular starting position.

Starting Blocks

Metal blocks set on the track behind the start line, used to
support the athlete's feet for all sprints.

Straight-away

Straight area of a track from one curve to the next.

Stress

The overload is placed on a muscle fiber or organism.
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DEFINITONS
CONTINUED:
Stride

Distance covered by an athlete's leg cycle while running.

Strike Impulse

The amount of the foot is in contact with the ground during the
strike phase.

Stroke Volume

The amount of blood ejected by the ventricle of the heart with
each beat, usually expressed in milliliters (ml). Highly trained
endurance athletes have considerably higher cardiac outputs.

Swing

Pendulum action of an athlete's body or parts of the body.

Takeoff

The act of leaving the ground.

Takeoff Foot

Foot from which the athlete propels himself off the ground.

Takeoff Mark

Spot from which the athlete leaves the ground.

Technique

The form used by an athlete to perform a skill.

Tempo

The number of turnovers required to run or walk at a given pace.

The Overload
Principle

Strengthening of muscles through one of the following methods:
 Lifting the same weight as before, but more quickly.
 Increasing the amount of weight lifted.
 Lifting the same weight, but lifting it more times
than before.

Toe-board

A restraining board, which the athlete may not cross over, used in
the shot put.

Torso

That part of the body which extends from the hips to the top of
the shoulders.

Turnover

The number of times the right or left foot strikes the ground in a
given period of time.

Tying Up

The point at which the muscles can no longer perform at a
given intensity.

Visual Pass

It is a relay pass with the outgoing runner receiving the baton
from the incoming runner while looking back at the other runner
and baton during the exchange.

Warm-up

The gradual process of raising the body temperature and
loosening muscles prior to strenuous exercise.

Weight Training

Development of strength with the use of weight lifting and based
on the overload principle.

Wind Sprint

Short, practice sprint for conditioning.
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1.

GOVERNING RULES
The Official Special Olympics Sports Rules for Athletics shall govern all Special Olympics competitions.
As an international sports program, Special Olympics has created these rules based upon International
Association of Athletics Federations (IAAF) rules for athletics found at http://www.iaaf.org/. IAAF or National
Governing Body (NGB) rules shall be employed except when they are in conflict with the Official Special Olympics
Sports Rules for Athletics or Article I. In such cases, the Official Special Olympics Sports Rules for Athletics shall
apply.
Refer to Article 1, http://media.specialolympics.org/resources/sports-essentials/general/Sports-Rules-Article1.pdf, for more information pertaining to Codes of Conduct, Training Standards, Medical and Safety
Requirements, Divisioning, Awards, Criteria for Advancement to Higher Levels of Competition, and Unified
Sports.
An athlete with Down syndrome who has been diagnosed with Atlanto-axial instability may not participate in the
pentathlon and high jump events.

2.

OFFICIAL EVENTS
The range of events is intended to offer competition opportunities for athletes of all abilities. Programs may
determine the events offered and, if required, guidelines for the management of those events. Coaches are
responsible for providing training and event selection appropriate to each athlete’s skill and interest.
The following is a list of official events available in Special Olympics.
Track Events
25 Meters
50 Meters
100 Meters
200 Meters
400 Meters
800 Meters
1500 Meters
3000 Meters
5000 Meters
10,000 Meters
Hurdle events
Men 110 Meters
Women 100 Meters
4 x 100 Meter Relay
4 x 200 Meter Relay
4 x 400 Meter Relay
4 x 100 Meter Unified Sports® Relay
4 x 200 Meter Unified Sports® Relay
4 x 400 Meter Unified Sports® Relay
Field Events
Long Jump
Standing Long Jump
High Jump
Softball Throw
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Tennis Ball Throw
Shot Put
Male: 4.0 kg/ 8.8 lbs.
Female: 3.0 kg/ 6.6 lbs.
Male (8–11 years): 3.0 kg/ 6.6 lbs.
Female (8–11 years): 2kg/ 4.4 lbs.
Mini-Javelin
Male: 400g
Female: 300g
Male and Female (8–15 years): 300g Combined Events
Pentathlon (100 Meters, Long Jump, Shot Put, High Jump, 400 Meters)
Race Walking Events
25 Meter Walk
50 Meter Walk
100 Meter Walk
400 Meter Walk
800 Meter Walk
1500 Meter Walk
Assisted Walk Events
10 Meter Assisted Walk
25 Meter Assisted Walk
50 Meter Assisted Walk
Wheelchair Events
10 Meter Wheelchair Race
25 Meter Wheelchair Race
30 Meter Wheelchair Slalom
4 x 25 Meter Wheelchair Shuttle Relay
30 Meter Motorized Wheelchair Slalom
50 Meter Motorized Wheelchair Slalom
25 Meter Motorized Wheelchair Obstacle Race
100 Meter Wheelchair Race
200 Meter Wheelchair Race
400 Meter Wheelchair Race
Wheelchair Shot Put
Men 2 kg/ 4.4 lbs.
Women 2 kg / 4.4 lbs.
Road Races
Half-Marathon
Marathon
Team Competition

Unified Sports Team Athletics
3.

RULES AND MODIFICATIONS
General Rules and Modifications for Track Events
Use of Blocks and Starting Race
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In running events: 100 Meter, 200 Meter, 400 Meter, 100 Meter Hurdles, 110 Meter
Hurdles, 4x100 Meter Relay, the athletes have the option of using or not using blocks.
Starting Race/Commands
In these events the commands of the starter shall be "on your marks", "set", and when all
competitors are steady, the gun shall be fired.
In all other running events, all walking events and all wheelchair races the commands
shall be "on your marks" and when all the competitors are steady, the gun shall be fired.
A competitor shall not touch the ground with his/her hand(s).
The starter may give the commands in English or his/her own language. The language to
be used will be communicated to all participants prior to the competition. For the Special
Olympics World Summer Games, the commands of the starter shall be given in English.
Starting races longer than 400 meters
800 meters distance: Runner will run in the lanes through the first turn as far as the
nearer edge of the breakline where athletes may leave their respective lanes.
1500 meters and greater distances: A waterfall start shall be used.
Starting Relays
4 x 400 Meters: A three-turn stagger will be used for the start. The first leg will be run
entirely in lanes. The second leg runner will start in his/her lane and will run in their lanes
through the first turn as far as the edge of the breakline where athletes may leave their
respective lanes. In the 4 x 400 meters relay where not more than four teams are
competing, it is recommended that only the first bend of the first lap should be run in
lanes. In a given competition, however, all races of 4 x 400 meters relay shall be run only
in one of the above mentioned formats.
The starter shall give each competitor a chance to give his/her best effort by:
Giving the competitors ample time to settle down after taking their marks;
Starting the sequence over if any runner is off-balance; and
Not holding the runners too long after the set command.
False Starts
Only one false start per race shall be allowed without the disqualification of the athlete
responsible for the false start. Any athlete responsible for further false starts in the race
shall be disqualified.
Lane Violations
In all races run in lanes, each competitor shall keep within his/her allocated lane from
start to finish.
If a competitor is pushed or forced by another person to run outside his/her lane, and if
no material advantage is gained, the competitor should not be disqualified.
If an athlete either runs outside his/her lane in the straight or runs outside the outer lane
on the bend, with no material advantage thereby being gained, and if no other runner is
obstructed, then the competitor shall not be disqualified.
Race Walking
Athletes are not allowed to enter walking events and running events. They must select
one method of movement for all their track events.
Athlete must have one foot in touch with the ground at all times.
In all race walking events, an athlete does not have to have a straight advancing leg while
competing.
In race walking events, up to and including the 400 meters, the competitor shall be
disqualified with no prior warning when, in the opinion of two or more officials, a
technical violation has been committed that results in an advantage being gained.
Hurdle Events
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The height for the 100 meter hurdles shall be 0.762 meters, with the distance to the first
hurdle from the starting line being 13.00 meters, the distance between hurdles being
8.50 meters and the distance from the last hurdle to the finish line being 10.50 meters.
The height for the 110 meter hurdles shall be 0.840 meters, with the distance to the first
hurdle from the starting line being 13.72 meters, the distance between hurdles being
9.14 meters, and the distance from the last hurdle to the finish line being 14.02 meters.
Use of Wind Gauge
For all competitions, the use of the wind gauge and the recording of wind readings are
not required.
General Rules for Field Events
Time Requirements to Initiate an Attempt and Measurements
In the long jump, standing long jump and throwing events (shot put, softball throw, minijavelin and tennis ball throw) each athlete shall be allowed three non-consecutive
attempts. All three attempts shall be measured and recorded for breaking ties. The
longest measurement of the three attempts shall be used for scoring. Athletes’ second
best, and then third best, attempts shall be used to break ties. All measurements shall be
made in metric units.
For individual field event competitions Long Jump, Standing Long Jump, and throws) and
combined events, a competitor shall be charged with a foul if the competitor does not
initiate and attempt within one minute after the competitor’s name has been called, in
addition to a visual indication made by the event judge. For the High Jump, where there
are three or more athletes remaining in the competition the time shall be one minute.
Where there are two or three athletes remaining in the competition the time shall be
one and a half minutes. Where there is one remaining athlete in the competition the
time shall be two minutes.
Use of Wind Gauge
For all competitions the use of the wind gauge and the recording of wind readings are
not required.
Long Jump
In the long jump, an athlete must be able to jump at least 1 meter, which is the maximum
distance between the takeoff board and the sandpit. The takeoff board may be set
anywhere from the front edge of the sandpit up to 1 meter in front of it.
All distances will be measured along a perpendicular line from the foul line to the closest
impression on the landing area made by any part of the athlete’s body or clothing.
Prior to competition, an athlete may receive assistance from an official to mark their
runway starting point.
Standing Long Jump
Competitors shall start with both feet behind a designated foul line. The takeoff board
shall be the same as that specified for the long jump takeoff board. The athlete may
initiate their attempt on the takeoff board.
The athlete shall initiate all attempts from behind the designated foul line.
A competitor shall use both feet on the take-off. He/she may rock backward and forward
lifting his/her heels and toes alternately, but he/she may not lift either foot completely
off the ground.
All distances will be measured along a perpendicular line from the foul line to the closest
impression on the landing area made by any part of the athlete’s body or clothing.
When possible, it is strongly suggested that the standing long jump event be conducted
in sand-filled jumping pits. The foul line shall be placed at the end of the running long
jump runway. If a mat is used, it should be long enough to include both take-off and
landing areas, and the mat must be secured safely to the surface to prevent slipping.
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High Jump
The competitor shall take off from one foot.
The minimum opening height for all high jump competitions shall be 1.00 meter.
Competitors shall not dive forward over the bar or take off from a two-footed take-off.
An athlete with Down syndrome, who has been diagnosed with Atlanto-axial instability
or an athlete who has not been screened, may not participate in the pentathlon or the
high jump. For additional information and the procedure for waiver of this restriction,
please refer to Article I, Addendum F.
When there is a tie in the high jump event after the count back of failures, the athletes
tying shall be awarded the same place in the competition – there is no jump-off to break
the tie.
In jumping events, prior to competition, athletes may have assistance from an official to
mark their take-off mark.
A competitor shall be charged with a foul if the competitor does not initiate and attempt
within 1 minute after the competitor’s name has been called, in addition to a visual
indication made by the event judge. For the High Jump, where there are three or more
athletes remaining in the competition the time shall be one minute. Where there are two
or three athletes remaining in the competition the time shall be one and a half minutes.
Where there is one remaining athlete in the competition the time shall be two minutes.
Shot Put
The shot may be steel, brass, or a synthetic-covered implement.
It is acceptable to include wheelchair athlete in the regular divisions of the shot put, but
the weight of shot must be the same for all competitors.
A legal put shall be made from within the circle. In the course of an attempt, the athlete,
or his/her wheelchair, may not touch the top edge of the stop-board, the top of the iron
ring or any surface outside of the circle. It is legal to touch the inside of the stop-board
or the iron band.
The use of any mechanical aid shall not be allowed. For protective purposes only the
wrist may be taped.
The shot shall be put from the shoulder with one hand only. When the competitor takes
a stance in the circle to commence a put, the shot shall touch or be in close proximity to
the neck or the chin and the hand shall not be dropped below this position during the
action of putting. The shot shall not be taken behind the line of the shoulders.
The put shall be declared foul and shall not be measured if, after entering the circle and
starting the put, the competitor commits any of the following:
Uses any method contrary to the definition of legal put (as defined in Section
B.2.3.5); or
Causes the shot to fall on or outside the lines marking the landing sector.
Softball Throw and Tennis Ball Throw
The Implement
Softball Throw: 30 centimeters (11 3/4 in) in circumference softball shall be
used.
Ball Throw: a tennis ball shall be used.
Competitors may use any type of throw.
The throwing area should be set up as follows:
The runway shall be marked by two parallel white lines 5 centimeters wide
and 2.05 meters apart (2.82 meters in length). The throw shall be made from
behind the arc of a circle drawn with a radius of 3.00 meters. The landing
sector shall be marked with white lines five centimeters wide such that the
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inner edge of the lines, if extended, would pass through the two
intersections of the inner edges of the arc, and the parallel lines marking the
runway and intersect at the center of the circle of which the arc is part. The
center of the circle is the point for the measurement and shall be marked.
The sector is 40°.
Softball and Tennis Ball Throw Area Diagram

The measurement of each throw shall be made from where the ball first touched the
ground to the inside edge of the arc.
It is counted as a foul if the competitor:
Does not throw the softball/tennis ball so that it initially lands completely
within the inner edges of the landing sector lines.
Where the competitor touches with any part of the body the arc as marked, or
any ground beyond the arc or throwing box.
Mini-Javelin
The shaft, grip and fins shall be made out of plastic or suitable rigid material.
The tip shall be made of soft rubber with a blunt, rounded end.
The mini-javelin may have three or four fins. The fins shall be flat (without protrusions or
roughness) and shall be perpendicular to the surface of the mini-javelin.
The minimum weights shall be 300g for Male and Female (8–15 years), 300 grams for
Female and 400 grams for Male.
Mini-Javelin 300 gram and 400 gram Specification Table (all dimensions in millimeters)
Dimension

Min

Max

Overall length

685

705

Length of head

84

94

Diameter of tip at thickest point

37

43

365

380

Diameter of shaft forward of grip

30

38

Diameter of shaft behind the grip

24

30

Diameter of shaft at the grip

34

40

99

109

322

332

Distance from tip to centre of gravity

Width of grip
Distance from front of grip to tip of tail
10
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Length of fin
Diameter of fin (peak to peak opposing fins)

162

168

95

105

No of fins
3
4
The mini-javelin must be held by the grip with one hand only.
The mini-javelin shall be thrown over the shoulder or upper part of the throwing arm and
may not be slung or hurled.
At no time may the competitor turn completely around so that his/her back is towards
the throwing area.
The measurement of each throw shall be made from where the tip first struck the
ground to the inside edge of the arc.
The mini-javelin runway and landing sector shall be those as described in IAAF Rules:
Chapter 5, Section IV Field Events, Rule 187, 9, 10, 11 and 12.
It is counted as a foul if the competitor:
Does not use the proper throwing technique.
Does not throw the mini-javelin so that the point (tip) lands before any other
part of the implement.
Does not throw the mini-javelin so that the point (tip) falls completely within
the inner edges of the sector lines.
Where the competitor touches with any part of the body the arc as marked,
or any ground beyond the arc or throwing box.
General Rules for Combined Events
Pentathlon
The five events comprising the pentathlon shall be conducted in the following order: 100
meter run, long jump, shot put, high jump and 400 meter run.
The Special Olympics Pentathlon Scoring Tables may be found at the end of this section.
If achieved time or distance is not given in the table, the score for the nearest lesser
performance should be read.
The pentathlon shall be conducted on a one-day or a two consecutive day format. In the
two-day format events one, two and three are on the first day, and events four and five
on the second day.
General Rules for Wheelchair Events
Athletes entering wheelchair events may also enter other events in athletics competition.
Wheelchair Shot Put
It is acceptable to include wheelchair athlete in the regular divisions of the shot put, but
the weight of shot must be the same for all competitors.
Refer to Section 3.2.6.
Main Principles for Wheelchair Races
Athletes shall start with all wheels behind the start line.
Athlete is timed from the smoke of the starter’s gun to when all front wheels (two or
one) of the wheelchair reach the perpendicular plane of the nearer edge of the finish
line.
Motorized wheelchairs shall not be allowed in regular wheelchair races.
Only athletes who ambulate by use of a wheelchair may participate in the events.
Athletes shall not be pushed, pulled or otherwise assisted during these events.
The lanes for the wheelchair events shall be made two track-lanes wide.
10 Meter / 25 Meter Wheelchair Races

11
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Each competitor must keep in his/her lane from start to finish and may not interfere,
obstruct or impede the progress of another competitor. Infractions, at the discretion of
the judges, may result in disqualification.
30 Meter Wheelchair Slalom
Beginning at the start line, place one cone in each lane at five meter intervals. Cones
should be placed in the middle of the lanes (see diagram 3.5.2.4).
Athlete maneuvers his/her chair through the course, going to the right of the first
obstacle and across the finish line without impeding another athlete on the course.
Knocking down a marker constitutes a violation, and a three-second penalty will be
assessed.
4 x 25 Meter Wheelchair Shuttle Relay
Four persons shall make up a team. Each competitor will complete 25 meters of the
relay.
The second, third and fourth competitors of a team may not leave the start line until the
leading wheel(s) on the wheelchair of the teammate who precedes him/her crosses a
takeoff line 1 meter in front and parallel to the starting line.
General Rules for Motorized Wheelchair Events
Main Principles
These events are restricted to motorized wheelchairs only.
The first two wheels on each competitor’s wheelchair will be regarded as the starting
and finishing points of all races.
If a competitor varies from a sequence of obstacles, he/she must, without notice from
any official, resume progress at the point prior to the incorrectly passed obstacle before
entering the next obstacle and complete the course in its entirety, or be disqualified. In
essence, failure to complete the course as designed will result in disqualification.
A competitor will be disqualified if that individual’s coach (or assistants) enters the
course boundaries during the running of the obstacle course. Coaches may instruct from
outside the marked boundaries of the course. Judges and officials will not give
directional cues.
When submitting entry times for motorized wheelchair events, the entry form should
state whether the time was achieved with a “high-speed” or a “low-speed” setting.
Athlete is timed from the smoke of the starter’s gun to when the front wheels of the
wheelchair reach the perpendicular plane of the nearer edge of the finish line.
Motorized Wheelchair Slalom
Each athlete will use two lanes as his/her lane, sufficiently wide enough to allow for
wheelchairs.
Place the cones on the start and finish lines 2.44 meters apart (two track-lanes width) to
create four start and four finish gates and four lanes.
Beginning at the start line, place one traffic cone (slalom flagpoles minimum of 1.22
meter) in each lane at 5-meter intervals. Cones should be placed in the middle of the
lanes.
Diagram: 30 and 50 Meter Motorized Wheelchair Slalom
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Athlete maneuvers his/her chair through the course, going to the right of the first
obstacle and across the finish line without impeding another athlete on the course.
Knocking down a cone constitutes a violation, and a three-second penalty will be
assessed.
No penalty will be incurred as a result of touching/ moving a cone.
25 Meter Motorized Wheelchair Obstacle Course
Mark one box two meters from the start line and one box two meters from the finish
line. Each box should be meters meters by three meters.
Place four cones between the boxes, each three meters apart.
Rules:
Athlete starts facing the course.
The athlete completes a 360 degree circle between the starting line and the
first cone. Upon completion, the athlete weaves in and out of four cones set
three meters apart, then completes a second 360 degree circle between the
fourth cone and the finish line.
The box (3 meters x 3 meters) is used only as an indicator for the athlete to
complete the 360-degree circle. No points and/or time shall be deducted for
touching or going over the lines. The box can be outlined with tape.
Knocking down a marker constitutes a violation, and a three-second penalty
will be assessed. Competitors who do not make an obvious attempt to go
between each pair of
markers are subject to disqualification at the discretion of the referee.
No more than three athletes, on a track at one time, per race.

13
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General Rules for Assisted Walk
Athletes must provide their own assisted devices. Assisted devices may consist of canes, crutches
or walker.
Set-Up:
Each athlete will use two lanes as his/her lane, sufficiently wide enough to allow for
assistive devices.
Place cones on the start and finish lines, 2.44 meters apart (two track-lanes width) to
create four start and four finish gates and four lanes.
Beginning at the start line, place one cone on each lane line at five meter
intervals. Cones should be placed in the middle of the lane line.
Rules:
Athlete starts behind the start line with a walking aid.
Athlete walks using a walking aid.
Athlete stays in his/her designated lane.
Athlete may not receive physical assistance from coaches, officials, etc.
Athlete is timed from the smoke of the starter’s gun to when his/her torso reaches the
perpendicular plane of the nearer edge of the finish line.
General Rules for Blind and Deaf Athletes
A rope or sighted guide runner may be provided to assist athletes who are visually impaired.
A sighted guide runner may not be ahead of the athlete in any manner. At no time may the guide
runner pull the athlete or propel the athlete forward by pushing.
A tap start will be used for an athlete who is both deaf and blind.
Guide runners must wear a bright orange running vest so that they are clearly distinguished from
competitors. These vests will be provided by the Games Organizing Committee.
General Rules for Unified Sports® Relays
Each Unified Sports relay team shall consist of two athletes and two partners.
Runners on a relay team may be assigned to run in any order.
General Rules for Unified Sports Team Athletics
Special Olympics Unified Team Athletics program rules are governed by ruling body International
Association of Athletics Federation (IAAF) and Special Olympics Athletics Rules. Unified Sports Team
Athletics provides team competition opportunities among schools, agencies, clubs, or groups. A
Unified Sports Team Athletics competition is a separate event in which only Unified teams compete
14
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against each other. This event may be held as its own Unified Sports Athletics competition or may be
held within a Special Olympics athletics competition.
Roster Size and Coaches
Team Roster Size: A team roster consists of no more than 20 participants. The roster shall
contain an equal number of athletes and partners.
Each team shall have an adult non-playing coach responsible for the lineup and conduct of
the team during competition.
Official Events and Entry Requirements
Following are the recommended events which may be offered at Unified Team Athletics
competitions:
Track Events:
100 Meters
200 Meters
400 Meters
800 Meters
1500 Meters
Field Events
Shot Put
Running Long Jump
Mini-Javelin
Relay Events
4 x 100 Meter Relay
4 x 400 Meter Relay
Each participant on a team may be entered into a maximum of three events including relays.
Teams are not required to enter participants in all events.
For relay events, teams must consist of two Special Olympics athletes and two Unified partners.
Coaches can place their runners in any order.
Divisioning
All Special Olympics athletes and Unified partners on Unified Sports Athletics teams compete
against each other in their competitive divisions. These divisions consist of athletes and partners
who are of similar ability levels. This is determined by qualifying times in track events or
distances in field events.
Team Scoring
Participants score points for their Unified Athletics team based upon their final place of finish in
every event competition division. 1st place scores 5 points, 2nd place scores 3 points, 3rd place
scores 1 point.
This is a team competition. The place of finish is determined by adding together the points
earned by all of the participants on the team for its final score. The team with the most amount
of points finishes in first place.
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Pentathlon First Event — 100 Meter Race (Score recorded in seconds. hundredths)
SCORE POINTS SCORE
10.24
1200
10.69
10.25
1197
10.70
10.26
1194
10.71
10.27
1191
10.72
10.28
1188
10.73
10.29
1186
10.74
10.30
1183
10.75
10.31
1180
10.76
10.32
1177
10.77
10.33
1174
10.78
10.34
1172
10.79
10.35
1169
10.80
10.36
1166
10.81
10.37
1163
10.82
10.38
1160
10.83
10.39
1158
10.84
10.40
1155
10.85
10.41
1152
10.86
10.42
1149
10.87
10.43
1147
10.88
10.44
1144
10.89
10.45
1141
10.90
10.46
1138
10.91
10.47
1136
10.92
10.48
1133
10.93
10.49
1130
10.94
10.50
1128
10.95
10.51
1125
10.96
10.52
1122
10.97
10.53
1120
10.98
10.54
1117
10.99
10.55
1114
11.00
10.56
1111
11.01
10.57
1109
11.02
10.58
1106
11.03
10.59
1103
11.04
10.60
1101
11.05
10.61
1098
11.06
10.62
1095
11.07
10.63
1093
11.08
10.64
1090
11.09
10.65
1087
11.10
10.66
1085
11.11
10.67
1082
11.12
10.68
1080
11.13
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POINTS SCORE
1077
11.14
1074
11.15
1072
11.16
1069
11.17
1067
11.18
1064
11.19
1061
11.20
1059
11.21
1056
11.22
1054
11.23
1051
11.24
1048
11.25
1046
11.26
1043
11.27
1041
11.28
1038
11.29
1036
11.30
1033
11.31
1031
11.32
1028
11.33
1025
11.34
1023
11.35
1020
11.36
1018
11.37
1015
11.38
1013
11.39
1010
11.40
1008
11.41
1005
11.42
1003
11.43
1000
11.44
998
11.45
995
11.46
993
11.47
990
11.48
988
11.49
986
11.50
983
11.51
981
11.52
978
11.53
976
11.54
973
11.55
971
11.56
968
11.57
966
11.58

POINTS SCORE
964
11.59
961
11.60
959
11.61
956
11.62
954
11.63
952
11.64
949
11.65
947
11.66
944
11.67
942
11.68
940
11.69
937
11.70
935
11.71
933
11.72
930
11.73
928
11.74
926
11.75
923
11.76
921
11.77
919
11.78
916
11.79
914
11.80
912
11.81
909
11.82
907
11.83
905
11.84
902
11.85
900
11.86
898
11.87
895
11.88
893
11.89
891
11.90
889
11.91
886
11.92
884
11.93
882
11.94
880
11.95
877
11.96
875
11.97
873
11.98
871
11.99
868
12.00
866
12.01
864
12.02
862
12.03

POINTS SCORE POINTS
859
12.04
765
857
12.05
763
855
12.06
761
853
12.07
759
851
12.08
757
848
12.09
755
846
12.10
753
844
12.11
751
842
12.12
749
840
12.13
747
838
12.14
745
835
12.15
743
833
12.16
741
831
12.17
739
829
12.18
737
827
12.19
735
825
12.20
733
823
12.21
731
820
12.22
729
818
12.23
727
816
12.24
725
814
12.25
724
812
12.26
722
810
12.27
720
808
12.28
718
806
12.29
716
804
12.30
714
801
12.31
712
799
12.32
710
797
12.33
708
795
12.34
707
793
12.35
705
791
12.36
703
789
12.37
701
787
12.38
699
785
12.39
697
783
12.40
695
781
12.41
694
779
12.42
692
777
12.43
690
775
12.44
688
773
12.45
686
771
12.46
684
769
12.47
683
767
12.48
681
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Pentathlon First Event — 100 Meter Race (Score recorded in seconds. hundredths)
SCORE POINTS SCORE
12.49
679
12.94
12.50
677
12.95
12.51
675
12.96
12.52
674
12.97
12.53
672
12.98
12.54
670
12.99
12.55
668
13.00
12.56
667
13.01
12.57
665
13.02
12.58
663
13.03
12.59
661
13.04
12.60
660
13.05
12.61
658
13.06
12.62
656
13.07
12.63
654
13.08
12.64
653
13.09
12.65
651
13.10
12.66
649
13.11
12.67
647
13.12
12.68
646
13.13
12.69
644
13.14
12.70
642
13.15
12.71
641
13.16
12.72
639
13.17
12.73
637
13.18
12.74
635
13.19
12.75
634
13.20
12.76
632
13.21
12.77
630
13.22
12.78
629
13.23
12.79
627
13.24
12.80
625
13.25
12.81
624
13.26
12.82
622
13.27
12.83
621
13.28
12.84
619
13.29
12.85
617
13.30
12.86
616
13.31
12.87
614
13.32
12.88
612
13.33
12.89
611
13.34
12.90
609
13.35
12.91
608
13.36
12.92
606
13.37
12.93
604
13.38
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POINTS SCORE
603
13.39
601
13.40
600
13.41
598
13.42
596
13.43
595
13.44
593
13.45
592
13.46
590
13.47
589
13.48
587
13.49
585
13.50
584
13.51
582
13.52
581
13.53
579
13.54
578
13.55
576
13.56
575
13.57
573
13.58
572
13.59
570
13.60
569
13.61
567
13.62
566
13.63
564
13.64
563
13.65
561
13.66
560
13.67
558
13.68
557
13.69
556
13.70
554
13.71
553
13.72
551
13.73
550
13.74
548
13.75
547
13.76
545
13.77
544
13.78
543
13.79
541
13.80
540
13.81
538
13.82
537
13.83

POINTS SCORE POINTS SCORE POINTS
536
13.84
478
14.73
431
534
13.85
477
14.75
430
533
13.86
475
14.78
429
532
13.87
474
14.80
428
530
13.88
473
14.83
427
529
13.89
472
14.85
426
527
13.90
471
14.88
425
526
13.91
470
14.91
424
525
13.92
469
14.93
423
523
13.93
467
14.96
422
522
13.94
466
14.98
421
521
13.95
465
15.01
420
519
13.96
464
15.04
419
518
13.97
463
15.06
418
517
13.98
462
15.09
417
515
13.99
461
15.11
416
514
14.00
460
15.14
415
513
14.02
459
15.17
414
511
14.04
458
15.19
413
510
14.07
457
15.22
412
509
14.09
456
15.25
411
508
14.12
455
15.27
410
506
14.14
454
15.30
409
505
14.17
453
15.32
408
504
14.19
452
15.35
407
502
14.22
451
15.38
406
501
14.24
450
15.40
405
500
14.27
449
15.43
404
499
14.29
448
15.46
403
497
14.32
447
15.48
402
496
14.35
446
15.51
401
495
14.37
445
15.54
400
494
14.40
444
15.56
399
492
14.42
443
15.59
398
491
14.45
442
15.62
397
490
14.47
441
15.64
396
489
14.50
440
15.67
395
487
14.52
439
15.70
394
486
14.55
438
15.72
393
485
14.57
437
15.75
392
484
14.60
436
15.78
391
483
14.62
435
15.80
390
481
14.65
434
15.83
389
480
14.68
433
15.86
388
479
14.70
432
15.88
387
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Pentathlon First Event — 100 Meter Race (Score recorded in seconds. hundredths)
SCORE POINTS SCORE
15.91
386
17.17
15.94
385
17.20
15.97
384
17.23
15.99
383
17.26
16.02
382
17.28
16.05
381
17.31
16.08
380
17.34
16.10
379
17.37
16.13
378
17.40
16.16
377
17.43
16.18
376
17.46
16.21
375
17.49
16.24
374
17.52
16.27
373
17.55
16.29
372
17.58
16.32
371
17.61
16.35
370
17.64
16.38
369
17.67
16.41
368
17.69
16.43
367
17.72
16.46
366
17.75
16.49
365
17.78
16.52
364
17.81
16.54
363
17.84
16.57
362
17.87
16.60
361
17.90
16.63
360
17.93
16.66
359
17.96
16.68
358
17.99
16.71
357
18.02
16.74
356
18.05
16.77
355
18.08
16.80
354
18.11
16.83
353
18.14
16.85
352
18.17
16.88
351
18.21
16.91
350
18.24
16.94
349
18.27
16.97
348
18.30
17.00
347
18.33
17.03
346
18.36
17.05
345
18.39
17.08
344
18.42
17.11
343
18.45
17.14
342
18.48
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POINTS SCORE
341
18.52
340
18.55
339
18.58
338
18.61
337
18.64
336
18.67
335
18.70
334
18.74
333
18.77
332
18.80
331
18.83
330
18.86
329
18.89
328
18.92
327
18.96
326
18.99
325
19.02
324
19.05
323
19.08
322
19.12
321
19.15
320
19.18
319
19.21
318
19.24
317
19.28
316
19.31
315
19.34
314
19.37
313
19.41
312
19.44
311
19.47
310
19.50
309
19.54
308
19.57
307
19.60
306
19.64
305
19.67
304
19.70
303
19.73
302
19.77
301
19.80
300
19.83
299
19.87
298
19.90
297
19.94

POINTS SCORE POINTS SCORE POINTS
296
19.97
251
21.56
206
295
20.00
250
21.59
205
294
20.04
249
21.63
204
293
20.07
248
21.67
203
292
20.10
247
21.71
202
291
20.14
246
21.74
201
290
20.17
245
21.78
200
289
20.21
244
21.82
199
288
20.24
243
21.86
198
287
20.27
242
21.90
197
286
20.31
241
21.93
196
285
20.34
240
21.97
195
284
20.38
239
22.01
194
283
20.41
238
22.05
193
282
20.45
237
22.09
192
281
20.48
236
22.12
191
280
20.52
235
22.16
190
279
20.55
234
22.20
189
278
20.59
233
22.24
188
277
20.62
232
22.28
187
276
20.66
231
22.32
186
275
20.69
230
22.36
185
274
20.73
229
22.40
184
273
20.76
228
22.44
183
272
20.80
227
22.48
182
271
20.83
226
22.52
181
270
20.87
225
22.56
180
269
20.90
224
22.60
179
268
20.94
223
22.64
178
267
20.97
222
22.68
177
266
21.01
221
22.72
176
265
21.05
220
22.76
175
264
21.08
219
22.80
174
263
21.12
218
22.84
173
262
21.15
217
22.88
172
261
21.19
216
22.92
171
260
21.23
215
22.96
170
259
21.26
214
23.00
169
258
21.30
213
23.04
168
257
21.34
212
23.08
167
256
21.37
211
23.12
166
255
21.41
210
23.16
165
254
21.45
209
23.20
164
253
21.48
208
23.25
163
252
21.52
207
23.29
162
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Pentathlon First Event — 100 Meter Race (Score recorded in seconds. hundredths)
SCORE
23.33
23.37
23.41
23.46
23.50
23.54
23.58
23.63
23.67
23.71
23.76
23.80
23.84
23.89
23.93
23.97
24.02
24.06
24.11
24.15
24.20
24.24
24.29
24.33
24.38
24.42
24.47
24.51
24.56
24.61
24.65
24.70
24.75
24.79
24.84
24.89
24.93
24.98
25.03
25.08
25.13
25.17
25.22
25.27
25.32
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POINTS SCORE POINTS SCORE POINTS SCORE
161
25.37
116
27.87
71
31.42
160
25.42
115
27.93
70
31.53
159
25.47
114
28.00
69
31.63
158
25.52
113
28.06
68
31.75
157
25.57
112
28.13
67
31.86
156
25.62
111
28.19
66
31.98
155
25.67
110
28.26
65
32.10
154
25.72
109
28.32
64
32.22
153
25.77
108
28.39
63
32.34
152
25.82
107
28.46
62
32.47
151
25.88
106
28.53
61
32.60
150
25.93
105
28.59
60
32.74
149
25.98
104
28.66
59
32.88
148
26.03
103
28.73
58
33.02
147
26.09
102
28.80
57
33.18
146
26.14
101
28.87
56
33.34
145
26.19
100
28.95
55
33.50
144
26.25
99
29.02
54
33.68
143
26.30
98
29.09
53
33.86
142
26.35
97
29.17
52
34.06
141
26.41
96
29.24
51
34.28
140
26.46
95
29.32
50
34.51
139
26.52
94
29.39
49
34.77
138
26.57
93
29.47
48
35.07
137
26.63
92
29.55
47
35.43
136
26.68
91
29.63
46
35.90
135
26.74
90
29.71
45
134
26.80
89
29.79
44
133
26.85
88
29.87
43
132
26.91
87
29.95
42
131
26.97
86
30.03
41
130
27.03
85
30.11
40
129
27.08
84
30.20
39
128
27.14
83
30.28
38
127
27.20
82
30.37
37
126
27.26
81
30.46
36
125
27.32
80
30.55
35
124
27.38
79
30.64
34
123
27.44
78
30.73
33
122
27.50
77
30.83
32
121
27.56
76
30.92
31
120
27.62
75
31.02
30
119
27.68
74
31.12
29
118
27.75
73
31.22
28
117
27.81
72
31.32
27

POINTS
26
25
24
23
22
21
20
19
18
17
16
15
14
13
12
11
10
9
8
7
6
5
4
3
2
1

VERSION: June 2018
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ATHLETICS SPORT RULES

Pentathlon Second Event — Long Jump (Score recorded in meters. centimeters)

20

SCORE

POINTS

SCORE

POINTS

SCORE

POINTS

SCORE

POINTS

SCORE

POINTS

8.10
8.09
8.08
8.07
8.06
8.05
8.04
8.03
8.02
8.01
8.00
7.99
7.98
7.97
7.96
7.95
7.94
7.93
7.92
7.91
7.90
7.89
7.88
7.87
7.86
7.85
7.84
7.83
7.82
7.81
7.80
7.79
7.78
7.77
7.76
7.75
7.74
7.73
7.72
7.71
7.70
7.69
7.68
7.67
7.66
7.65
7.64

1200
1197
1194
1192
1189
1187
1184
1182
1179
1177
1174
1172
1169
1167
1164
1162
1159
1157
1154
1152
1149
1147
1145
1142
1140
1137
1135
1132
1130
1127
1125
1122
1120
1117
1115
1113
1110
1108
1105
1103
1100
1098
1096
1093
1091
1088
1086

7.63
7.62
7.61
7.60
7.59
7.58
7.57
7.56
7.55
7.54
7.53
7.52
7.51
7.50
7.49
7.48
7.47
7.46
7.45
7.44
7.43
7.42
7.41
7.40
7.39
7.38
7.37
7.36
7.35
7.34
7.33
7.32
7.31
7.30
7.29
7.28
7.27
7.26
7.25
7.24
7.23
7.22
7.21
7.20
7.19
7.18
7.17

1083
1081
1079
1076
1074
1071
1069
1067
1064
1062
1059
1057
1055
1052
1050
1048
1045
1043
1040
1038
1036
1033
1031
1029
1026
1024
1022
1019
1017
1015
1012
1010
1008
1005
1003
1001
998
996
994
991
989
987
984
982
980
978
975

7.16
7.15
7.14
7.13
7.12
7.11
7.10
7.09
7.08
7.07
7.06
7.05
7.04
7.03
7.02
7.01
7.00
6.99
6.98
6.97
6.96
6.95
6.94
6.93
6.92
6.91
6.90
6.89
6.88
6.87
6.86
6.85
6.84
6.83
6.82
6.81
6.80
6.79
6.78
6.77
6.76
6.75
6.74
6.73
6.72
6.71
6.70

973
971
968
966
964
961
959
957
955
952
950
948
946
943
941
939
937
934
932
930
928
925
923
921
919
916
914
912
910
907
905
903
901
899
896
894
892
890
888
885
883
881
879
877
874
872
870

6.69
6.68
6.67
6.66
6.65
6.64
6.63
6.62
6.61
6.60
6.59
6.58
6.57
6.56
6.55
6.54
6.53
6.52
6.51
6.50
6.49
6.48
6.47
6.46
6.45
6.44
6.43
6.42
6.41
6.40
6.39
6.38
6.37
6.36
6.35
6.34
6.33
6.32
6.31
6.30
6.29
6.28
6.27
6.26
6.25
6.24
6.23

868
866
864
861
859
857
855
853
851
848
846
844
842
840
838
836
833
831
829
827
825
823
821
819
816
814
812
810
808
806
804
802
800
797
795
793
791
789
787
785
783
781
779
777
775
773
770

6.22
6.21
6.20
6.19
6.18
6.17
6.16
6.15
6.14
6.13
6.12
6.11
6.10
6.09
6.08
6.07
6.06
6.05
6.04
6.03
6.02
6.01
6.00
5.99
5.98
5.97
5.96
5.95
5.94
5.93
5.92
5.91
5.90
5.89
5.88
5.87
5.86
5.85
5.84
5.83
5.82
5.81
5.80
5.79
5.78
5.77
5.76

768
766
764
762
760
758
756
754
752
750
748
746
744
742
740
738
736
734
732
730
728
726
724
722
720
718
716
714
712
710
708
706
704
702
700
698
696
694
692
690
688
686
684
682
680
678
676
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ATHLETICS SPORT RULES

Pentathlon Second Event — Long Jump (Score recorded in meters. centimeters)
SCORE POINTS SCORE
5.75
674
5.28
5.74
673
5.27
5.73
671
5.26
5.72
669
5.25
5.71
667
5.24
5.70
665
5.23
5.69
663
5.22
5.68
661
5.21
5.67
659
5.20
5.66
657
5.19
5.65
655
5.18
5.64
653
5.17
5.63
651
5.16
5.62
649
5.15
5.61
648
5.14
5.60
646
5.13
5.59
644
5.12
5.58
642
5.11
5.57
640
5.10
5.56
638
5.09
5.55
636
5.08
5.54
634
5.07
5.53
632
5.06
5.52
630
5.05
5.51
629
5.04
5.50
627
5.03
5.49
625
5.02
5.48
623
5.01
5.47
621
5.00
5.46
619
4.99
5.45
617
4.98
5.44
615
4.97
5.43
614
4.96
5.42
612
4.95
5.41
610
4.94
5.40
608
4.93
5.39
606
4.92
5.38
604
4.91
5.37
603
4.90
5.36
601
4.89
5.35
599
4.88
5.34
597
4.87
5.33
595
4.86
5.32
593
4.85
5.31
591
4.84
5.30
590
4.83
5.29
588
4.82
21

POINTS SCORE
586
4.81
584
4.80
582
4.79
581
4.78
579
4.77
577
4.76
575
4.75
573
4.74
572
4.73
570
4.72
568
4.71
566
4.70
564
4.69
563
4.68
561
4.67
559
4.66
557
4.65
555
4.64
554
4.63
552
4.62
550
4.61
548
4.60
547
4.59
545
4.58
543
4.57
541
4.56
539
4.55
538
4.54
536
4.53
534
4.52
532
4.51
531
4.50
529
4.49
527
4.48
525
4.47
524
4.46
522
4.45
520
4.44
519
4.43
517
4.42
515
4.41
513
4.40
512
4.39
510
4.38
508
4.37
507
4.36
505
4.35

POINTS SCORE
503
4.34
501
4.33
500
4.32
498
4.31
496
4.30
495
4.29
493
4.28
491
4.27
490
4.26
488
4.25
486
4.24
484
4.23
483
4.22
481
4.21
479
4.20
478
4.19
476
4.18
474
4.17
473
4.16
471
4.15
469
4.14
468
4.13
466
4.12
465
4.11
463
4.10
461
4.09
460
4.08
458
4.07
456
4.06
455
4.05
453
4.04
451
4.03
450
4.02
448
4.01
447
4.00
445
3.99
443
3.98
442
3.97
440
3.96
438
3.95
437
3.94
435
3.93
434
3.92
432
3.91
430
3.90
429
3.89
427
3.88

POINTS SCORE POINTS
426
3.87
354
424
3.86
352
423
3.85
351
421
3.84
349
419
3.83
348
418
3.82
347
416
3.81
345
415
3.80
344
413
3.79
342
412
3.78
341
410
3.77
339
408
3.76
338
407
3.75
336
405
3.74
335
404
3.73
334
402
3.72
332
401
3.71
331
399
3.70
329
398
3.69
328
396
3.68
326
394
3.67
325
393
3.66
324
391
3.65
322
390
3.64
321
388
3.63
319
387
3.62
318
385
3.61
316
384
3.60
315
382
3.59
314
381
3.58
312
379
3.57
311
378
3.56
309
376
3.55
308
375
3.54
307
373
3.53
305
372
3.52
304
370
3.51
303
369
3.50
301
367
3.49
300
366
3.48
298
364
3.47
297
363
3.46
296
361
3.45
294
360
3.44
293
358
3.43
292
357
3.42
290
355
3.41
289
VERSION: June 2018
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ATHLETICS SPORT RULES

Pentathlon Second Event — Long Jump (Score recorded in meters. centimeters)
SCORE POINTS SCORE
3.40
288
2.93
3.39
286
2.92
3.38
285
2.91
3.37
283
2.90
3.36
282
2.89
3.35
281
2.88
3.34
279
2.87
3.33
278
2.86
3.32
277
2.85
3.31
275
2.84
3.30
274
2.83
3.29
273
2.82
3.28
271
2.81
3.27
270
2.80
3.26
269
2.79
3.25
268
2.78
3.24
266
2.77
3.23
265
2.76
3.22
264
2.75
3.21
262
2.74
3.20
261
2.73
3.19
260
2.72
3.18
258
2.71
3.17
257
2.70
3.16
256
2.69
3.15
254
2.68
3.14
253
2.67
3.13
252
2.66
3.12
251
2.65
3.11
249
2.64
3.10
248
2.63
3.09
247
2.62
3.08
246
2.61
3.07
244
2.60
3.06
243
2.59
3.05
242
2.58
3.04
240
2.57
3.03
239
2.56
3.02
238
2.55
3.01
237
2.54
3.00
235
2.53
2.99
234
2.52
2.98
233
2.51
2.97
232
2.50
2.96
230
2.49
2.95
229
2.48
2.94
228
2.47

22

POINTS SCORE
227
2.46
225
2.45
224
2.44
223
2.43
222
2.42
221
2.41
219
2.40
218
2.39
217
2.38
216
2.37
215
2.36
213
2.35
212
2.34
211
2.33
210
2.32
208
2.31
207
2.30
206
2.29
205
2.28
204
2.27
203
2.26
201
2.25
200
2.24
199
2.23
198
2.22
197
2.21
195
2.20
194
2.19
193
2.18
192
2.17
191
2.16
190
2.15
188
2.14
187
2.13
186
2.12
185
2.11
184
2.10
183
2.09
182
2.08
180
2.07
179
2.06
178
2.05
177
2.04
176
2.03
175
2.02
174
2.01
173
2.00

POINTS SCORE POINTS SCORE POINTS
171
1.99
122
1.49
75
170
1.98
121
1.48
74
169
1.97
120
1.47
73
168
1.96
119
1.46
72
167
1.95
118
1.45
71
166
1.94
117
1.43
70
165
1.93
116
1.42
69
164
1.92
115
1.41
68
163
1.91
114
1.40
67
161
1.90
113
1.39
66
160
1.89
112
1.37
65
159
1.88
111
1.36
64
158
1.87
110
1.35
63
157
1.86
109
1.34
62
156
1.85
108
1.33
61
155
1.84
107
1.31
60
154
1.83
106
1.30
59
153
1.82
105
1.29
58
152
1.81
104
1.28
57
151
1.80
103
1.27
56
150
1.79
102
1.25
55
149
1.78
101
1.24
54
147
1.77
100
1.23
53
146
1.76
99
1.22
52
145
1.75
98
1.20
51
144
1.73
97
1.19
50
143
1.72
96
1.18
49
142
1.71
95
1.17
48
141
1.70
94
1.15
47
140
1.69
93
1.14
46
139
1.68
92
1.13
45
138
1.67
91
1.12
44
137
1.66
90
1.10
43
136
1.65
89
1.09
42
135
1.64
88
1.08
41
134
1.63
87
1.06
40
133
1.61
86
1.05
39
132
1.60
85
1.04
38
131
1.59
84
1.03
37
130
1.58
83
1.01
36
129
1.57
82
1.00
35
128
1.56
81
127
1.55
80
126
1.54
79
125
1.53
78
124
1.51
77
123
1.50
76
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ATHLETICS SPORT RULES

Pentathlon Third Event — Shot Put (Score recorded in meters. centimeters)

23

SCORE

POINTS

SCORE

POINTS

SCORE

POINTS

SCORE

POINTS

20.40
20.39
20.38
20.36
20.35
20.33
20.32
20.30
20.29
20.27
20.26
20.25
20.23
20.22
20.20
20.19
20.17
20.16
20.14
20.13
20.12
20.10
20.09
20.07
20.06
20.04
20.03
20.01
20.00
19.98
19.97
19.96
19.94
19.93
19.91
19.90
19.88
19.87
19.85
19.84
19.83
19.81
19.80
19.78
19.77
19.75
19.74
19.72

1200
1199
1198
1197
1196
1195
1194
1193
1192
1191
1190
1189
1188
1187
1186
1185
1184
1183
1182
1181
1180
1179
1178
1177
1176
1175
1174
1173
1172
1171
1170
1169
1168
1167
1166
1165
1164
1163
1162
1161
1160
1159
1158
1157
1156
1155
1154
1153

19.71
19.69
19.68
19.66
19.65
19.64
19.62
19.61
19.59
19.58
19.56
19.55
19.53
19.52
19.50
19.49
19.48
19.46
19.45
19.43
19.42
19.40
19.39
19.37
19.36
19.34
19.33
19.31
19.30
19.29
19.27
19.26
19.24
19.23
19.21
19.20
19.18
19.17
19.15
19.14
19.12
19.11
19.09
19.08
19.07
19.05
19.04
19.02

1152
1151
1150
1149
1148
1147
1146
1145
1144
1143
1142
1141
1140
1139
1138
1137
1136
1135
1134
1133
1132
1131
1130
1129
1128
1127
1126
1125
1124
1123
1122
1121
1120
1119
1118
1117
1116
1115
1114
1113
1112
1111
1110
1109
1108
1107
1106
1105

19.01
18.99
18.98
18.96
18.95
18.93
18.92
18.90
18.89
18.87
18.86
18.84
18.83
18.82
18.80
18.79
18.77
18.76
18.74
18.73
18.71
18.70
18.68
18.67
18.65
18.64
18.62
18.61
18.59
18.58
18.56
18.55
18.54
18.52
18.51
18.49
18.48
18.46
18.45
18.43
18.42
18.40
18.39
18.37
18.36
18.34
18.33
18.31

1104
1103
1102
1101
1100
1099
1098
1097
1096
1095
1094
1093
1092
1091
1090
1089
1088
1087
1086
1085
1084
1083
1082
1081
1080
1079
1078
1077
1076
1075
1074
1073
1072
1071
1070
1069
1068
1067
1066
1065
1064
1063
1062
1061
1060
1059
1058
1057

18.30
18.28
18.27
18.25
18.24
18.22
18.21
18.19
18.18
18.16
18.15
18.14
18.12
18.11
18.09
18.08
18.06
18.05
18.03
18.02
18.00
17.99
17.97
17.96
17.94
17.93
17.91
17.90
17.88
17.87
17.85
17.84
17.82
17.81
17.79
17.78
17.76
17.75
17.73
17.72
17.70
17.69
17.67
17.66
17.64
17.63
17.61
17.60

1056
1055
1054
1053
1052
1051
1050
1049
1048
1047
1046
1045
1044
1043
1042
1041
1040
1039
1038
1037
1036
1035
1034
1033
1032
1031
1030
1029
1028
1027
1026
1025
1024
1023
1022
1021
1020
1019
1018
1017
1016
1015
1014
1013
1012
1011
1010
1009

SCORE
17.58
17.57
17.55
17.54
17.52
17.51
17.49
17.48
17.46
17.45
17.43
17.42
17.40
17.39
17.37
17.36
17.34
17.33
17.31
17.30
17.28
17.27
17.25
17.24
17.22
17.21
17.19
17.18
17.16
17.15
17.13
17.12
17.10
17.09
17.07
17.06
17.04
17.03
17.01
17.00
16.98
16.97
16.95
16.94
16.92
16.91
16.89
16.88

POINTS
1008
1007
1006
1005
1004
1003
1002
1001
1000
999
998
997
996
995
994
993
992
991
990
989
988
987
986
985
984
983
982
981
980
979
978
977
976
975
974
973
972
971
970
969
968
967
966
965
964
963
962
961
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ATHLETICS SPORT RULES

Pentathlon Third Event — Shot Put (Score recorded in meters. centimeters)
SCORE
16.86
16.85
16.83
16.82
16.80
16.78
16.77
16.75
16.74
16.72
16.71
16.69
16.68
16.66
16.65
16.63
16.62
16.60
16.59
16.57
16.56
16.54
16.53
16.51
16.50
16.48
16.47
16.45
16.44
16.42
16.41
16.39
16.38
16.36
16.35
16.33
16.32
16.30
16.29
16.27
16.25
16.24
16.22
16.21
16.19
16.18
16.16
16.15
24

POINTS SCORE
960
16.13
959
16.12
958
16.10
957
16.09
956
16.07
955
16.06
954
16.04
953
16.03
952
16.01
951
16.00
950
15.98
949
15.97
948
15.95
947
15.93
946
15.92
945
15.90
944
15.89
943
15.87
942
15.86
941
15.84
940
15.83
939
15.81
938
15.80
937
15.78
936
15.77
935
15.75
934
15.74
933
15.72
932
15.71
931
15.69
930
15.67
929
15.66
928
15.64
927
15.63
926
15.61
925
15.60
924
15.58
923
15.57
922
15.55
921
15.54
920
15.52
919
15.51
918
15.49
917
15.48
916
15.46
915
15.44
914
15.43
913
15.41

POINTS SCORE
912
15.40
911
15.38
910
15.37
909
15.35
908
15.34
907
15.32
906
15.31
905
15.29
904
15.28
903
15.26
902
15.24
901
15.23
900
15.21
899
15.20
898
15.18
897
15.17
896
15.15
895
15.14
894
15.12
893
15.11
892
15.09
891
15.08
890
15.06
889
15.04
888
15.03
887
15.01
886
15.00
885
14.98
884
14.97
883
14.95
882
14.94
881
14.92
880
14.91
879
14.89
878
14.87
877
14.86
876
14.84
875
14.83
874
14.81
873
14.80
872
14.78
871
14.77
870
14.75
869
14.74
868
14.72
867
14.71
866
14.69
865
14.68

POINTS SCORE POINTS SCORE
864
14.66
816
13.91
863
14.64
815
13.90
862
14.63
814
13.88
861
14.61
813
13.86
860
14.60
812
13.85
859
14.58
811
13.83
858
14.57
810
13.82
857
14.55
809
13.80
856
14.54
808
13.79
855
14.52
807
13.77
854
14.50
806
13.75
853
14.49
805
13.74
852
14.47
804
13.72
851
14.46
803
13.71
850
14.44
802
13.69
849
14.43
801
13.68
848
14.41
800
13.66
847
14.40
799
13.64
846
14.38
798
13.63
845
14.36
797
13.61
844
14.35
796
13.60
843
14.33
795
13.58
842
14.32
794
13.57
841
14.30
793
13.55
840
14.29
792
13.53
839
14.27
791
13.52
838
14.26
790
13.50
837
14.24
789
13.49
836
14.22
788
13.47
835
14.21
787
13.46
834
14.19
786
13.44
833
14.18
785
13.42
832
14.16
784
13.41
831
14.15
783
13.39
830
14.13
782
13.38
829
14.11
781
13.36
828
14.10
780
13.34
827
14.08
779
13.33
826
14.07
778
13.31
825
14.05
777
13.30
824
14.04
776
13.28
823
14.02
775
13.27
822
14.01
774
13.25
821
13.99
773
13.23
820
13.97
772
13.22
819
13.96
771
13.20
818
13.94
770
13.19
817
13.93
769
13.17

POINTS
768
767
766
765
764
763
762
761
760
759
758
757
756
755
754
753
752
751
750
749
748
747
746
745
744
743
742
741
740
739
738
737
736
735
734
733
732
731
730
729
728
727
726
725
724
723
722
721

VERSION: June 2018
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ATHLETICS SPORT RULES

Pentathlon Third Event — Shot Put (Score recorded in meters. centimeters)
SCORE POINTS SCORE
13.16
720
12.39
13.14
719
12.38
13.12
718
12.36
13.11
717
12.34
13.09
716
12.33
13.08
715
12.31
13.06
714
12.30
13.04
713
12.28
13.03
712
12.26
13.01
711
12.25
13.00
710
12.23
12.98
709
12.22
12.97
708
12.20
12.95
707
12.18
12.93
706
12.17
12.92
705
12.15
12.90
704
12.14
12.89
703
12.12
12.87
702
12.10
12.85
701
12.09
12.84
700
12.07
12.82
699
12.06
12.81
698
12.04
12.79
697
12.02
12.77
696
12.01
12.76
695
11.99
12.74
694
11.97
12.73
693
11.96
12.71
692
11.94
12.69
691
11.93
12.68
690
11.91
12.66
689
11.89
12.65
688
11.88
12.63
687
11.86
12.62
686
11.85
12.60
685
11.83
12.58
684
11.81
12.57
683
11.80
12.55
682
11.78
12.54
681
11.77
12.52
680
11.75
12.50
679
11.73
12.49
678
11.72
12.47
677
11.70
12.46
676
11.68
12.44
675
11.67
12.42
674
11.65
12.41
673
11.64
25

POINTS SCORE
672
11.62
671
11.60
670
11.59
669
11.57
668
11.56
667
11.54
666
11.52
665
11.51
664
11.49
663
11.47
662
11.46
661
11.44
660
11.43
659
11.41
658
11.39
657
11.38
656
11.36
655
11.35
654
11.33
653
11.31
652
11.30
651
11.28
650
11.26
649
11.25
648
11.23
647
11.22
646
11.20
645
11.18
644
11.17
643
11.15
642
11.13
641
11.12
640
11.10
639
11.09
638
11.07
637
11.05
636
11.04
635
11.02
634
11.00
633
10.99
632
10.97
631
10.95
630
10.94
629
10.92
628
10.91
627
10.89
626
10.87
625
10.86

POINTS SCORE POINTS SCORE POINTS
624
10.84
576
10.05
528
623
10.82
575
10.04
527
622
10.81
574
10.02
526
621
10.79
573
10.00
525
620
10.78
572
9.99
524
619
10.76
571
9.97
523
618
10.74
570
9.95
522
617
10.73
569
9.94
521
616
10.71
568
9.92
520
615
10.69
567
9.90
519
614
10.68
566
9.89
518
613
10.66
565
9.87
517
612
10.64
564
9.85
516
611
10.63
563
9.84
515
610
10.61
562
9.82
514
609
10.60
561
9.80
513
608
10.58
560
9.79
512
607
10.56
559
9.77
511
606
10.55
558
9.76
510
605
10.53
557
9.74
509
604
10.51
556
9.72
508
603
10.50
555
9.71
507
602
10.48
554
9.69
506
601
10.46
553
9.67
505
600
10.45
552
9.66
504
599
10.43
551
9.64
503
598
10.42
550
9.62
502
597
10.40
549
9.61
501
596
10.38
548
9.59
500
595
10.37
547
9.57
499
594
10.35
546
9.56
498
593
10.33
545
9.54
497
592
10.32
544
9.52
496
591
10.30
543
9.51
495
590
10.28
542
9.49
494
589
10.27
541
9.47
493
588
10.25
540
9.46
492
587
10.23
539
9.44
491
586
10.22
538
9.42
490
585
10.20
537
9.41
489
584
10.18
536
9.39
488
583
10.17
535
9.37
487
582
10.15
534
9.36
486
581
10.14
533
9.34
485
580
10.12
532
9.32
484
579
10.10
531
9.31
483
578
10.09
530
9.29
482
577
10.07
529
9.27
481
VERSION: June 2018
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ATHLETICS SPORT RULES

Pentathlon Third Event — Shot Put (Score recorded in meters. centimeters)
SCORE
9.26
9.24
9.22
9.21
9.19
9.17
9.16
9.14
9.12
9.11
9.09
9.07
9.06
9.04
9.02
9.01
8.99
8.97
8.96
8.94
8.92
8.91
8.89
8.87
8.85
8.84
8.82
8.80
8.79
8.77
8.75
8.74
8.72
8.70
8.69
8.67
8.65
8.64
8.62
8.60
8.59
8.57
8.55
8.54
8.52
8.50
8.48
8.47

26

POINTS
480
479
478
477
476
475
474
473
472
471
470
469
468
467
466
465
464
463
462
461
460
459
458
457
456
455
454
453
452
451
450
449
448
447
446
445
444
443
442
441
440
439
438
437
436
435
434
433

SCORE
8.45
8.43
8.42
8.40
8.38
8.37
8.35
8.33
8.32
8.30
8.28
8.26
8.25
8.23
8.21
8.20
8.18
8.16
8.15
8.13
8.11
8.10
8.08
8.06
8.04
8.03
8.01
7.99
7.98
7.96
7.94
7.93
7.91
7.89
7.87
7.86
7.84
7.82
7.81
7.79
7.77
7.76
7.74
7.72
7.70
7.69
7.67
7.65

POINTS
432
431
430
429
428
427
426
425
424
423
422
421
420
419
418
417
416
415
414
413
412
411
410
409
408
407
406
405
404
403
402
401
400
399
398
397
396
395
394
393
392
391
390
389
388
387
386
385

SCORE
7.64
7.62
7.60
7.58
7.57
7.55
7.53
7.52
7.50
7.48
7.47
7.45
7.43
7.41
7.40
7.38
7.36
7.35
7.33
7.31
7.29
7.28
7.26
7.24
7.23
7.21
7.19
7.17
7.16
7.14
7.12
7.10
7.09
7.07
7.05
7.04
7.02
7.00
6.98
6.97
6.95
6.93
6.92
6.90
6.88
6.86
6.85
6.83

POINTS
384
383
382
381
380
379
378
377
376
375
374
373
372
371
370
369
368
367
366
365
364
363
362
361
360
359
358
357
356
355
354
353
352
351
350
349
348
347
346
345
344
343
342
341
340
339
338
337

SCORE
6.81
6.79
6.78
6.76
6.74
6.73
6.71
6.69
6.67
6.66
6.64
6.62
6.60
6.59
6.57
6.55
6.53
6.52
6.50
6.48
6.47
6.45
6.43
6.41
6.40
6.38
6.36
6.34
6.33
6.31
6.29
6.27
6.26
6.24
6.22
6.20
6.19
6.17
6.15
6.13
6.12
6.10
6.08
6.06
6.05
6.03
6.01
5.99

POINTS
336
335
334
333
332
331
330
329
328
327
326
325
324
323
322
321
320
319
318
317
316
315
314
313
312
311
310
309
308
307
306
305
304
303
302
301
300
299
298
297
296
295
294
293
292
291
290
289

SCORE
5.98
5.96
5.94
5.93
5.91
5.89
5.87
5.85
5.84
5.82
5.80
5.78
5.77
5.75
5.73
5.71
5.70
5.68
5.66
5.64
5.63
5.61
5.59
5.57
5.56
5.54
5.52
5.50
5.49
5.47
5.45
5.43
5.42
5.40
5.38
5.36
5.35
5.33
5.31
5.29
5.27
5.26
5.24
5.22
5.20
5.19
5.17
5.15

POINTS
288
287
286
285
284
283
282
281
280
279
278
277
276
275
274
273
272
271
270
269
268
267
266
265
264
263
262
261
260
259
258
257
256
255
254
253
252
251
250
249
248
247
246
245
244
243
242
241
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ATHLETICS SPORT RULES

Pentathlon Third Event — Shot Put (Score recorded in meters. centimeters)
SCORE POINTS SCORE
5.13
240
4.28
5.12
239
4.26
5.10
238
4.24
5.08
237
4.22
5.06
236
4.21
5.04
235
4.19
5.03
234
4.17
5.01
233
4.15
4.99
232
4.13
4.97
231
4.12
4.96
230
4.10
4.94
229
4.08
4.92
228
4.06
4.90
227
4.04
4.88
226
4.03
4.87
225
4.01
4.85
224
3.99
4.83
223
3.97
4.81
222
3.95
4.80
221
3.94
4.78
220
3.92
4.76
219
3.90
4.74
218
3.88
4.72
217
3.86
4.71
216
3.85
4.69
215
3.83
4.67
214
3.81
4.65
213
3.79
4.64
212
3.77
4.62
211
3.76
4.60
210
3.74
4.58
209
3.72
4.56
208
3.70
4.55
207
3.68
4.53
206
3.67
4.51
205
3.65
4.49
204
3.63
4.47
203
3.61
4.46
202
3.59
4.44
201
3.57
4.42
200
3.56
4.40
199
3.54
4.39
198
3.52
4.37
197
3.50
4.35
196
3.48
4.33
195
3.47
4.31
194
3.45
4.30
193
3.43
27

POINTS SCORE
192
3.41
191
3.39
190
3.38
189
3.36
188
3.34
187
3.32
186
3.30
185
3.28
184
3.27
183
3.25
182
3.23
181
3.21
180
3.19
179
3.17
178
3.16
177
3.14
176
3.12
175
3.10
174
3.08
173
3.07
172
3.05
171
3.03
170
3.01
169
2.99
168
2.97
167
2.96
166
2.94
165
2.92
164
2.90
163
2.88
162
2.86
161
2.85
160
2.83
159
2.81
158
2.79
157
2.77
156
2.75
155
2.74
154
2.72
153
2.70
152
2.68
151
2.66
150
2.64
149
2.63
148
2.61
147
2.59
146
2.57
145
2.55

POINTS SCORE POINTS SCORE POINTS
144
2.53
96
1.64
48
143
2.52
95
1.62
47
142
2.50
94
1.61
46
141
2.48
93
1.59
45
140
2.46
92
1.57
44
139
2.44
91
1.55
43
138
2.42
90
1.53
42
137
2.40
89
1.51
41
136
2.39
88
1.49
40
135
2.37
87
1.47
39
134
2.35
86
1.46
38
133
2.33
85
1.44
37
132
2.31
84
1.42
36
131
2.29
83
1.40
35
130
2.28
82
1.38
34
129
2.26
81
1.36
33
128
2.24
80
1.34
32
127
2.22
79
1.32
31
126
2.20
78
1.31
30
125
2.18
77
1.29
29
124
2.16
76
1.27
28
123
2.15
75
1.25
27
122
2.13
74
1.23
26
121
2.11
73
1.21
25
120
2.09
72
1.19
24
119
2.07
71
1.17
23
118
2.05
70
1.16
22
117
2.03
69
1.14
21
116
2.01
68
1.12
20
115
2.00
67
1.10
19
114
1.98
66
1.08
18
113
1.96
65
1.06
17
112
1.94
64
1.04
16
111
1.92
63
1.02
15
110
1.90
62
1.01
14
109
1.89
61
0.99
13
108
1.87
60
0.97
12
107
1.85
59
0.95
11
106
1.83
58
0.93
10
105
1.81
57
0.91
9
104
1.79
56
0.89
8
103
1.77
55
0.87
7
102
1.75
54
0.85
6
101
1.74
53
0.84
5
100
1.72
52
0.82
4
99
1.70
51
0.80
3
98
1.68
50
0.78
2
97
1.66
49
0.76
1
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ATHLETICS SPORT RULES

Pentathlon Fourth Event – High Jump (Score recorded in meters. centimeters)
SCORE POINTS SCORE POINTS SCORE
2.29
1200
1.82
799
1.35
2.28
1191
1.81
791
1.34
2.27
1182
1.80
783
1.33
2.26
1173
1.79
775
1.32
2.25
1164
1.78
767
1.31
2.24
1155
1.77
759
1.30
2.23
1146
1.76
751
1.29
2.22
1138
1.75
743
1.28
2.21
1129
1.74
735
1.27
2.20
1120
1.73
727
1.26
2.19
1111
1.72
719
1.25
2.18
1102
1.71
711
1.24
2.17
1094
1.70
703
1.23
2.16
1085
1.69
695
1.22
2.15
1076
1.68
688
1.21
2.14
1068
1.67
680
1.20
2.13
1059
1.66
672
1.19
2.12
1050
1.65
664
1.18
2.11
1042
1.64
656
1.17
2.10
1033
1.63
649
1.16
2.09
1025
1.62
641
1.15
2.08
1016
1.61
633
1.14
2.07
1007
1.60
625
1.13
2.06
999
1.59
618
1.12
2.05
990
1.58
610
1.11
2.04
982
1.57
602
1.10
2.03
973
1.56
595
1.09
2.02
965
1.55
587
1.08
2.01
957
1.54
579
1.07
2.00
948
1.53
572
1.06
1.99
940
1.52
564
1.05
1.98
931
1.51
556
1.04
1.97
923
1.50
549
1.03
1.96
915
1.49
541
1.02
1.95
906
1.48
534
1.01
1.94
898
1.47
526
1.00
1.93
890
1.46
519
0.99
1.92
881
1.45
511
0.98
1.91
873
1.44
504
0.97
1.90
865
1.43
497
0.96
1.89
857
1.42
489
0.95
1.88
848
1.41
482
0.94
1.87
840
1.40
474
0.93
1.86
832
1.39
467
0.92
1.85
824
1.38
460
0.91
1.84
816
1.37
452
0.90
1.83
808
1.36
445
28

POINTS
438
430
423
416
409
401
394
387
380
373
366
359
351
344
337
330
323
316
309
302
295
288
282
275
268
261
254
247
240
234
227
220
213
207
200
193
187
180
173
167
160
153
147
140
134
127

VERSION: June 2018
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ATHLETICS SPORT RULES

Pentathlon Fifth Event — 400 Meter Race (Score recorded in seconds. hundredths)
SCORE POINTS SCORE
45.40
1200
46.31
45.41
1199
46.33
45.43
1198
46.35
45.45
1197
46.37
45.47
1196
46.39
45.49
1195
46.41
45.51
1194
46.43
45.53
1193
46.45
45.55
1192
46.47
45.57
1191
46.49
45.58
1190
46.51
45.60
1189
46.53
45.62
1188
46.55
45.64
1187
46.57
45.66
1186
46.59
45.68
1185
46.61
45.70
1184
46.62
45.72
1183
46.64
45.74
1182
46.66
45.76
1181
46.68
45.78
1180
46.70
45.79
1179
46.72
45.81
1178
46.74
45.83
1177
46.76
45.85
1176
46.78
45.87
1175
46.80
45.89
1174
46.82
45.91
1173
46.84
45.93
1172
46.86
45.95
1171
46.88
45.97
1170
46.90
45.99
1169
46.92
46.01
1168
46.94
46.02
1167
46.96
46.04
1166
46.98
46.06
1165
47.00
46.08
1164
47.02
46.10
1163
47.04
46.12
1162
47.06
46.14
1161
47.08
46.16
1160
47.10
46.18
1159
47.12
46.20
1158
47.14
46.22
1157
47.16
46.24
1156
47.18
46.26
1155
47.20
46.28
1154
47.22
46.29
1153
47.23
29

POINTS SCORE
1152
47.25
1151
47.27
1150
47.29
1149
47.31
1148
47.33
1147
47.35
1146
47.37
1145
47.39
1144
47.41
1143
47.43
1142
47.45
1141
47.47
1140
47.49
1139
47.51
1138
47.53
1137
47.55
1136
47.57
1135
47.59
1134
47.61
1133
47.63
1132
47.65
1131
47.67
1130
47.69
1129
47.71
1128
47.73
1127
47.75
1126
47.77
1125
47.79
1124
47.81
1123
47.83
1122
47.85
1121
47.87
1120
47.90
1119
47.92
1118
47.94
1117
47.96
1116
47.98
1115
48.00
1114
48.02
1113
48.04
1112
48.06
1111
48.08
1110
48.10
1109
48.12
1108
48.14
1107
48.16
1106
48.18
1105
48.20

POINTS SCORE POINTS SCORE POINTS
1104
48.22
1056
49.21
1008
1103
48.24
1055
49.23
1007
1102
48.26
1054
49.25
1006
1101
48.28
1053
49.27
1005
1100
48.30
1052
49.29
1004
1099
48.32
1051
49.31
1003
1098
48.34
1050
49.34
1002
1097
48.36
1049
49.36
1001
1096
48.38
1048
49.38
1000
1095
48.40
1047
49.40
999
1094
48.42
1046
49.42
998
1093
48.44
1045
49.44
997
1092
48.46
1044
49.46
996
1091
48.49
1043
49.48
995
1090
48.51
1042
49.50
994
1089
48.53
1041
49.52
993
1088
48.55
1040
49.55
992
1087
48.57
1039
49.57
991
1086
48.59
1038
49.59
990
1085
48.61
1037
49.61
989
1084
48.63
1036
49.63
988
1083
48.65
1035
49.65
987
1082
48.67
1034
49.67
986
1081
48.69
1033
49.69
985
1080
48.71
1032
49.72
984
1079
48.73
1031
49.74
983
1078
48.75
1030
49.76
982
1077
48.77
1029
49.78
981
1076
48.79
1028
49.80
980
1075
48.81
1027
49.82
979
1074
48.84
1026
49.84
978
1073
48.86
1025
49.86
977
1072
48.88
1024
49.89
976
1071
48.90
1023
49.91
975
1070
48.92
1022
49.93
974
1069
48.94
1021
49.95
973
1068
48.96
1020
49.97
972
1067
48.98
1019
49.99
971
1066
49.00
1018
50.01
970
1065
49.02
1017
50.04
969
1064
49.04
1016
50.06
968
1063
49.06
1015
50.08
967
1062
49.08
1014
50.10
966
1061
49.11
1013
50.12
965
1060
49.13
1012
50.14
964
1059
49.15
1011
50.16
963
1058
49.17
1010
50.19
962
1057
49.19
1009
50.21
961
VERSION: June 2018
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ATHLETICS SPORT RULES

Pentathlon Fifth Event — 400 Meter Race (Score recorded in seconds. hundredths)
SCORE POINTS SCORE
50.23
960
51.28
50.25
959
51.30
50.27
958
51.32
50.29
957
51.34
50.31
956
51.37
50.34
955
51.39
50.36
954
51.41
50.38
953
51.43
50.40
952
51.45
50.42
951
51.48
50.44
950
51.50
50.47
949
51.52
50.49
948
51.54
50.51
947
51.57
50.53
946
51.59
50.55
945
51.61
50.57
944
51.63
50.60
943
51.66
50.62
942
51.68
50.64
941
51.70
50.66
940
51.72
50.68
939
51.75
50.70
938
51.77
50.73
937
51.79
50.75
936
51.81
50.77
935
51.84
50.79
934
51.86
50.81
933
51.88
50.84
932
51.90
50.86
931
51.93
50.88
930
51.95
50.90
929
51.97
50.92
928
51.99
50.95
927
52.02
50.97
926
52.04
50.99
925
52.06
51.01
924
52.09
51.03
923
52.11
51.06
922
52.13
51.08
921
52.15
51.10
920
52.18
51.12
919
52.20
51.14
918
52.22
51.17
917
52.24
51.19
916
52.27
51.21
915
52.29
51.23
914
52.31
51.25
913
52.34
30

POINTS SCORE
912
52.36
911
52.38
910
52.40
909
52.43
908
52.45
907
52.47
906
52.50
905
52.52
904
52.54
903
52.57
902
52.59
901
52.61
900
52.64
899
52.66
898
52.68
897
52.70
896
52.73
895
52.75
894
52.77
893
52.80
892
52.82
891
52.84
890
52.87
889
52.89
888
52.91
887
52.94
886
52.96
885
52.98
884
53.01
883
53.03
882
53.05
881
53.08
880
53.10
879
53.12
878
53.15
877
53.17
876
53.19
875
53.22
874
53.24
873
53.27
872
53.29
871
53.31
870
53.34
869
53.36
868
53.38
867
53.41
866
53.43
865
53.45

POINTS SCORE POINTS SCORE POINTS
864
53.48
816
54.64
768
863
53.50
815
54.66
767
862
53.53
814
54.69
766
861
53.55
813
54.71
765
860
53.57
812
54.74
764
859
53.60
811
54.76
763
858
53.62
810
54.79
762
857
53.64
809
54.81
761
856
53.67
808
54.84
760
855
53.69
807
54.86
759
854
53.72
806
54.88
758
853
53.74
805
54.91
757
852
53.76
804
54.93
756
851
53.79
803
54.96
755
850
53.81
802
54.98
754
849
53.84
801
55.01
753
848
53.86
800
55.03
752
847
53.88
799
55.06
751
846
53.91
798
55.08
750
845
53.93
797
55.11
749
844
53.96
796
55.13
748
843
53.98
795
55.16
747
842
54.00
794
55.18
746
841
54.03
793
55.21
745
840
54.05
792
55.23
744
839
54.08
791
55.26
743
838
54.10
790
55.28
742
837
54.12
789
55.31
741
836
54.15
788
55.33
740
835
54.17
787
55.36
739
834
54.20
786
55.38
738
833
54.22
785
55.41
737
832
54.25
784
55.44
736
831
54.27
783
55.46
735
830
54.29
782
55.49
734
829
54.32
781
55.51
733
828
54.34
780
55.54
732
827
54.37
779
55.56
731
826
54.39
778
55.59
730
825
54.42
777
55.61
729
824
54.44
776
55.64
728
823
54.47
775
55.66
727
822
54.49
774
55.69
726
821
54.51
773
55.71
725
820
54.54
772
55.74
724
819
54.56
771
55.77
723
818
54.59
770
55.79
722
817
54.61
769
55.82
721
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ATHLETICS SPORT RULES

Pentathlon Fifth Event — 400 Meter Race (Score recorded in seconds. hundredths)
SCORE POINTS SCORE
55.84
720
57.10
55.87
719
57.13
55.89
718
57.15
55.92
717
57.18
55.95
716
57.21
55.97
715
57.23
56.00
714
57.26
56.02
713
57.29
56.05
712
57.31
56.07
711
57.34
56.10
710
57.37
56.13
709
57.39
56.15
708
57.42
56.18
707
57.45
56.20
706
57.48
56.23
705
57.50
56.26
704
57.53
56.28
703
57.56
56.31
702
57.58
56.33
701
57.61
56.36
700
57.64
56.39
699
57.67
56.41
698
57.69
56.44
697
57.72
56.46
696
57.75
56.49
695
57.78
56.52
694
57.80
56.54
693
57.83
56.57
692
57.86
56.60
691
57.89
56.62
690
57.91
56.65
689
57.94
56.67
688
57.97
56.70
687
58.00
56.73
686
58.02
56.75
685
58.05
56.78
684
58.08
56.81
683
58.11
56.83
682
58.13
56.86
681
58.16
56.89
680
58.19
56.91
679
58.22
56.94
678
58.25
56.97
677
58.27
56.99
676
58.30
57.02
675
58.33
57.05
674
58.36
57.07
673
58.39
31

POINTS SCORE
672
58.41
671
58.44
670
58.47
669
58.50
668
58.53
667
58.55
666
58.58
665
58.61
664
58.64
663
58.67
662
58.70
661
58.72
660
58.75
659
58.78
658
58.81
657
58.84
656
58.87
655
58.90
654
58.92
653
58.95
652
58.98
651
59.01
650
59.04
649
59.07
648
59.10
647
59.13
646
59.15
645
59.18
644
59.21
643
59.24
642
59.27
641
59.30
640
59.33
639
59.36
638
59.39
637
59.41
636
59.44
635
59.47
634
59.50
633
59.53
632
59.56
631
59.59
630
59.62
629
59.65
628
59.68
627
59.71
626
59.74
625
59.77

POINTS SCORE POINTS SCORE POINTS
624
59.80
576
61.26
528
623
59.83
575
61.29
527
622
59.86
574
61.32
526
621
59.89
573
61.35
525
620
59.92
572
61.38
524
619
59.94
571
61.42
523
618
59.97
570
61.45
522
617
60.00
569
61.48
521
616
60.03
568
61.51
520
615
60.06
567
61.54
519
614
60.09
566
61.57
518
613
60.12
565
61.61
517
612
60.15
564
61.64
516
611
60.18
563
61.67
515
610
60.21
562
61.70
514
609
60.24
561
61.73
513
608
60.27
560
61.77
512
607
60.30
559
61.80
511
606
60.33
558
61.83
510
605
60.37
557
61.86
509
604
60.40
556
61.89
508
603
60.43
555
61.93
507
602
60.46
554
61.96
506
601
60.49
553
61.99
505
600
60.52
552
62.02
504
599
60.55
551
62.06
503
598
60.58
550
62.09
502
597
60.61
549
62.12
501
596
60.64
548
62.15
500
595
60.67
547
62.19
499
594
60.70
546
62.22
498
593
60.73
545
62.25
497
592
60.76
544
62.28
496
591
60.79
543
62.32
495
590
60.82
542
62.35
494
589
60.85
541
62.38
493
588
60.88
540
62.42
492
587
60.92
539
62.45
491
586
60.95
538
62.48
490
585
60.98
537
62.52
489
584
61.01
536
62.55
488
583
61.04
535
62.58
487
582
61.07
534
62.61
486
581
61.10
533
62.65
485
580
61.13
532
62.68
484
579
61.16
531
62.71
483
578
61.20
530
62.75
482
577
61.23
529
62.78
481
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ATHLETICS SPORT RULES

Pentathlon Fifth Event — 400 Meter Race (Score recorded in seconds. hundredths)
SCORE POINTS SCORE
62.81
480
64.49
62.85
479
64.52
62.88
478
64.56
62.92
477
64.60
62.95
476
64.63
62.98
475
64.67
63.02
474
64.71
63.05
473
64.74
63.08
472
64.78
63.12
471
64.82
63.15
470
64.85
63.19
469
64.89
63.22
468
64.93
63.26
467
64.96
63.29
466
65.00
63.32
465
65.04
63.36
464
65.08
63.39
463
65.11
63.43
462
65.15
63.46
461
65.19
63.50
460
65.23
63.53
459
65.26
63.57
458
65.30
63.60
457
65.34
63.64
456
65.38
63.67
455
65.41
63.70
454
65.45
63.74
453
65.49
63.77
452
65.53
63.81
451
65.57
63.84
450
65.60
63.88
449
65.64
63.92
448
65.68
63.95
447
65.72
63.99
446
65.76
64.02
445
65.80
64.06
444
65.84
64.09
443
65.87
64.13
442
65.91
64.16
441
65.95
64.20
440
65.99
64.24
439
66.03
64.27
438
66.07
64.31
437
66.11
64.34
436
66.15
64.38
435
66.19
64.41
434
66.23
64.45
433
66.27
32

POINTS SCORE
432
66.31
431
66.35
430
66.39
429
66.43
428
66.47
427
66.51
426
66.55
425
66.59
424
66.63
423
66.67
422
66.71
421
66.75
420
66.79
419
66.83
418
66.87
417
66.91
416
66.95
415
66.99
414
67.03
413
67.08
412
67.12
411
67.16
410
67.20
409
67.24
408
67.28
407
67.33
406
67.37
405
67.41
404
67.45
403
67.49
402
67.54
401
67.58
400
67.62
399
67.66
398
67.71
397
67.75
396
67.79
395
67.84
394
67.88
393
67.92
392
67.97
391
68.01
390
68.05
389
68.10
388
68.14
387
68.18
386
68.23
385
68.27

POINTS SCORE POINTS SCORE POINTS
384
68.32
336
72.42
288
383
68.36
335
72.62
287
382
68.41
334
72.83
286
381
68.45
333
73.03
285
380
68.50
332
73.23
284
379
68.54
331
73.44
283
378
68.59
330
73.64
282
377
68.63
329
73.85
281
376
68.68
328
74.06
280
375
68.72
327
74.26
279
374
68.77
326
74.47
278
373
68.81
325
74.68
277
372
68.86
324
74.89
276
371
68.90
323
75.09
275
370
68.95
322
75.30
274
369
69.00
321
75.51
273
368
69.04
320
75.72
272
367
69.09
319
75.93
271
366
69.14
318
76.14
270
365
69.18
317
76.35
269
364
69.23
316
76.56
268
363
69.28
315
76.77
267
362
69.32
314
76.98
266
361
69.37
313
77.19
265
360
69.42
312
77.41
264
359
69.47
311
77.62
263
358
69.51
310
77.83
262
357
69.56
309
78.05
261
356
69.61
308
78.26
260
355
69.66
307
78.47
259
354
69.71
306
78.69
258
353
69.75
305
78.90
257
352
69.80
304
79.12
256
351
69.85
303
79.34
255
350
69.90
302
79.55
254
349
69.95
301
79.77
253
348
70.00
300
79.99
252
347
70.20
299
80.20
251
346
70.40
298
80.42
250
345
70.60
297
80.64
249
344
70.80
296
80.86
248
343
71.00
295
81.08
247
342
71.20
294
81.30
246
341
71.40
293
81.52
245
340
71.61
292
81.74
244
339
71.81
291
81.96
243
338
72.01
290
82.18
242
337
72.21
289
82.41
241
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ATHLETICS SPORT RULES

Pentathlon Fifth Event — 400 Meter Race (Score recorded in seconds. hundredths)
SCORE
82.63
82.85
83.07
83.30
83.52
83.75
83.97
84.20
84.43
84.65
84.88
85.11
85.34
85.57
85.79
86.02
86.25
86.49
86.72
86.95
87.18
87.41
87.65
87.88
88.12
88.35
88.59
88.82
89.06
89.30
89.54
89.77
90.01
90.25
90.49
90.73
90.97
91.22
91.46
91.70
91.95
92.19
92.43
92.68
92.93
93.17
93.42
93.67

33

POINTS
240
239
238
237
236
235
234
233
232
231
230
229
228
227
226
225
224
223
222
221
220
219
218
217
216
215
214
213
212
211
210
209
208
207
206
205
204
203
202
201
200
199
198
197
196
195
194
193

SCORE
93.92
94.17
94.42
94.67
94.92
95.17
95.42
95.68
95.93
96.18
96.44
96.70
96.95
97.21
97.47
97.73
97.99
98.25
98.51
98.77
99.03
99.30
99.56
99.83
100.09
100.36
100.62
100.89
101.16
101.43
101.70
101.97
102.25
102.52
102.79
103.07
103.34
103.62
103.90
104.17
104.45
104.73
105.02
105.30
105.58
105.86
106.15
106.43

POINTS
192
191
190
189
188
187
186
185
184
183
182
181
180
179
178
177
176
175
174
173
172
171
170
169
168
167
166
165
164
163
162
161
160
159
158
157
156
155
154
153
152
151
150
149
148
147
146
145

SCORE
106.72
107.01
107.30
107.59
107.88
108.17
108.46
108.76
109.05
109.35
109.64
109.94
110.24
110.54
110.84
111.15
111.45
111.76
112.06
112.37
112.68
112.99
113.30
113.61
113.93
114.24
114.56
114.88
115.19
115.51
115.84
116.16
116.48
116.81
117.14
117.47
117.80
118.13
118.46
118.80
119.13
119.47
119.81
120.15
120.50
120.84
121.19
121.54

POINTS
144
143
142
141
140
139
138
137
136
135
134
133
132
131
130
129
128
127
126
125
124
123
122
121
120
119
118
117
116
115
114
113
112
111
110
109
108
107
106
105
104
103
102
101
100
99
98
97

SCORE
121.89
122.24
122.59
122.95
123.31
123.67
124.03
124.39
124.76
125.12
125.49
125.87
126.24
126.62
126.99
127.38
127.76
128.14
128.53
128.92
129.31
129.71
130.11
130.51
130.91
131.33
131.73
132.14
132.56
132.98
133.40
133.82
134.23
134.68
135.11
135.55
135.99
136.44
136.88
137.34
137.79
138.25
138.71
139.18
139.66
140.14
140.62
141.10

POINTS
96
95
94
93
92
91
90
89
88
87
86
85
84
83
82
81
80
79
78
77
76
75
74
73
72
71
70
69
68
67
66
65
64
63
62
61
60
59
58
57
56
55
54
53
52
51
50
49

SCORE
141.59
142.09
142.59
143.10
143.61
144.13
144.65
145.18
145.72
146.26
146.81
147.37
147.93
148.50
149.08
149.67
150.27
150.87
151.49
152.11
152.75
153.40
154.06
154.73
155.41
156.11
156.82
157.55
158.29
159.05
159.83
160.64
161.46
162.31
163.18
164.09
165.02
166.00
167.02
168.08
169.20
170.38
171.64
172.99
174.45
176.07
177.90
180.00

POINTS
48
47
46
45
44
43
42
41
40
39
38
37
36
35
34
33
32
31
30
29
28
27
26
25
24
23
22
21
20
19
18
17
16
15
14
13
12
11
10
9
8
7
6
5
4
3
2
1
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Planning an Athletics Training & Competition Season
Selecting Team Members
Athletics Athletes Skills Assessment

The sports skills assessment chart is a systematic method useful to determine the skill ability of an athlete. The Athletics
Skills Assessment Card is designed to assist coaches in determining athletes’ ability levels in athletics before they begin
participation. Coaches will find this assessment a useful tool for several reasons.
1.
2.
3.
4.
5.

Help coach to determine with the athlete in which events he/she will compete
Establish the baseline training areas of athletes
Assist coaches to group athletes of similar ability in training teams
Measure the athletes’ progression
Help determine athletes’ daily training schedule

Before administering the assessment coaches need to perform the following analysis when observing the athlete.


Become familiar with each of the tasks listed under the major skills



Have an accurate visual picture of each task



Have observed a skilled performer executing the skill.

When administering the assessment, coaches will have a better opportunity in getting the best analysis from their
athletes. Always begin by explaining the skill you would like to observe. When possible, demonstrate the skill.

1
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Planning an Athletics Training & Competition Season
Selecting Team Members
Special Olympics Athletics Skills Assessment Card
Athlete’s Name

Date

Coach’s Name

Date

Instructions
1. Have the athlete perform the skill several times.
2. If the athlete performs the skill correctly 3 out of 5 times, check the box next to the skill to indicate that the skill
has been accomplished.

Sprints
Athlete can perform a stand-up sprint start
Demonstrates ability to start and finish a sprint event
Demonstrates proper sprinting form
Takes relaxed "On Your Mark" position in the starting blocks
Takes balanced "Set" position in the starting blocks
Performs a sprint start out of the starting position upon hearing start command
Sprints under control
Performs a stand-up start
Has good foot speed
Likes to run fast
Hurdles
Attempts to step over a low barrier
Demonstrates the ability to step over a low obstacle while running
Demonstrates flexibility in hips
Demonstrates ability to start and finish a sprint
Likes running over barriers

Special Olympics Athletics Coaching Guide
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Planning an Athletics Training & Competition Season
Selecting Team Members

Relays
Receives baton in a visual pass
Performs an upsweep/palm down baton pass
Performs a downsweep/palm up baton pass
Performs baton pass in exchange zone
Runs designated leg of relay race in proper manner
Runs to teammate in proper lane
Runs in lane while reaching back with designated arm
Can run to teammate with baton
Runs in lane while looking back at incoming runner
Can run 100M
Can run 400M
Likes running relays with teammates
Middle Distance
Can run for 3 minutes at a steady pace
Can run for 30 seconds at a fast pace
Likes running 2-4 laps around track
Long Distance
Runs in balanced and erect posture
Demonstrates correct distance running form
Demonstrates ability to start and finish a 1600M race
Demonstrates ability to run at a certain pace

3
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Planning an Athletics Training & Competition Season
Selecting Team Members

Running Long Jump
Performs a 9-step approach
Performs a single leg takeoff
Demonstrates the step-style flight technique
Demonstrates the hang-style flight technique
Demonstrates proper landing technique
Jumps on command and under control
Can perform a good standing long jump
Can locate his/her starting mark
Can locate takeoff board
Likes jumping into sand pit
Standing Long Jump
Assumes a ready-to-jump position
Demonstrates the correct takeoff for a standing long jump
Demonstrates proper flight technique
Demonstrates proper landing technique
Jumps on command and under control
Can perform two-leg takeoff
Likes jumping
High Jump
Performs a 7-step approach for a flop-style high jump
Performs a flop-style jump, landing on back
Performs a scissor-style high jump
Performs a 7-step approach for a scissor-style high jump
Jumps on command and under control
Can jump up into the air off one foot
Can take off with one foot and land in the pit
Can perform a consistent three-step approach
Can perform a one-foot takeoff
Can jump backward into the pit
Can run on a curve
Likes jumping

Special Olympics Athletics Coaching Guide
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Shot Put (for wheelchair athletes too)
Grips shot correctly
Takes a ready-to-put position
Performs a standing put or wheelchair sitting put
Performs a sliding put
Performs a glide put
Puts shot in a forward direction
Puts shot in the shot put marking area
Performs reverse or weight transfer
Can balance the shot in the palm of one hand
Can safely pick up and hold the shot in the proper position
Likes putting the shot
Race Walking
Race walks in a balanced and erect posture
Race walks in proper form at low speeds
Race walks at various speeds, slow to fast
Race walks in competitive form
Race walks under control
Likes race walking
Wheelchair Racing
Assumes a ready-to-race position
Performs a forward stroke and recovery
Demonstrates ability to complete a wheelchair race
Races in a controlled manner
Softball Throw (wheelchair athletes too)
Grips a softball correctly
Demonstrates proper overhand throwing technique
Throws softball on command
Throws softball in a forward direction
Throws softball in the softball marking area
Can properly grip softball in throwing hand
Can take a correct ready-to-throw position
Likes throwing a softball

5
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UNIFIED BASKETBALL UNIT
HISTORY/ENVIRONMENT/CULTURAL INFLUENCES
WHEN:

1891

WHERE:

Springfield, Mass

WHO:

Dr. James Naismith

ORIGINAL GAME:
 During the cold Massachusetts winters, attendance at the local Young Men’s Christian
Association (YMCA), where Dr. Naismith worked was low. Dr. Naismith needed to design
a game that was exciting, fun, and could be played indoors to encourage people to come
to the YMCA.
 Ball was big and light for indoor safety.
 Peach baskets were suspended 10 feet off of the ground to decrease body contact in the
smaller indoor space.
 Running or moving without the ball was prohibited to make the game safer.
 Body contact was prohibited.
 Kicking or punching of the ball was prohibited.
 Men began playing basketball in 1891 and women followed in 1892.
 The 1st International Special Olympics Summer Games were held in Soldier Field in Chicago,
Illinois where 1,000 athletes with intellectual disabilities from 26 U.S. States and Canada
compete in track and field and swimming on July 19-20, 1968.
 Special Olympics Arizona was officially started in 1975, Phoenix, Arizona.
 Unified Sports® introduced to United States in mid-1980’s, a major focus in Arizona in 2008.
WHAT IS UNIFIED SPORTS®?
 Unified Sports® is a program which combines athletes with and without intellectual disabilities
to form sports teams for training and competition.
 Unified Sports® dramatically increase inclusion of people with intellectual disabilities in to the
community by breaking down historical barriers which kept these people apart.
 An estimated 50,000 athletes now participate worldwide in Unified Sports® programs in
cooperation with schools, civic association, Parks and Recreation departments, and other
community sports organizations.
 Unified Sports® is a program endorsed and developed by Special Olympics International.
 Unified Sports® presently includes swimming, athletics, basketball, bocce, bowling,
cheerleading, flag football, floor ball, badminton, golf, kayaking, soccer, softball, tennis and
volleyball with several other sports undergoing field testing.

Special Olympics Arizona (SOAZ)
Permission from PUSD#11

1
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HISTORY OF SPECIAL OLYMPICS UNIFIED SPORTS®
 The concept of Unified Sports®, originally called “Integrated Sports,” was brought to the
attention of Special Olympics Founder Eunice Kennedy Shriver at the 1983 Special Olympics
National Conference in Park City, Utah.
 The idea was generated through Special Olympics Massachusetts (SOMA) due to changes
occurring in the field of intellectual disabilities. Most of the agency director and leadership of
this period were interested in programs putting people with intellectual disabilities together with
people without disabilities. Social integration was the buzzword of that time period. It was in
this climate that Special Olympics Massachusetts created an integrated softball tournament.
 Luckily for Special Olympics, Eunice Kennedy Shriver approved further research. The name
was changed from “Integrated Sports” to “Unified Sports®” and in 1989 she announced to the
world the endorsement of this new program.
CULTURAL INFLUENCES:
 Played worldwide, both ambulatory and wheelchair basketball.
 Basketball is the most popular indoor sport in the world.
 Youth, high school and collegiate programs encourage both male and female participation.
 Professional organizations National Basketball Association and Women’s National Basketball
Association, (NBA & WNBA) provide career opportunities for both men and women.
 People from all socio-economic backgrounds can play because basketball is an inexpensive
sport to play.
BENEFITS OF BASKETBALL:
 Health Benefits
 Increase energy level
 Increase cardiovascular endurance, strength, and flexibility
 Decrease risk of diseases (heart attack, stroke, cancer, diabetes)
 Decrease stress and tension levels
 Social Benefits
 Learn concepts of teamwork
 Learn to follow rules
 Learn discipline and commitment
 Social enjoyment interaction with peers and/or friends
 Enjoyment
 Travel opportunities and increase cultural awareness
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SAFETY RULES:
Teachers/Coaches will provide adequate supervision as defined by Professional, Legal,
District, and Special Olympic Guidelines to ensure students behave properly in light of
any foreseeable dangers.
Listed below are the Guidelines:
 Misbehavior of any type must not be tolerated.
 Failure to act or improper action is grounds for liability.
 The greater the degree of danger, the higher the level of supervision should be.
 Students must never be left unattended, except in an emergency where the potential
harm is greater than the perceived risk to students. Even then, risk should be minimized
or responsibility transferred to another authorized person if the situation allows.
Points to remember:
 Teachers/Coaches should use the proper equipment and teach the athletes how to use and
perform all activities the “right” way the first time and every time.
 Teachers/Coaches should be aware of equipment problems and hazardous areas so as to
correct or avoid them.
 Teachers/Coaches should perform periodic safety inspections and preventative maintenance
on all equipment and playing field areas.
 Teachers/Coaches should review rules and stress the words “Let’s Play Safe Out There” on a
daily basis.
SPECIAL OLYMPICS ARIZONA UNIFIED BASKETBALL OFFICIAL EVENT:
 Unified Basketball Team Competition
SPECIAL OLYMPICS BASKETBALL RULES:
 Please see Special Olympics Summer Sports Basketball Rules.
 Please see Special Olympics Arizona Unified Basketball Guidelines and Rules.
 Please visit, www.SpecialOlympics.org, every January for a copy of updated International
Rules. Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
 Please visit, www.SpecialOlympicsArizona.org, for copy of updated Arizona Rules.
Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
UNIFIED SPORTS® RULES:
There are few differences in the rules for Unified Sports® competition as stipulated in the Official
Special Olympics Sports Rules Book and modifications outlined in the rules book.
The additions are highlighted below:
 A roster consists of a proportionate number of athletes and partners. Although the exact
distribution of roster spots is not specified, a basketball roster containing eight athletes
and two partners does not meet the goals of Special Olympics Unified Sports®.
 An athlete is a person with intellectual disabilities.
 A partner is a person without intellectual disabilities
 A lineup during the competition consists of half athletes and half partners. Teams with an odd
number of players (e.g., -on- basketball) have one more athlete than partner in the game at
all times.
Special Olympics Arizona (SOAZ)
Permission from PUSD#11
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UNIFIED SPORTS® RULES CONTINUED:
 Teams are division for competition based primarily on ability. In team sports, division
assignment is based on the best players on the roster, not the average ability of all players.
 Team sports must have an adult, non-playing coach. Player-coaches are not allowed in
team sports.
COURT DIMENSIONS AND EQUIPMENT:
Sideline
Jump Ball Circle

Baseline

Rim
Key
Free Throw Line
3-Point Line
BASKETBALL COURT:
 Court: 50 feet x 84 feet
 Rim: 18 inches in diameter
 Rim: 10 feet high for competition, 8 feet high for juniors division competition
 Free Throw Line: 15 feet from backboard
BASKETBALL EQUIPMENT:
 A smaller basketball (72.4 centimeters [28 1/ 2 inches] in circumference and between 510–567
grams [18–20 ounces] in weight) may be used for women’s and junior division competition.
 Matching Team Uniforms (athletes wear even numbers, partners wear odd numbers)
DEFINITIONS:
Athlete

It is a person with intellectual disabilities.

Assist

A pass to a teammate who scores directly or who does not dribble more than
twice before scoring.

Backcourt

The end of the court opposite a team's offensive goal.
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DEFINITIONS
CONTINUED:
Baseline

The end boundary line on a court.

Bench

Reserves.

Blocking

Personal contact that impedes the progress of an opponent who does not have
the ball.

Blocking Out

A technique (also called "boxing out") used by a rebounding player who steps in
front of and with his/her back to an opponent and keeps that opponent behind
him/her.

Blocks

The first lane spaces underneath the basket.

Boards

The backboards.

Bounce Pass

A pass which strikes the floor just more than halfway to the receiver.

Center

A player who plays in the center area close to the basket.

Chest Pass

A pass which is thrown in the air from about chest level.

Control

A player is in control when he is holding or dribbling a live ball. Team control
exists when a live ball is being passed between members of a team.

Defender

A member of the team who does not have possession of the ball.

Defense

The team who does not have possession of the ball.

Double Dribble

A violation in which a player dribbles the ball, stops, then begins to dribble again.

Dribble

Bounce the ball.

Fast Break

A play in which a team gains possession and then pushes the ball down court
quickly, hoping to get a good shot off before the other team has a chance to get
back and set up on defense.

Field goal

A basket, worth either two or three points, depending on whether it was taken
from inside or outside the three-point line.

Foul

A rules infraction for which the penalty is one or more free throws.

Free Throw

Opportunity given to player to score one point by an unimpeded shot from behind
the free throw line. Also called a Foul Shot.
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DEFINITIONS
CONTINUED:
Goaltending

A violation, in which a player interferes with a shot while the ball is on its
downward arc, pins it against the backboard or touches it while it is in an
imaginary cylinder above the basket; may be committed by either an offensive
or defensive player.

Holding

Personal contact with an opponent which interferes with his freedom
of movement.

Hoop

Basket or rim.

Jump Ball

A method of putting the ball in play by tossing it up between two opponents in one
of three circles.

Jump Shot

A shot taken after a player jumps in the air.

Key

The free throw lane and circle.

Lane

The painted area between the end line and the free-throw line near each basket,
outside which a player lines up for free throws. Also known as the key.

Offense

The team that has possession of the ball.

Outlet Pass

A quick, pass (often after a rebound) to a teammate that starts a fast break.

Partner

A person without intellectual disabilities.

Perimeter
Players

The offensive players (guards and one forward) who play outside the lane and
face the basket.

Post Players

The offensive players (center and one forward) who play near the lane and have
their backs to the basket.

Press

A term that is an abbreviation for pressure, as in defensive pressure.

Rebound

A missed shot that bounces off the rim or backboard; also to gain possession of
the ball after such a missed shot.

Screen

An offensive play in which a player of offense acts as a stationary barrier to
prevent a player on defense from defending a player. Also called a pick.

Steal

To take the ball away from the opposing team, either off the dribble or by picking
off a pass.

Technical Foul

A penalty for improper behavior, such as using foul language or arguing with
the referee.
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DEFINITONS
CONTINUED:
Throw-in

Method of putting the ball in play from out of bounds.

Travel

To run or walk illegally while holding the ball.

Turnover

Any loss of possession without a shot being taken.
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1. GOVERNING RULES
The Official Special Olympics Sports Rules for Basketball shall govern all Special Olympics competitions. As
an international sports program, Special Olympics has created these rules based upon International
Basketball Federation (Fédération Internationale de Basketball) (FIBA) rules for basketball found at
http://www.fiba.com. FIBA or National Governing Body (NGB) rules shall be employed except when they
are in conflict with the Official Special Olympics Sports Rules for Basketball or Article I. In such cases, the
Official Special Olympics Sports Rules for Basketball shall apply.
Refer to Article 1, http://media.specialolympics.org/resources/sports-essentials/general/Sports-RulesArticle-1.pdf, for more information pertaining to Codes of Conduct, Training Standards, Medical and Safety
Requirements, Divisioning, Awards, Criteria for Advancement to Higher Levels of Competition, and Unified
Sports.
2. OFFICIAL EVENTS
The range of events is intended to offer competition opportunities for athletes of all abilities. Program
may determine the events offered and, if required, guidelines for the management of those events.
Coaches are responsible for providing training and event selection appropriate to each athlete’s skill and
interest.
The following is a list of official events available in Special Olympics.
Speed Dribble
Individual Skills Competition
Team Skills Competition
Team Competition (5-on-5)
Half-Court Competition (3-on-3)
Unified Sports® Team Competition (5-on-5)
Unified Sports Half-Court Competition (3-on-3)
3. SPEED DRIBBLE RULES

Equipment
Measuring tape
Floor tape or chalk
3
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One basketball (for women’s and junior division competitions a smaller basketball which is
72.4 centimeter [28 1/2 in] in circumference and between 510–567 gram [18–20 oz] in weight
may be used).
Stopwatch
Counter
Whistle
Set-up: Mark a circle with a 1.5 meter (4 ft 11 in) diam.
Rules
Athlete may use only one hand to dribble.
Athlete must either be standing or be sitting in a wheelchair or another type of chair with
similar dimensions while competing.
Athlete starts and stops dribbling at the sound of the whistle.
There is a 60-second time limit imposed. The objective is to dribble the ball as many times as
possible during this period.
Athlete must stay in the designated circle while dribbling.
If the basketball rolls out of the circle, it may be handed back to the athlete, who continues
to dribble.
Scoring
Athlete receives one point per legal dribble within the 60 seconds.
Counting stops and the event ends when the basketball rolls out of the circle for the third
time.
4. INDIVIDUAL SKILLS RULES
There are 2 levels of Individual Skills Competition
Level I:
Three events make up Level 1 Individual Skills Competition: Target Pass, 10 Meter Dribble and Spot
Shot. The athlete’s final score is determined by adding together the scores achieved in each of these
three events. Athletes will be pre-divisioned according to their total scores from these three events.
Each event is diagrammed with the suggested number and placement of volunteers who will
administer them. It is also suggested that the same volunteers remain at an event throughout the
competition so that consistency is provided.
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Event #1: Target Pass

Purpose: to measure an athlete’s skill in passing a basketball.
Equipment: Two basketballs (for women’s and junior division competitions, a smaller
basketball of 72.4 centimeters [28 1/2 in] in circumference and between 510–567
grams [18–20 oz] in weight may be used as an alternative), flat wall, chalk or floor
tape, and measuring tape.
Description: A 1 meter (3 ft 3 1/2 in) square is marked on a wall using chalk or tape.
The bottom line of the square shall be 1 meter (3 ft, 3 1/2 in) from the floor. A 3
meter (9 ft, 9 in) square will be marked on the floor 2.4 meter (7 ft) from the wall.
The athlete must stand within the square. The leading wheel axle of an athlete’s
wheelchair may not pass over the line. The athlete is given five passes.
Scoring
The athlete receives three points for hitting the wall inside the square.
The athlete receives two points for hitting the lines of the square.
The athlete receives one point for hitting the wall but not in or on any
part of the square.
The athlete receives one point for catching the ball in the air or after one
or more bounces while standing in the box.
The athlete receives zero points if the ball bounces before hitting the
wall. The athlete’s score will be the sum of the points from all five passes.
Event #2: 10 M Dribble

Conversion Chart
Seconds
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0–2
2.1–3
3.1–4
4.1–5
5.1–6
6.1–7
7.1–8
8.1–9
9.1–10
10.1–11
12.1–14
14.1–16
16.1–18
18.1–20
20.1–22
22.1andover

30
28
26
24
22
20
18
16
14
12
10
08
06
04
02
01

Purpose: to measure an athlete’s speed and skill in dribbling a basketball.
Description: The athlete begins from behind the start line and between the cones.
The athlete starts dribbling and moving when the official signals. The athlete
dribbles the ball with one hand for the entire 10 meter (32 ft 9 ¾ in). A wheelchair
athlete must alternate, taking two pushes followed by two dribbles for legal
dribbling. The athlete must cross the finish line between the cones and must pick up
the basketball to stop the dribble. If an athlete loses control of the ball, the clock
continues to run. The athlete can recover the ball. However, if the ball goes outside
the 2 meter lane, the athlete can either pick up the nearest back-up basketball or
recover the errant ball to continue the event.
Scoring:
The athlete will be timed from the signal “Go” to when he/she crosses
the finish line between the cones and picks up the basketball to stop the
dribble.
A one-second penalty will be added every time the athlete illegally
dribbles (e.g., two-hand dribbles, carries the ball, etc.).
The athlete will receive two trials. Each trial is scored by adding penalty
points to the time elapsed and converting the total to points based on
the Conversion Chart.
The athlete’s score for the event is his/her best of the two trials
converted into points. (In case of a tie, the actual time will be used to
differentiate place).
Event #3: Spot Shot
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Division Seated in Chairs
Purpose: To measure an athlete’s skill in shooting a basketball.
Equipment: Two basketballs (for women’s and junior divisions competitions, a
smaller basketball of 72.4 centimeter [28 1/2 in] in circumference and between 510567 gram [18-20 oz] in weight may be used as an alternative), floor tape or chalk,
measuring tape and a 3.05 meter (10 ft) regulation goal with backboard (for junior
division competitions, a 2.44 meter [8 ft] goal may be used as an alternative).
Six spots are marked on the floor. Start each measurement from a spot on the floor
under the front of the rim. The athlete attempts two field goals from each of six
spots. The attempts are taken at spots #2, #4 and #6, and then at spots #1, #3 and
#5. The spots are marked as follows:
#1 & #2 =1.5 meter (4 ft, 11 in) to the left and right plus 1 meter (3 ft, 3
1/2 in) out.
#3 & #4 =1.5 meter (4 ft, 11 in) to the left and right plus 1.5 meter (4 ft,
11 in) out.
#5 & #6 = 1.5 meter (4 ft, 11 in) to the left and right plus 2 meter (6 ft, 6
3/4 in) out.
Scoring
For every field goal made at spots #1 and #2, two points are awarded.
For every field goal made at spots # 3 and #4, three points are awarded.
For every field goal made at spots # 5 and #6, four points are awarded.
For any field goal attempt that does not pass through the basket but
does hit either the backboard and/or the ring, one point is awarded.
The athlete’s score will be the sum of the points from all 12 shots.
The athlete’s final score for the Individual Skills Contest is determined by
adding together the scores achieved in each of the three events.
Level II
Three events make up the Level 2 Individual Skills Competition: 12 Meter Dribble, Catch &
Pass and Perimeter Shooting. The athlete’s final individual score is determined by adding
together the scores achieved in each of these three events. Athletes will be pre-divisioned
according to their total scores from these three events. Each event is diagrammed with the
suggested number and placement of volunteers who will administer them. It is also
suggested that the same volunteers remain at an event throughout the competition so that
consistency is provided.
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Event #1: 12 Meter Dribble

Purpose: to measure an athlete’s speed and skill in dribbling a basketball.
Equipment: A goal, the official NGB free throw lane, floor tape and two basketballs,
one that the athlete is provided initially, another that is for back-up in case the
basketball bounces away.
Description:
A player is instructed to dribble the ball while passing alternately to the
right and to the left of six obstacles placed in a line, two meters apart, on
a 12-meter course.
The player may start to the right or to the left of the first obstacle but
must pass each obstacle alternately thereafter.
When the last obstacle is passed (the final cone), the player will dribble
around the cone and back through the slalom passing each obstacle
alternately to the right and left. This process is repeated until time is
called. A point is received for every midpoint that the athlete crosses.
The second and remaining balls are all placed on the ground for the
returning athlete to retrieve and continue.
The player continues until 60 seconds have elapsed. If a player loses
control of the ball, the clock continues to run.
The player recovers the ball or picks up the nearest back-up ball and may
re-enter at any point along the course.
Timing: 60 seconds for one trial.
Scoring: One point is awarded for every midpoint that the athlete crosses. The
player must use legal dribbles and must have control of the ball in order to get
credit for the midpoint of the cones being successfully passed. The player’s score is
how many cone midpoints that he/she successfully passes in 60 seconds.
Staging
Volunteers administer the test and are not to interfere with any player
who is performing the test. Volunteer A will instruct the group doing this
particular test while Volunteer 8 demonstrates the actual test. Volunteer
A will give a basketball to the player who will take the test, ask him/her if
ready, will then say, "Ready", "Go" and will count how many cones the
player passes in 60 seconds.
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Volunteers B and C, who are standing behind the extra balls, will retrieve
and replace the basketball whenever it goes out of play. Volunteer D will
time and record the athlete's score. Each volunteer is to administer the
test and manage the area only.
Event #2: Perimeter Shooting

Purpose: to measure an athlete’s skill in shooting a basketball.
Equipment: Floor tape, six cones, and four basketballs, one that the athlete is
provided initially, two others that are for back-up in case the basketball bounces
away.
Description
A player stands anywhere along the free-throw line within the free throw
circle.
The player dribbles toward the goal and attempts a field goal of his/her
choice outside the 2.75 meter arc (9 ft). This attempt must be taken
anywhere outside the 2.75 meter arc marked off by a dotted line. [This
arc intersects with the free-throw restraining circle].
The player then rebounds the basketball (made or missed shot) and
dribbles anywhere outside the arc before attempting another field goal.
The player shall make as many field goals as described above in one oneminute trial.
Timing: 60 seconds for one trial.
Scoring: Two points are awarded for each field goal made within the one-minute
trial.
Staging
Volunteers administer the test and are not to interfere with any player
who is performing the test. Volunteer A will instruct the group doing this
particular test while Volunteer B demonstrates the actual test.
Volunteer A will give a basketball to the player who will take the test, ask
him/her if ready, will then say, “Ready, Go,” and will count how many field
goals the player makes in one minute.
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Volunteer B, who is standing behind the extra ball, will retrieve and
replace the basketball whenever it goes out of play. Volunteer C will time
and record the athlete’s score.
Each volunteer is to administer the test and manage the area only.
Event #3: Catch and Pass

Purpose: to measure an athlete’s skill in passing and catching a basketball.
Equipment
3 Cones, 2 Basketballs, Floor Tape, Airhorn/Whistle, Score Bench and
Clock.
Two strips of tape 600 millimeter (2 ft) long are laid across the court
sideline three meters apart (9 ft 10 in) at Cones A & B. Cone C is laid out
three meter from each end of the sideline forming a triangle.
A small cross made of tape is laid in the middle of Cones A and B where
the athlete stands holding the basketball ready to begin the exercise.
The ball feeder stands behind Cone C.
A spare ball is placed near Cone C.
Description
On go, the athlete passes the ball to the feeder and moves quickly to
either cone A or B.
As the player approaches or reaches the end line the feeder passes the
ball to the athlete to catch.
The player MUST have at least ONE foot over the end line at the point of
catching the ball.
The player must catch the ball, then pass it back to the feeder from
behind the end line. One or both feet can be grounded but both must be
behind the line at the moment of passing the ball back to the feeder.
When athlete has passed the ball, they move quickly to the opposite cone
to receive the next pass.
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The player continues passing, moving along the line and catching the ball
for 60 seconds.
A bounce pass maybe used with lower ability/less able athletes.
Timing: 60 seconds for one trial.
Scoring
One point is scored for each good pass made to the feeder (the pass
must be catchable).
One point is scored for each good catch made by the athlete (i.e. no
fumbles).
The athletes must have the ball under control or no point can be scored.
5. TEAM SKILLS BASKETBALL RULES
Equipment
Two basketballs (for women’s and junior division competitions, a smaller basketball which is
72.4 centimeter [28 1/2 in] in circumference and between 510–567 gram [18–20 oz] in weight
may be used as an alternative).
Metric tape measure
Floor tape or chalk
Regulation basketball goal (a shorter goal which has its ring 2.44 meter [8 ft] above the floor
may be used for junior division competition).
Score sheets
Scoreboard
Set-up
Mark five spots around the floor, similar to a 2–1–2 zone defense with players positioned 4
meters (13 ft 1 1/2 in) apart from each other (see diagram).
Mark position #5 2 meters (6 ft 6 3/4 in) from a spot under the front of the goal’s ring.
Teams should submit a roster prior to the start of the game.
Teams should wear numbered uniforms or shirts.
Rules
The Event Director shall determine how many games should be played. Two five-member
teams are positioned on opposite ends of the playing court. Only one team shall conduct a
round at a time.
The game is made up of two halves consisting of five rounds each. Players will be given one
opportunity at each of the five positions during the half.
Each player on the first five-member team attempts to catch the ball and then throw it
accurately to the player stationed at the next position.
The official shall hand the ball to the player in position #1 to begin each round.
The player in position #1 throws the ball to the player at position #2. The player at position
#2 throws the ball to the player at position #3. This sequential throwing rotation continues
until the ball reaches the player at position #5.
Athletes may pass the ball in any manner, but each player must pass in numerical sequence. A
bounce pass is allowed provided that there is only one bounce.
If the ball is thrown past an athlete, the athlete or official may retrieve the ball. However, the
athlete must return to his/her position before throwing the ball to the next player. A correct
pass is defined as a ball that is thrown within reach of the receiving player.
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When the ball reaches the player in position #5, he/she then attempts a field goal.
Slam dunks are not permitted. The athlete shall not receive any points if a slam dunk is taken.
Athletes stationed in position #5 shall only be given one attempt at scoring.
After the field goal attempt by the player in position #5, the round ends.
Following the completion of the round by the first team, the second team will conduct their
initial round.
Players shall rotate in numerical sequence to the next position after each round.
Play alternates between each team following the completion of each round. Once each team
has completed five rounds, the first half ends.
A five-minute halftime intermission follows.
Teams shall exchange ends of the court following the first half and then complete a set of
five rounds at the other goal for the second half.
Substitutes are allowed into the game only after a round has been completed.
Coaches shall remain on the sideline which is at least 4 meters (13 ft 11/2 in) to the side of
position #2 and #4. Coaches may give verbal or signed instructions to players. Deaf athletes
may receive assistance in positioning.
Scoring
Team receives one point for each correct pass.
Team receives one point for each successful catch.
Team receives two points for each successful field goal.
A bonus of one point is awarded for each complete successful round of passing, catching and
made field goal.
The maximum number of points that can be accumulated by a single team during one half is
55.
The final team score is determined by adding the scores from each of the 10 rounds.
The team with the highest score is the winner.
If the teams are tied at the end of regulation play, additional rounds are conducted. The first
team to score more points in a round than its opponent is the winner.
6. TEAM COMPETITION
Divisioning
The Head Coach must submit the scores from the two Basketball Skills Assessment Tests
(BSAT), e.g., dribbling and perimeter shooting, for each player on his/her roster prior to
competition.
These tests are for player/team assessment only and are not competition events for medals
and ribbons. Information regarding the BSAT follows in Section D).
The Head Coach also must identify his/her five best players in terms of their on-court playing
ability by placing a star next to their names on the roster.
The “team score” shall be determined by adding the top seven players’ scores and then
dividing that total by seven.
Teams are initially grouped in divisions according to their BSAT team score.
A classification round (or rounds) of games shall then be conducted as a means of finalizing
the divisioning process.
In the classification round, teams will play one or more games with each game lasting at least
six minutes.
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Teams may be moved from any pool throughout the pool play process in order to
maintain competitive balance. The Divisioning Committee reserves the right to
adjust the divisioning prior to medal round.
Every effort will be made to guarantee the integrity of the games and divisioning
process. The ultimate goal of the Committee is to select divisions with teams of
similar ability. The decision of the Committee is final and may not be
appealed/protested.
Each team will be required to play all team members.
Competition Adaptations
Following are adaptations of FIBA rules which may be used when conducting Special Olympics
basketball team competitions. These adaptations are optional, and it remains the responsibility of
each individual Special Olympics Program to determine whether they will be employed.
Length of game may be adjusted at the discretion of the competition manager.
The 24-second or 30-second shot clock may be used at the discretion of the competition
management team.
A player may take two steps beyond what is permitted by NGB rules. However, if the player
scores, is deemed to have “traveled” or escapes the defense as a result of these additional
steps, an advantage has been gained. A violation is called immediately.
The free throw shooter shall release the ball within 10 seconds from the time it is placed at
the shooter’s disposal by one of the officials.
During frontcourt throw-in, ball can be thrown directly into backcourt.
Five second closely guarded count only in the front court.
Two free throws awarded beginning with the seventh team foul in each half.
If medical device is worn, it must be approved prior to competition. Includes any device worn
that covers the face, lower arm (from the elbow to the wrist), knee, or lower leg. A document
from a Doctor indicating the purpose and composition of the device will assist in addressing
any risk management issues.
Team and Players
A team shall consist of five players.
The composition of a team, including substitutes, may not exceed 10 players.
Point of emphasis: It is a violation for a player to double dribble.
Uniform/Apparel
All players must wear basketball attire with identifying numbers and flat rubber sole athletic
shoes.
Team uniform shirts and shorts must be identical in trim color and style.
Undershirts, if worn, must match the color of the body of the uniform (not the trim) and must
be identical in color. Undershirts may be worn by some or all of the players, and may be short
sleeve or tank top (no cut or ragged edges are allowed).
Head Coverings: Head coverings for religious reasons must be documented with prior to
tournament play and meet the same safety standards as for a medical head covering. Head
covering must be of a single, solid color unadorned. This includes, but not limited to, sequins,
trimmings, or any other forms of decorations. The only exception is an athlete may wear a
head band no wider than two in and made of nonabrasive, unadorned single colored cloth,
elastic, fiber, soft leather or rubber. Rubber/cloth (elastic) bands may be used to control hair.
They do not need to match uniform color. Sweatbands are also allowed. In the event an
athlete is required by a licensed medical physician to cover his or her head with a covering or
wrap, the physician’s statement must be on file before it can approve a covering or wrap,
13
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which is not abrasive, hard, or dangerous to any other player and which is attached in such a
way that is highly unlikely to come off during play.
Individuals who do not adhere to uniform regulations will not be allowed to enter a game.
7. HALF-COURT BASKETBALL: 3-ON-3 COMPETITION
Divisioning
The Head Coach must submit the scores from both of the Basketball Skills Assessment Tests
(BSAT), e.g., dribbling and perimeter shooting, for each player on his/her roster prior to
competition.
The Head Coach must also identify his/her three best players in terms of their on-court
playing ability by placing a star next to their names on the roster.
The team score shall be determined by adding the top four players’ scores and then dividing
that total by four.
Teams are initially grouped in divisions according to their BSAT team score.
A classification round of games shall then be conducted as a means of finalizing the
divisioning process.
In the classification round, teams will play one or more games with each game
lasting no longer than six minutes.
Teams may be moved from any pool throughout the pool play process in
order to maintain competitive balance. The Divisioning Committee
reserves the right to adjust the divisioning prior to the medal round.
Every effort will be made to guarantee the integrity of the games and
divisioning process. The ultimate goal of the Committee is to select
divisions with teams of similar ability. The decision of the Committee is
final and may not be appealed/protested.
Each team will be required to play all team members.
The Goal
Half-court basketball may be used as a means of increasing the number of teams for Special
Olympics basketball competition.
It is also a means of assisting athletes with lower ability levels to progress to full court play.
However, efforts must be made to play regulation team basketball whenever possible.
Playing Area and Equipment
Any half-court section of a basketball court may be used. The court will be bounded by the
end line under the basket, two sidelines and the half-court line.
Each team must wear a uniform shirt. Team shirts shall be of the same solid color, front and
back. Each player shall be numbered on the front and back of the shirt with plain Arabic
numbers of at least 20 centimeters (6-8 in) high on the back and 10 centimeters (4 in) high on
the front and not less than 2 centimeters (3/4 in) in width. All numbers are to be per NGB
specifications.
Team and Players
A team may have up to five players, which includes three starters and two substitutes.
Half-court basketball is a game of three-on-three. Each team must start the game with three
players. A team may drop below three after the start of the game due to player injury or
illness but must have three to start the game. For Unified 3 vs. 3, the ratio will be one athlete
and one partner. A team may not drop below a minimum of two athletes or will have to
forfeit the game.
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The Game
The game will be played for 20 minutes or until one-team scores 20 points. Games will have
two 10-minute halves and a 2-minute half-time period. A made field goal counts two points,
unless attempted from the three-point field goal area, when it counts three points.
There will be a running clock applied until the final minute of regulation play. During
this time, the clock will stop for all dead ball situations (e.g., fouls, violations, field
goals, and timeouts).
The game will start with a flip of a coin for possession. There is no jump ball. All jump
balls will be administered by alternate possession, starting with the team that wins
the flip of the coin.
If overtime is required due to a tie at the end of regulation play, it will begin with a
flip of a coin for possession. A one-minute intermission will follow regulation play
and each overtime period. The amount of time for an overtime period is three
minutes. The clock will stop during the last minute of overtime for all dead ball
situations.
Competition
The referee will handle the ball on all out-of-bounds plays.
The ball is dead after a foul or violation is called, a field goal is made or any other time the
referee blows his/her whistle.
Teams change possession of the ball after made field goals. However, if a player is fouled in
the act of shooting and makes the basket, the field goal is credited, and the offended against
team retains possession of the ball.
The in-bound spot in all cases (fouls, violations, out-of-bounds, made field goals, timeouts)
will be behind the foul line extended at a designated spot within the restraining circle at the
top of the key marked with an “X”. This procedure is used for all fouls, violations, time-outs,
out-of-bounds and made field goals. The in-bounder will be at the designated spot; all other
players are permitted to have players continue to play defense on any offensive player that
moves in those directions.
On any change of possession, the team which just gained possession of the ball must take the
ball back behind the foul line extended before shooting. In taking the ball back, either the
ball or the foot of the player in possession must touch the foul line extended or the area
behind it.
A violation has occurred when the defense who has just gained possession of the ball
attempts a field goal without taking it back behind the foul line extended. If a shot is
attempted by the defense after a gained possession without taking it back to the free-throw
line extended, the possession returns to the offense as a dead ball and will need to be
inbounded from the “X”.
Substitutions may be made on a dead ball. When one team makes a substitution, the other
team must be given an opportunity to substitute as well. Players entering the game must
report to the scorer’s table and be beckoned into the game by the referee.
Two 60-second timeouts are allowed per team. When a timeout is called, the clock will be
stopped. A player injury timeout may be called by the referee. The referee may stop the clock
at his/her discretion and is advised to do so at any time. For example, allowing the clock to
run when the ball bounces well out of play gives one team an unfair advantage.
Consequently, the clock should be stopped.
A held ball is called when opposing players have one or both hands so firmly on the ball that
possession can be gained only by force. The ball is awarded on the basis of alternate
possession.
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On those courts where the basket support is on the playing court, a player whose body
touches the support is not considered out-of-bounds unless he/she has control of the ball. If
the ball touches the support, it is considered out-of-bounds. No player may use the support
to gain advantage or put an opposing player at a disadvantage.
Officials will grant a player or a coach’s oral or hand signal request for a timeout.
Fouls and Penalties
A foul is an infraction of the rules involving personal contact with an opponent or
unsportsmanlike behavior. It is charged against the offender.
On all fouls (personal, common, technical), the offended against team will get possession of
the ball at the designated spot behind the foul line extended and within the restraining circle
at the top of the key. If a player is fouled in the act of shooting and makes the basket, the
field goal is credited. The offended against team also retains possession of the ball. In all
cases, no free throws will be awarded or attempted. (See diagram below).
There are no individual or team foul limits in 3-on-3 half-court competition. However,
misconduct will result in a warning to the player and coach. Continual misconduct or flagrant
and intentional fouling will result in player dismissal.
An offensive player, including the shooter, may remain in the free throw lane for only three
seconds. The penalty for this infraction is loss of possession.
A player making a throw-in shall have five seconds to release the ball. The penalty for taking
more than five seconds shall be loss of possession.
Points of Emphasis
It is a violation for player to “double dribble.”
Concerning optional adaptations:
A player may take two steps beyond what is allowable. However, if the player scores,
“travels,” or escapes the defense as a result of these extra steps, an advantage has been
gained. A violation is called immediately.
Unified Sports® Events
Unified Sports Team Competition (including 3-on-3)
The roster shall contain a proportionate number of athletes and partners.
Team 3-on-3: A team may drop below three after the start of the game due to player
injury or illness but must have three to start the game. The minimum allowable ratio
will be one athlete and one partner. Failure to adhere to the required ratio results in
a forfeit.
Team 5-on 5: Five players are required to start a game. FIBA rules allow a team to
continue to play with a lineup with as few as two players before a game is forfeited.
After a game begins and during competition, only the following lineup ratios are
allowed: 3 athletes and 2 partners, 2 athletes and 2 partners, 2 athletes and 1
partner, 1 athlete and 1 partners. Failure to adhere to the required ratio results in a
forfeit.
Each team shall have an adult non-playing coach responsible for the lineup and
conduct of the team during competition.
8. BASKETBALL SKILLS ASSESSMENT TESTS (BSAT)
Dribbling
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Set-up: An area of the basketball court (preferably along a sideline or down the center line),
six cones, floor tape and four basketballs one that the athlete is provided initially, two others
that are for back-up in case the basketball bounces away, and one more to continue the test.
Time: 60 seconds for one trial.
Test
A player is instructed to dribble the ball while passing alternately to the right and to
the left of six obstacles placed in a line, 2 meters (6 ft 6 3/4 in) apart, on a 12 meter
course.
The player may start to the right or to the left of the first obstacle but must pass
each obstacle alternately thereafter.
When the last obstacle is passed and the finish line reached, the player puts the ball
down, sprints back to the start for the next ball, and repeats the slalom.
The player continues until 60 seconds have elapsed.
If a player loses control of the ball, the clock continues to run.
The player recovers the ball or picks up the nearest back-up ball and may re-enter at
any point along the course.
Scoring
One point is awarded each time a cone is passed. (For example, if the player
successfully dribbles the ball from the starting line, weaves in and out through the
entire obstacle course one time, and places the ball down at the finish line, a score
of five has been achieved.
The player must use legal dribbles and must have control of the ball during a
midpoint-to-next-midpoint space in order to get credit for that cone successfully
passed).
The player’s score is how many cones (midpoints) he/she successfully passes in 60
seconds.
Staging
Volunteers administer the test and are not to interfere with any player who is
performing the test.
Volunteer A will instruct the group doing this particular test while Volunteer B
demonstrates the actual test.
Volunteer A will give a basketball to the player who will take the test, ask him/her if
ready, will then say, “Ready”, “Go” and will count how many cones the player passes
in 60 seconds.
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Volunteers B and C, who are standing behind the extra balls, will retrieve and
replace the basketball whenever it goes out of play.
Volunteer D will time and record the athlete’s score.
Each volunteer is to administer the test and manage the area only.
Perimeter Shooting
Set-up: A goal, the official NGB free throw lane, floor tape and two basketballs, one that the
athlete is provided initially, another that is for back-up in case the basketball bounces away.
Time: one trial of one minute.
Test
A player stands at the juncture of the free-throw line and lane, either to the left or
right. The player dribbles toward the goal and attempts a field goal of his/her choice
outside the 2.75 meter (9 ft) arc.
This attempt must be taken anywhere outside the 2.75 meter arc marked off by a
dotted line. [This arc intersects with the free-throw restraining circle].
The player then rebounds the basketball (made or missed shot) and dribbles
anywhere outside the arc before attempting another field goal.
The player shall make as many field goals as described above in one one-minute trial.
Scoring
Two points are awarded for each field goal made within the one-minute trial.
Staging
Volunteers administer the test and are not to interfere with any player who is
performing the test.
Volunteer A will instruct the group doing this particular test while Volunteer B
demonstrates the actual test.
Volunteer A will give a basketball to the player who will take the test, ask him/her if
ready, will then say, “Ready, Go,” and will count how many field goals the player
makes in one minute.
Volunteer B, who is standing behind the extra ball, will retrieve and replace the
basketball whenever it goes out of play.
Volunteer C will time and record the athlete’s score.
Each volunteer is to administer the test and manage the area only.
9. COURT AND EQUIPMENT
Basketballs
Male competition for athletes 12 years and over should use a size 7 basketball.
Circumference: between 749 millimeters [29.5 in] and 780 millimeters [30.7 in]
Weight: between 567 grams [20 oz] and 650 grams [23 oz]
Female competition for athletes 12 years and over should use a smaller size 6 basketball.
Circumference: between 724 millimeters [28.5 in] and 737 millimeters [29 in]
Weight: between 510 grams [18 oz] and 567 grams [20 oz]
Competition for all athletes (male and female) under 12 years of age should use a smaller
size 5 basketball.
Circumference: between 686 millimeters [27 in] and 724 millimeters [28.5 in]
Weight: between 397 grams [14 oz] and 454 grams [16 oz])
Baskets
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The baskets shall comprise the backboard, rings and nets.
For competition, the basket ring is normally 3.05 meters (10 ft) above the floor.
A shorter basket which has its ring 2.44 meters (8 ft) above the floor may be used for junior
division competition.
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Basketball Individual Assessment Form
Name:

Delegation:

Jersey Number:

Coach's Name:

Team Name:

Evaluator's Name:

Check one:

q Athlete

q Partner

Date of Evaluation:

/

/

Instructions:

1) Complete one Basketball Individual Assessment Form for each player on the team.
2) Assesment of each player should take place during game play and not during drills or other skill tests.
3) Players will receive a score of 1, 2, 3, 4, 5, 6, 7 or 8 in each of the Skill Areas below. (A through F)
4) Scores of 3, 5 or 7 should be given when a player's abilities fall between two of the listed skill levels.
5) A score of 1 should be given when a player's ability falls below the lowest listed skill level.
6) After scoring each Skill Area, add the scores for A through F and write the total next to TOTAL SCORE.
7) Divide the TOTAL SCORE by 6 to determine OVERALL RANKING.
(Round off to the nearest tenth. EXAMPLE: 4.97 = 5.0 or 3.53 = 3.5)

Skill Areas:
A. Ball Handling

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Has difficulty dribbling and catching (2)
Can handle ball with dominant hand only (4)
Has ability to go either direction on the dribble (6)
Has ability to beat defender regulary with either hand (8)

Score:
B. Passing

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Has difficulty completing a pass/short pass to a teammate (2)
Can only complete a pass to teammate after looking directly at him/her (4)
Has ability to complete a no look or quick pass to an open teammate (6)
Controls game with ability to complete an advanced pass (no look/snap pass) to open player
when they are in good position (8)

Score:
C. Movement

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Maintains a stationary position; does not move to a loose ball (2)
Moves toward ball; but reaction time is slow and only in a limited area of the floor (4)
Good court coverage; reasonably aggressive (6)
Exceptional court coverage; aggressive anticipation (8)

Score:
Page 1 of 2
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Basketball Individual Assessment Form continued
D. Game Awareness

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Sometimes confused on offense and defense; may shoot at wrong basket (2)
Limited understanding of the game and can run some offensive and defensive sets - coach prompted (4)
Moderate understanding of the game, some off and def sets and can occasionally fast break (6)
Advanced understanding of the game and mastery of basketball fundamentals (8)

Score:
E. Shooting

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Periodically can make an uncontested layup (2)
Can make shots inside of lane and occasionally attempts a mid range jump shot (4)
Can make some mid range jump shots and will attempt shots beyond 15' (6)
Has excellent shooting form and makes shots from all ranges on court (8)

Score:
F. Rebounding

Choose one number (1 through 8) which is most representative of the athlete's skill level)

No understanding of rebounding positions or principles, often beaten to a missed shot (2)
Goes after loose balls within 3 to 4 steps (4)
Aggressively goes after rebounds, gets many (6)
Exceptional ability to get to missed shots on both sides of the basket and either side of the court (8)

Score:
TOTAL SCORE:
Divide TOTAL SCORE by 6 to determine OVERALL RATING
Round off to the nearest tenth. EXAMPLE: 4.97 = 5.0 or 3.53 = 3.5)

OVERALL RATING:
Proceed to the appropriate Basketball Team Assessment Form:

Traditional teams use the Basketball Team Assessment Form.
Unified teams with athletes and partners ranked 3 and above, use the Basketball Team Assessment Form.
Unified teams with athletes ranked 2.9 and below, use the Unified Basketball Training Team Assessment Form.
Unified teams with players ranked more than 3 Skill Levels from each other, use the Unified Basketball Training
Team Assessment Form.

Please review the Unified Sports® Team Formation Guidelines
before beginning practice or registering for any competition.
DO NOT include Individual Assessment Forms with competition registration.
Send only Team Assessment Forms with Area or State competition registration.
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Basketball Team Assessment Form
Delegation:

Team Name:

Check One:

Traditional Team

Unified Team

Team Gender:

Male

Co-ed

Female

Summary of Individual Assessments
Name

Jersey #

3-on-3 Team

Age Group*:

8 - 15

*For safety reasons, athletes may only play on
teams in their own age bracket.
Please list players in order from highest to lowest Average Scores:

Athlete /
Partner

Ball Handling

Passing

Movement

Game
Awareness

Instructions:

Make copies of this form as needed.
Local programs should keep a copy for their records.
Include this form with Area and State Basketball Registration.
Transfer each player's score from their Basketball Individual Assessment Form.
Record players from highest to lowest Average Score.
To calculate Team Total Score: Add the Average Scores for all team members.
To calculate Team Overall Rating: Divide the Team Total Score by the number of players on the team.
To calculate Top 5 Players' Average: Add the 5 highest scoring players' Average Scores and divide by 5.
If Unified team, add the top 2 scoring partners and the top 3 scoring athletes.
To calculate Bottom 5 Players' Average: Add the 5 lowest scoring players' Average Scores and divide by 5.
Note: If roster is less than 10 players, please still include bottom 5 players.
Unified Teams ONLY: To calculate Unified Team Skill Spread: Subtract the lowest player's Average Score
from the highest player's Average Score. To be eligible for competition, the Unified Team Skill Spread
may not be higher than 3. (See SOAZ Unified Sports® Team Formation Guidelines.)
Determine team's Division according to Team's Overall Rating:
Traditional and 3 on 3 Teams: 6.6 to 8 = Division 1 5 to 6.5 = Division 2 3.6 to 4.9 = Division 3
2 to 3.5 = Division 4
Unified Teams: 7 to 8 = Division 1
5 to 6.9 = Division 2
3 to 4.9 = Division 3
1.6 to 2.9 = Division 4 Training

Page ___ of ___

16 & Over

Date this form was completed:

Shooting

Rebounding

Total Score

Team
Total Score
Team Overall
Rating
Top 5 Players'
Average
Bottom 5
Players' Average
Unified Team
Skill Spread

Division

Average
Score
(Total ÷ 6)

Unified Basketball Training Team Assessment Form
Note: Only Unified Basketball teams which meet one of these requirements should use this form. Please check one:
All athletes on the team rank between 1.6 and 2.9 on the Individual Assessment Form.
Players on the team are ranked more than 3 Skill Levels from each other.
Delegation:

Team Name:

Team Gender:

Male

Female

Summary of Individual Assessments
Name

Age Group*:

Co-ed

Jersey #

Please list players in order from highest to lowest Average Scores:
Athlete /
Partner

Ball Handling

Passing

Movement

Instructions:

Make copies of this form as needed.
Local programs should keep a copy for their records.
Include this form with Area and State Basketball Competition Registration.
Unified Partners' information should be included on this form, but should not be used to calculate Team
Total Score or Rating.
Transfer each player's score from their Basketball Individual Assessment Form.
LIST ATHLETES FIRST from lowest to highest Average Score.
Then list Partners from lowest to highest Average Score.
Record players from highest to lowest Average Score.
To calculate Team Total Score: Add the Average Scores for athletes only.
To calculate Team Overall Rating: Divide the Team Total Score by the number of athletes on the team.

Page ___ of ___

16 & Over

8 - 15

*For safety reasons, athletes may only play on
teams in their own age bracket.

Date this form was completed:

Game
Awareness

Shooting

Rebounding

Total Score

Team
Total Score
Team Overall
Rating

Average
Score
(Total ÷ 6)

UNIFIED BOCCE UNIT
HISTORY/ENVIRONMENT/CULTURAL INFLUENCES
WHEN:

1780’S

WHERE:

Manhattan and Mount Vernon

WHO:

George Washington

ORIGINAL GAME:
 The first game was played with polished rocks, as early as 5000 B.C. with royalties.
 Romans were among the first to play a game resembling what we know as bocce today.
They used coconuts to use as balls.
 The 1st International Special Olympics Summer Games were held in Soldier Field in Chicago,
Illinois where 1,000 athletes with intellectual disabilities from 26 U.S. States and Canada
compete in track and field and swimming on July 19-20, 1968.
 Special Olympics Arizona was officially started in 1975, Phoenix, Arizona.
 Unified Sports® introduced to United States in mid-1980’s, a major focus in Arizona in 2008.
WHAT IS UNIFIED SPORTS®?
 Unified Sports® is a program which combines athletes with and without intellectual disabilities
to form sports teams for training and competition.
 Unified Sports® dramatically increase inclusion of people with intellectual disabilities in to the
community by breaking down historical barriers which kept these people apart.
 An estimated 50,000 athletes now participate worldwide in Unified Sports® programs in
cooperation with schools, civic association, Parks and Recreation departments, and other
community sports organizations.
 Unified Sports® is a program endorsed and developed by Special Olympics International.
 Unified Sports® presently includes swimming, aquatics, basketball, bocce, bowling,
cheerleading, flag football, floor ball, badminton, golf, kayaking, soccer, softball, tennis and
volleyball with several other sports undergoing field testing.
HISTORY OF SPECIAL OLYMPICS UNIFIED SPORTS®
 The concept of Unified Sports®, originally called “Integrated Sports,” was brought to the
attention of Special Olympics Founder Eunice Kennedy Shriver at the 1983 Special Olympics
National Conference in Park City, Utah.
 The idea was generated through Special Olympics Massachusetts (SOMA) due to changes
occurring in the field of intellectual disabilities. Most of the agency director and leadership of
this period were interested in programs putting people with intellectual disabilities together with
people without disabilities. Social integration was the buzzword of that time period. It was in
this climate SOMA created an integrated softball tournament.
 Luckily for Special Olympics, Eunice Kennedy Shriver approved further research. The name
was changed from “Integrated Sports” to “Unified Sports®” and in 1989 she announced to the
world the endorsement of this new program.
Special Olympics Arizona (SOAZ)
Permission from PUSD#11
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CULTURAL INFLUENCES:
 Played worldwide.
 Youth, high school and collegiate programs encourage both male and female participation.
 People from all socio-economic backgrounds can play because bocce is an inexpensive
sport to play.
BENEFITS OF BOCCE:
 Health Benefits
 Increase eye/hand co-ordination
 Increase cardiovascular endurance, strength, and flexibility
 Decrease risk of diseases (heart attack, stroke, cancer, diabetes)
 Decrease stress and tension levels
 Social Benefits
 Learn concept of teamwork
 Learn to follow rules
 Learn discipline and commitment
 Social interaction with peers and/or friends
 Enjoyment
 Travel opportunities and increase cultural awareness

SAFETY RULES:
Teachers/Coaches will provide adequate supervision as defined by Professional, Legal,
District, and Special Olympic Guidelines to ensure students behave properly in light of
any foreseeable dangers.
Listed below are the Guidelines:
 Misbehavior of any type must not be tolerated.
 Failure to act or improper action is grounds for liability.
 The greater the degree of danger, the higher the level of supervision should be.
 Students must never be left unattended, except in an emergency where the potential
harm is greater than the perceived risk to students. Even then, risk should be minimized
or responsibility transferred to another authorized person if the situation allows.
Points to remember:
 Teachers/Coaches should use the proper equipment and teach the athletes how to use and
perform all activities the “right” way the first time and every time.
 Teachers/Coaches should be aware of equipment problems and hazardous areas so as to
correct or avoid them.
 Teachers/Coaches should perform periodic safety inspections and preventative maintenance
on all equipment and playing field areas.
 Teachers/Coaches should review rules and stress the words “Let’s Play Safe Out There” on a
daily basis.
Special Olympics Arizona (SOAZ)
Permission from PUSD#11
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SPECIAL OLYMPICS ARIZONA UNIFIED BOCCE OFFICIAL EVENTS:
 Unified Sports® Bocce Doubles (two players per team)
 Unified Sports® Bocce Team (four players per team)
SPECIAL OLYMPICS BOCCE RULES:
 Please see Special Olympics Summer Sports Bocce Rules.
 Please see Special Olympics Arizona Bocce Rules.
 Please visit, www.SpecialOlympics.org, every January for a copy of updated International
Rules. Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
 Please visit, www.SpecialOlympicsArizona.org, for copy of updated Arizona Rules.
Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
UNIFIED SPORTS® RULES:
There are few differences in the rules for Special Olympics Unified Sports® competition as stipulated
in the official Special Olympics Sports Rules and modifications outlined in the rules book.
The additions are highlighted below:
 A roster consists of a proportionate number of athletes and partners.
 An athlete is a person with intellectual disabilities
 A partner is a person without intellectual disabilities.
 Teams are division for competition based primarily on ability. In team sports, division
assignment is based on the best players on the roster, not the average ability of all players.
 Team sports must have an adult, non-playing coach. Player-coaches are not allowed in
team sports.

Special Olympics Arizona (SOAZ)
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FIELD DIMENSIONS AND EQUIPMENT:

10 ft. line

30 ft. line

10 ft. line

Center line
COURT:
 The court is an area 3.66 meters (12 feet) wide by 18.29 meters (60 feet) long.
 The court surface may be composed of stone dust, dirt, clay, grass or artificial surface,
provided there is no permanent or temporary obstruction in the court that would interfere with
the straight line delivery of a ball from any direction. These obstructions do not include
variations in grade, consistency or terrain.
 The court walls are the side and the end walls of the court and may be composed of any rigid
material. The end walls should be at least 304 mm (12 inches). The end walls should be
composed of a rigid material such as wood or Plexiglas. The side walls must be, at minimum,
as high as the bocce balls. The side or end walls may be utilized during play for bank shots or
rebound shots. Lines measuring 50 mm (2 inches) in width should be marked on all courts for
the following:
 Foul line for pointing or shooting (hitting)—3.05 meters (10-foot line) from the
backboards.
 Half-court marker — minimum distance pallina is played at the start of the frame.
During the course of play, the position of the pallina may change as a result of normal
play; however, the pallina may never come to rest closer than the half-point marker
(30-foot line) or the frame is considered dead.
 The 10-foot and 30-foot lines should be permanently drawn from sideboard to sideboard.
BOCCE EQUIPMENT:
 Bocce balls may be manufactured of wood or a composition material and must be of equal
size. Official tournament ball sizes may be from 107 millimeters (4.20 inches) to 110
millimeters (4.33 inches). The color of the balls is immaterial provided that the four balls of
one team are clearly and visibly distinct from the four balls of the opposing team.
 The Pallina must not be larger than 63 millimeters (2.5 inches) or smaller than 48 millimeters
(1.875 inches) and should be of a color visibly distinct from both teams’ bocce ball colors.
 A measuring device may be any device that has the capacity to accurately measure the
distance between two objects, and is acceptable to tournament officials. For division purposes,
a retractable steel tape graduated in millimeters should be used.
 Matching Team Uniforms (athletes wear even numbers, partners wear odd numbers).
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DEFINITIONS:
Bank Shot

Where the ball is played toward or off a wall or backboard to gain the
advantage/point.

Bocce

Can also be spelled bocci or boccie. As with some other sports, e.g. basketball,
this is a term of two meanings in it can be the balls played with during the game
or can mean the game itself.

Dead Ball

Is a ball which has been ruled, by the official, as a disqualified ball due to some
form of infringement or technicality.

Doubles

A game played with teams of two players in opposing teams, sometimes
called pairs or two-player team.

End

Also called a frame or round. A period of the game when all of the players have
completed their turn and the points are awarded by the official before the next
“end” is played.

End Boards

The boards at the end of the court. Sometimes these are suspended from the
back walls of the court and on other occasions they may be a solid wall.
Players can use these to gain the advantage/point.

Foul

Relates to either a foot foul or a line foul, sometimes also called a foot line foul.
The type and frequency of the foul will determine the penalty dealt to the player.
This is usually called when a player oversteps the foul line or releases the ball
after crossing the foul line.

Foul Line

The lines on a court which the player must stay behind before the ball is
released, when playing either type of delivery (pointing or hitting shot).
The hitting/pointing line is 10 feet from the end board.

Fours

A game played between a team of four players against another team of four
players, sometimes called teams or a four-player team.

Hitting

Also called spocking, popping or shooting. It is a shot usually played to displace
other balls around the target ball, rather than playing a slow gentle roll to gain
the advantage/point. The ball is usually played with such force as to reach the
far end of the court. A player playing this type of shot may release the ball from
anywhere up to the 10-foot hitting/pointing line.

Initial Point

The first ball rolled in an end toward the pallina to establish the initial point.
If some form of foul is committed by this first ball played, the same team will
roll the next ball to establish the initial point.

Special Olympics Arizona (SOAZ)
Permission from PUSD#11

5

06.01.2011

DEFINITIONS CONTINUED:
In

Also called the “in team.” This is used to describe the team which has the
advantage or holds the point. The team closest to the pallina is deemed the
"in team" and will now wait its turn until the opposition gets closer, whereupon
the opposition becomes the “in team.”

Live Ball

Can also be termed “good.” The phrase is used to explain to the players the
ball just rolled is a legitimate and legal ball and the rest of the end can continue
to played. Consequently, if a foul is committed the ball is termed out or a
dead ball.

Out

Also called the “out team.” As an opposite to “In” as described above, this term
is used to describe who does not hold the advantage or point at the present
position in the end. This team will continue to play until they get closer and
subsequently become the “in team,” or until they run out of balls to roll up.

Pairs

A game played between two players playing against another two players,
sometimes called doubles or a two-player team.

Pallina

A 1¾ inch ball which is rolled down the court first.

Pallina Advantage The team who holds the pallina advantage is the team who rolls the pallina down
the court to start the end or game. After rolling the pallina, they then roll the first
ball down to establish the initial point. The term “advantage” is given as this team
can determine by the distance the pallina is rolled along the court, i.e. short end
or long.
Pointing

Can be called rolling or lagging. Unlike the hitting shot, this shot is played to get
the ball close to the target ball, rather than trying to scatter the balls to displace
other balls. This is a shot that is usually played with a soft smooth release and
with finesse and a gentle motion. It is usually from a standing position rather
than a running/moving one. Players must release the ball before crossing the
hitting/pointing line.

Rule Advantage

The option given to a team when the opposition has committed a foul. The team
can then choose what their options are, given the current positions of the balls
and the state of the game.

Sideboards

The boards which surround and enclose a court, usually at least 6 - 12 inches
high in the middle, to stop the balls from leaving the court. The official height of
the wall is three feet at the end boards and taller than the height of the bocce
ball along the side walls.
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DEFINITIONS CONTINUED:
Singles

A game played between two players, one-on-one, sometimes called a
one-player team.

Teams

A game played between a team of four players against another team of four
players, sometimes called fours or a four-player team.
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1. GOVERNING RULES
The International Federation for Bocce is Special Olympics Inc. and therefore the Official Special Olympics
Sports Rules for Bocce shall govern all Special Olympics competitions.
Refer to Article 1, http://media.specialolympics.org/resources/sports-essentials/general/Sports-RulesArticle-1.pdf, for more information pertaining to Codes of Conduct, Training Standards, Medical and Safety
Requirements, Divisioning, Awards, Criteria for Advancement to Higher Levels of Competition, and Unified
Sports.
2. OFFICIAL EVENTS
The range of events is intended to offer competition opportunities for athletes of all abilities. Programs
may determine the events offered and, if required, guidelines for the management of those events.
Coaches are responsible for providing training and event selection appropriate to each athlete’s skill and
interest.
The following is a list of official events available in Special Olympics.
Singles (one player per team)
Doubles (two players per team)
Team Competition (four players per team)
Unified Sports® Bocce Doubles (two players per team)
Unified Sports® Bocce Team (four players per team)
Singles Ramp (one player per team using a ramp)

3. COURT AND EQUIPMENT
Court
The court is an area 3.66 meters (12 ft) wide by 18.29 meters (60 ft) long.
The court surface may be composed of stone dust, dirt, clay, grass or artificial surface,
provided there is no permanent or temporary obstruction in the court that would
interfere with the straight line delivery of a ball from any direction. These obstructions do
not include variations in grade, consistency or terrain.
The court walls are the side and the end walls of the court and may be composed of any
rigid material. The end walls should be at least 304 millimeters (12 in). The side walls must
be, at minimum, as high as the bocce balls. The side or end walls may be utilized during
play for bank shots or rebound shots. Lines measuring 50 millimeters (2 in) in width should
be marked on all courts for the following:
Foul line for pointing or shooting (hitting) 3.05 meters (10 ft line) from the
backboards.
Half-court marker — minimum distance pallina is played at the start of the
frame. During the course of play, the position of the pallina may change as a
result of normal play; however, the pallina may never come to rest on or closer
than the half-court marker, 9.15-meter (30 ft) line, or the frame is considered
dead
The 3.05-meters (10 ft) and 9.15-meter (30 ft) lines should be permanently
drawn from sideboard to sideboard.
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Equipment
Bocce Balls and Pallina
Bocce balls may be manufactured of wood or a composition material and must
be of equal size. Official tournament ball sizes may be from 107 millimeters
(4.20 in) to 110 millimeters (4.33 in) in diameter. The color of the balls is
immaterial, provided that the four balls of one team are clearly and visibly
distinct from the four balls of the opposing team.
Bocce is played with eight balls and one smaller target or object ball called the
pallina (jack, cue, beebee, etc.).
There are four balls to a side or team, and they are generally made in two
colors to distinguish the balls of one team from those of the opposing team
(see section 4.2 for ball color selection process).
The bocce balls may also be inscribed with distinctive lines to identify the balls
of the players on the same team.
The pallina must not be larger than 63 millimeters (2.5 in) or smaller than 48
millimeters (1.875 in) in diameter and should be of a color visibly distinct from
both teams’ bocce ball colors.
Measuring Device
A measuring device may be any device that has the capacity to accurately
measure the distance between two objects, and is acceptable to tournament
officials..
Ramps
Ramps are used when an athlete does not have the physical ability to roll with
their hand or hands.
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Ramps and other assistance devices may be used with the approval of the
Competition Committee.
No mechanical aids shall be used to propel the bocce ball or pallina.
Athletes using ramps must be placed in separate divisions from other players
only for singles competition.
All other tournament rules shall apply to athletes in the ramp divisions.
4. RULES OF COMPETITION
Divisioning
It is suggested that, before competition begins, the Tournament Director ensures that
divisions are appropriate. Athletes may be divisioned based on previous experience or, in
the case of larger competitions, modified games. The modified game procedure below will
provide a score that will help place athletes in the most equitable divisions possible.
Each athlete should play three modified games, called a set. The athlete should alternate
from each end of the court and play the following allotted balls The athlete should not
surpass the foul line when he/she plays the allotted balls:
The referee will place the pallina at the marked spot (center) of the 9.15-m (30-ft) line, and
the player should play eight balls. The referee will measure the closest three balls and
record their distance in centimeters.
The referee will then place the pallina at a marked spot in the center of the court at the
12.20-m (40-ft) mark, and the player should play eight balls. The referee will measure the
closest three balls and record their distance in centimeters.
The referee will then place the pallina at the marked spot (center) of the 15.24-m (50-ft)
line, and the player should play eight balls. The referee will measure the closest three balls
and record their distance in centimeters.
During the divisioning process, if the pallina is moved from its spot at 9.15-m (30-ft), 12.20m (40-ft) or 15.24-m (50-ft), it is to be replaced on the spot before the next ball is rolled
and before any measurements are taken.
Measurements will be taken from the center side of the bocce ball to the center side of
the pallina, for a total of nine measurements, the sum of which becomes the athlete’s
divisioning score.
For Doubles and Teams, the sum of the athletes divisioning scores shall be the Doubles
and Team’s divisioning score.
These divisioning procedures comply with the Special Olympics maximum effort rule.
Coin Toss Procedure
A coin toss by the referee will determine which team has the pallina and choice of ball
color.
In the absence of a referee, the two team captains will execute the coin toss. The coin toss
should take place on the court.
Three-Attempt Rule
The team possessing the pallina will have three attempts at placing the pallina past the
9.15-meter (30-ft) mark and before the 3.05-meter (10-ft) mark on the opposite end: the
pallina coming to rest on the half-court marker or on the 3.05-meter (10-ft) mark on the
opposite end is deemed to be an unsuccessful attempt. If these three attempts are
unsuccessful, the opposing team will have one opportunity to place the pallina. If this
attempt is unsuccessful, the referee will place the pallina in the center of the court at the
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12.20-meter (40-ft) mark. However, at no time does a team lose its earned pallina
advantage of being able to deliver the first ball.
Sequence of Play
The pallina is rolled or tossed by a member of the team having won the coin toss to start
the game. The player tossing the pallina must deliver the first ball. The opposing team will
then deliver their bocce balls until the point is taken or they have exhausted their four
balls. This "nearest ball" rule governs the sequence of played balls. The side whose ball is
the closest to the pallina is called the "in" ball and the opposing side the "out" ball.
Whenever a team gets "in," it steps aside and allows the "out" team to deliver.
Initial Point
It is always incumbent upon the team with the pallina advantage to establish the initial
point. Example: Team A tosses the pallina and delivers the first ball. Team B elects to hit
Team A’s ball out of position. In doing so, both balls, Team A’s and Team B’s, fly out of the
court, leaving only the pallina in the court. It is incumbent upon Team A to reestablish the
initial point.
Ball Delivery
A team has the option of rolling, tossing, bouncing, banking, etc., its ball down the court,
provided it does not go out of bounds or the player does not violate the foul markers. A
player also has the option of hitting out any ball in play in trying to obtain a point or
decrease the opposing team’s points. A player can grip the ball by placing his/her hand
over or under the ball as long as the ball is released in an underhand delivery. An
underhand delivery is defined as releasing the ball below the waist.
Modifications/Interpretations
The Event Manager/Tournament Director shall have the discretion to allow for certain
modifications/interpretations of the current technical rules based upon a physical
disability characteristic. Such interpretation shall be requested and ruled on prior to the
athlete’s participation in a competition and shall not give advantage over another athlete.
Delivery action interpretations will be concerned with the action a limb(s) is performing
while delivering a pointing or hitting shot.
Number of Balls Played by a Player
One-Player Team—the player is allowed to play four balls.
Two-Player Team — each player is allowed to play two balls.
Four-Player Team — each player is allowed to play one ball.
Coaching
Discussion with any athlete and/or partner by a coach or spectator is prohibited once the
athlete and or partner steps onto the field of play area as designated by the Tournament
Director/Event Manager.
If an official determines that a coach/ partner/ spectator is violating this rule, the official
may sanction the offending individual. Sanctions may include: verbal warning, citing the
coach/partner with unsportsmanlike conduct or expulsion from the game.
Scoring
The following scoring procedure is most common in major tournaments: however,
variations may be acceptable.
Scoring procedure for tournaments: At the discretion of the Competition Manager, games
may be played to reach the target number of points or to a time duration.
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At the end of each frame (when both teams have exhausted all balls), scoring will be
determined as follows: points are awarded to the team whose balls are closer to the
pallina than the closest ball of the opposing team, which can be determined by viewing or
by mechanical measurements.
A player may request a mechanical measurement (Measurements will be taken from the
center side of the bocce ball to the center side of the pallina).
At the end of a frame, the referee announces the winning points and color to the players
outside the court at the pallina end and before the balls are removed, the referee should
look to the players for agreement.
The players have a right to request a measurement if the players disagree with the
referee.
When the player or team agrees with the number of points awarded, the court official
then proceeds to remove the balls to start the next frame.
The scoring team for each frame will also win the pallina advantage for the subsequent
frame.
The referee will be responsible for validity of the scoreboard and scorecard, so it is
incumbent upon the team captain to verify the accuracy of the posted score at all times.
Ties during frame
In the event that two opposing balls are equidistant from the pallina (tied),
the team that rolled last will continue to roll until the tie is broken. Example:
Team A rolls a ball toward the pallina and establishes the point. Then Team B
rolls its ball toward the pallina, and the referee determines that they are both
exactly the same distance from the pallina. Team B must continue to roll until
it has a point closer than Team A’s ball. If Team B does roll up to the point, and
Team A hits that ball out re-establishing a tie, Team A must continue to roll
until the tie is broken.
Ties at the end of a frame
In the event that the two balls closest to the pallina belong to opposing teams
and are tied, no points will be awarded. The pallina returns to the team which
last delivered it. Play resumes from the end of the court from which the frame
was last played.
Winning score
Four-player team (one ball per player) = 16 points
Two-player team (two balls per player) = 12 points
One-player team (four balls per player) = 12 points
Scorecard
It is the responsibility of each team captain to sign the scorecard after a
match. The signatures will indicate the indisputability of the final score. Games
in which protests will be filed should not be signed by any captain who
disagrees with the score or its validity.
Player Designation
Captain
On any team, the captain must be designated and made known to the officials
before play begins. The captain may not be changed during the course of a
game, but may be changed during the course of a tournament. The
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tournament officials must be notified of this change prior to any subsequent
games.
Rotation of players
The players of any given team may elect to play their balls in any rotation,
provided the one who tosses the pallina delivers the first bocce ball. The
rotation may vary from frame to frame; however, no player may deliver more
than his/her allotted number of balls per frame.
Unified Sports Team
Each Unified Sports doubles team shall consist of one athlete and one partner.
Each Unified Sports team event shall consist of two athletes and two partners.
There is no requirement within these rules as to who (Athlete or Partner) plays the pallina
and first bocce ball. The order can change from game to game or frame to frame.
Substitutions
Official notification: Officials must be notified of substitutions prior to a scheduled game
time or it will result in forfeiture of the match.
Substitution of players: Only one substitute may be allowed per team per game.
Substitutes may take the place of any player on the team and may substitute for different
players on the same team during different games.
Limitations: Once a player has registered to substitute for one team during the
tournament, he/she may not substitute for any other team during that tournament.
Substitutes should have a Divisioning score equal to or higher than the person they are
substituting.
Substitution during game: Only in the event of medical or other verified emergencies may
a player be substituted during a game. Emergency substitutions will only be made at the
end of a frame; if this is not possible, the frame will be considered dead. However, once
the substitution has been made, the substitute must complete the game.
Forfeiture
Teams with less than the prescribed number of players will forfeit the match.
Timeouts
The official may grant a timeout whenever the circumstances appear to be valid.
The timeout will be limited to ten minutes or less as predetermined by the Tournament
Director.
Delays of Games
Intentional delay of game
If, in the opinion of the official, the game is intentionally delayed without
sufficient or valid reason, the official must give a warning.
If play is not resumed immediately, the delaying team will forfeit the match.
Delays caused by weather, acts of God, civil disorder or other unforeseen reasons
In such delays, the ruling of the Tournament Director will be decisive and final.
Checking Position of Points
One player from each team may proceed down the outside of the court before delivering
his/her ball and the player must remain outside of the court while checking the position of
points.
Other Circumstances
Broken ball
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If during the course of a frame a ball or pallina should break, the frame will be
considered dead.
Replacement of a ball or pallina will be the responsibility of the Tournament
Director.
Court grooming
Prior to play
All courts must be groomed to the satisfaction of the Tournament
Director before the start of each game.
Court grooming during play
Courts may not be reconditioned during the course of the game.
Obstacles or objects such as stones, cups, etc., may be removed
during the course of a game.
Unusual court conditions
If in the opinion of the Tournament Director, the court conditions are such
that play is impractical, the game can be stopped and resumed on another
court or at another designated time.
Moving ball or pallina
No player may play his or her ball until a pallina or another ball has come to a
complete rest.
Mechanical Aid
If due to a medical or physical condition an athlete requires the use of a
mechanical aid to spot the position of the pallina, then discretion can be given
to the Event Manager/Tournament Director for this to be permitted.
Items such as a bell or bright colored cone for a visually impaired athlete are
examples of this type of mechanical aid. If a cone is used as a mechanical aid it
should be placed as close as possible to the pallina, usually behind, and
removed from the court once the bocce ball is released from the athlete’s
hand. If a bell is used it should be rung while held over the pallina.
Player Behavior
During Play
Whenever possible, a player should move off the court when an opponent is
playing.
Unsportsmanlike conduct
Players shall act in a sportsmanlike manner at all times.
Any act which is deemed as poor sportsmanship, such as insulting language,
gestures, actions or words which engender ill will, if flagrant, may result in
disqualification.
Player Attire
Proper attire
Players will dress in a manner which will bring credit to them and the sport of
bocce.
Footwear
Players will not be permitted to wear shoes which may damage or disrupt the
court surface.
It is recommended that all players will wear close-toed shoes.
10

VERSION: June 2018
© Special Olympics, Inc., 2018
All rights reserved

BOCCE SPORT RULES

Objectionable attire
Players who wear objectionable or offensive clothing, or who are improperly
attired, may not be allowed to participate in a tournament.
5. PENALTIES AND PROTESTS
Determination
Immediately upon determination by the official that a foul has been committed, the
official will notify the captains of both teams and inform them of the penalty imposed.
The team fouled against has the option to decline any penalty imposed by the official and
accept the lie of the ball(s) and continues playing. The ruling of the official is final, except
as otherwise provided for hereafter.
Conditions Not Covered
For conditions not specifically covered in these rules, the Tournament Director’s ruling
shall be decisive and final.
Protests
Any protest to an official’s or Tournament Director’s decision must be made by a Special
Olympics certified bocce coach within 15 minutes of the completion of any game or the
decision made by the official or Tournament Director will be considered as accepted.
Protests will be acknowledged and judged on the basis of merit in circumstances not
specifically proved for hereunder.
Protest to Forfeiture
If a team must forfeit a match as a result of not being present for a scheduled match, or as
a result of violations hereunder prescribed, no official protest will be acknowledged.
Specific Fouls
Foul-line fouls
In both pointing and hitting, any part of the player’sbody, including the
player’s foot, or any apparatus used by an athlete such as a wheelchair,
crutches, cane, etc., must not be in contact with any part of the foul line until
after the ball is released and before the ball touches any part of the playing
field in front of the specific foul line.
An official as a result of witnessing the foul, must call all fouls.
The penalty for a player (team) committing the foul will be to declare the
specific ball being thrown dead.
If possible and safe, the referee will seek to stop the ball just delivered before
it reaches the pallina and the other balls "in contention", remove the just
released ball from the court and declare the just released ball to be a dead
ball. If the just released ball does come in contact with the pallina and/or other
balls "in contention" and these balls are moved from their original position,
then the referee will place the balls back as close to their original position as
possible and play will continue.
Moving ball or pallina
The head official will not call for the next roll of a ball until the pallina or the
currently played ball has come to a complete stop.
If a player, in any format of the game, delivers his or her ball before the pallina
or a currently delivered ball has come to a complete stop, the ball just
delivered should if possible and with safety be stopped by the referee before
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it reaches the balls “in contention,” be declared a dead ball and removed from
the court. If the referee cannot stop the ball before it reaches the “balls in
contention, “ the referee should replace the pallina and the nearest balls to
where they were before the improper ball delivery took place, and remove the
just delivered ball from the court.
Player plays more than his allotted number of balls with respect to a two- or four-player
team
When a player rolls an extra ball during a frame, the ball in question is
declared dead.
If possible and safe, the referee will seek to stop the ball just delivered before
it reaches the pallina and the other balls "in contention", remove the just
released ball from the court and declare the just released ball to be a dead
ball. If the just released ball does come in contact with the pallina and/or other
balls "in contention" and these balls are moved from their original position,
then the referee will place the balls back as close to their original position as
possible and play will continue. This condition will exist when a player on a
two-player team plays three balls instead of two or a player on a four-player
team plays two balls instead of one.
Two-Player Team: the remaining player on a two-player team will only have
one ball to play.
Four-Player Team: the remaining players who haven’t played any balls must
decide who is to play the remaining unplayed balls.
Illegal movement of a ball belonging to your own team
If a player moves one or more of his or her team’s balls, the ball(s) are
removed from the court and considered dead and play continues.
Illegal movement of an opponent’s ball
If, after all eight balls have been thrown, a player moves one or more of
his/her opponent’s balls, the opponent’s balls that were moved will be
awarded one point each.
If a player moves one or more of his/her opponent’s balls, and there are
remaining unplayed balls, the referee will place the balls as close to their
original position as possible and play will continue.
Illegal movement of the pallina by a player
If the pallina is moved by a player, the opposite team will be awarded as many
points as the number of live balls that were "in contention" plus the number
of balls yet unplayed.
If the team fouled against has no balls "in contention" and no balls remaining,
then the frame will be declared dead by the referee and started over at the
same end.
Accidental or Premature Movement of Balls or Pallina by a Referee
During play (when more balls are yet to be played)
If a referee, either in the course of measuring or otherwise, moves a ball "in
contention" or the pallina, the frame is considered dead and started over at
the same end.
After all balls are played
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If the point or points were obvious to the referee, the points will be awarded.
All uncertain points will not be awarded and the frame is considered dead and
started over at the same end.
Interference With a Ball in Motion
By one’s own team
When a player interferes with his/her team’s ball in motion, the referee, as a
result of witnessing the foul, must declare the ball being thrown dead.
If possible and safe, the referee, will seek to stop the ball just delivered before
it reaches the pallina and the other balls "in contention", remove the just
released ball from the court and declare the just released ball to be a dead
ball. If the just released ball does come in contact with the pallina and/or other
balls "in contention" and these balls are moved from their original position,
then the referee will place the balls back as close to their original position as
possible and play will continue.
By opponent’s team
If a player interferes with an opponent’s ball in motion, the team fouled
against has one of the following options:
Play the ball over.
Declare the frame dead.
Decline the penalty, accept the lie of the touched ball(s) and
continues playing.
With no disruption of position
If a spectator, animal or object interferes with a ball in motion and that ball
does not touch another ball already in play, it must be played over by the same
player.
With disruption of position
If a spectator, animal or object interferes with a ball in motion and that ball
touches another ball already in play and "in contention" the frame is dead.
Other disruption of play
Any action which interferes with the position of the pallina or the ball of each
team closest to the pallina renders the frame dead.
In the event balls other than the pallina or the two opposing balls closest to it
are moved, they may be replaced as close as possible to the original position
by the two captains or the referee. Such disruptive action may be the result of
a dead ball from another court, foreign objects, spectators or animals entering
the court and changing the position of the ball(s) in play.
Wrong Color Ball Delivery
Replaceable
If a player delivers a wrong color ball, the ball may not be stopped by another
player or the referee. The ball must be allowed to come to rest and replaced
with the proper colored ball by the referee.
Not replaceable
If a player delivers a wrong color ball which cannot be replaced without
disturbing another ball already in play the frame is declared dead and replayed
from the same end.
Wrong Rotation of Play
13
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Initial point
If a team wrongly delivers the pallina and its first ball, the referee will return
the pallina and the first ball which was played out of rotation.
The referee will then ask the other color player or team to deliver the pallina
when restarting the frame from the same end of the court.
Subsequent rolls of the proper color in an incorrect sequence
If a player delivers his or her ball when his or her team is "in" and the other
team has balls left, the ball in question should if possible and safe be stopped
by the referee before it reaches the "balls in contention", be declared a dead
ball and removed from the court.
If the referee cannot stop the ball before it reaches the "balls in contention",
the referee should replace the pallina and nearest balls to where they were
before the out of rotation delivery took place.
6. OFFICIALS
Objections
Objections to official
Each team has the right to object to a designated official for any reason prior
to the start of a game.
This objection will be considered and decided upon by the Tournament
Director.
Participant officials
No member of a team or registered substitute of a team will be allowed to
assist in the officiating of a game in which that team is also playing.
Substitute Officials
During a game
Substitutions of officials may occur during a game only with the permission of
the Tournament Director and both team captains.
Additional officials
Additional officials may be assigned to any games during the course of play,
provided permission is granted by the Tournament Director.
Team requests
Officials may be changed during the course of a game if either team presents
sufficient cause to the Tournament Director.
Official’s Uniform
Referees should be clearly distinguishable from players.
7. DEFINITION OF PLAYING TERMS
Live Ball: Any ball in play that has been delivered.
Dead Ball: Any ball that has been disqualified or forfeited. A ball may be disqualified if:
It is the result of a penalty.
It has gone out of the court.
It has come in contact with a person or object which is out of the court.
It hits the top of the court boards.
It hits the covering over the courts or any supports thereof.
14
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It is the result of a foot foul.
It is the result of an illegal movement of your (team’s) ball.
It is the result of interference with a ball in motion by one’s own team.
It has been played before the pallina or currently delivered ball has come to a complete
stop.
Bocce Ball: The larger playing ball.
Pallina: A small object ball sometimes called cue ball, beebee, etc.
Hitting/Shooting: The action of rolling a ball which is thrown with sufficient velocity that it would hit
the backboard if it missed the target.
Bank or Rebound Shots: Bank or rebound shot refers to playing a ball off either the sideboards or
backboard.
Pointing: The action of rolling a ball to obtain a point close to the pallina.
Frame: the period in the game in which balls are played from one side of the court to the other and
points are awarded.
"In contention": Used across any section of the rule book means, balls that an official would deem to
be balls that he/she will potentially need to measure or award as scoring balls.
Foul: A rule infraction for which a penalty is prescribed.
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Bocce Skills Assessment

The sport skills assessment chart is a systematic method that is useful in determining the skill ability of an athlete. The
Bocce Skills Assessment Card is designed to assist coaches in determining athletes’ ability levels before they begin to p
articipate. Coaches will find this assessment a useful tool for several reasons:
 Helps coach to determine with the athlete which events he/she will compete in
 Establishes the baseline training areas of the athlete
 Assists coaches to group athletes of similar ability on training teams
 Measures the athlete’s progression
 Helps determine athlete’s daily training schedule
Before administering the assessment, coaches need to perform the following analysis when observing the athlete.
1. Become familiar with each of the tasks listed under the major skills.
3. Have an accurate visual picture of each task.
5. Have observed a skilled performer executing the skill.When administering the assessment, coaches will have
a better opportunity to get the best analysis from their athletes. Always begin by explaining the skill you would like to
observe. When possible, demonstrate the skill.
Remember
The athlete’s average score is the ultimate determining factor in how well the athlete is playing. Record the scores of
each game, and determine an average for the number of games played. Appropriate skill level is determined by
average. What you are looking for is an increase in the athlete’s average from the start of training to the end of the
training period. Remember, changes made to the way an athlete delivers a ball, or to their equipment, will often result
in lower scores at first, as the athlete makes the necessary adjustments and becomes familiar with them.

Bocce Skills Assessment Card
Athlete’s Name
Coach’s Name

Date
Date

Instructions
 Use tool at the beginning of the training/competition season to establish a basis of the athlete’s starting skill
level.

 Have the athlete perform the skill several times.
 If the athlete performs the skill correctly three out of five times, check the box next to the skill to indicate that
the skill has been accomplished.
 Incorporate program assessment sessions into your program.
 Athletes may accomplish skills in any order. Athletes have accomplished this list when all possible items have
been achieved.
Layout of the Bocce Court
Recognizes the 10-foot foul line
Recognizes the 30-foot halfway line
Recognizes the 50-foot line
Recognizes the back boards
Recognizes the side boards
Equipment Selection
Recognizes a bocce ball
Recognizes the color differences of the bocce balls
Recognizes the pallina
Recognizes the tape measure
Recognizes the flags used (especially for athletes with visual or hearing impairments)
Can associate the connection between flag color and bocce ball
Scoring
Understands the point scoring system used in the game of bocce
Understands that winning score for both singles and two-player teams is 12 points
Understands that winning score for four-player teams is 16 points
Recognizes the scores on a score card
Can follow the scoring on a score card
Recognizes the places for the various signatures on a score card
Recognizes the need to not sign a score card if the game is to be protested

Rules of the Game

Shows an understanding of the game
Understands that the game consists of playing to a certain number of points
Knows what each of the lines on the court means
Knows not to cross the foul line when delivering a ball
Knows to play four balls when playing singles
Knows to play two balls when playing doubles/pairs
Knows to play one ball when in a team of four
Knows to play only when indicated by the official
Adheres to the rules of the bocce court and training area
Follows official Special Olympics bocce rules

Sportsmanship/Etiquette

Exhibits sportsmanship and etiquette at all times
Demonstrates competitive effort while playing at all times
Takes turns with other team members
Selects and uses the same-color balls throughout the game
Waits for official to indicate his/her turn to play
Plays cooperatively and competitively, cheers on fellow teammates
Maintains knowledge of own/own team’s score
Listens to coaches’ instructions

Game Terminology

Recognizes the terms “In” and “Out” team
Recognizes the term “Foul”
Recognizes the term “Pointing”
Recognizes the term “Hitting”
Recognizes the term “Banking”
Recognizes the term “Rebounding”

Retrieving the Ball

Collects ball from back of court
Identifies own ball by the color
Picks up ball and brings to waist level
Supports the ball with non-rolling hand and moves to the starting position

Grip

Places fingers and thumb evenly around the ball
Uses thumb to hold ball in place
Holds ball in front portion of hand

Stance

Locates starting position back from the foul line
Stands with feet shoulder-width apart
Holds shoulders level and body square to target with weight evenly distributed
Demonstrates proper foot placement: left foot forward if right-handed
Assumes correct stance with eyes focused on pallina or target ball
Holds ball under control

Delivery

Pushes the ball forward to approximately eye level followed by a downward swing
Brings arm straight back and close to body
Brings arm straight forward to release ball
Delivers ball with a gentle slow release for a pointing shot
Delivers ball with a strong fast release for a hitting shot
Performs standing pointing delivery
Performs running pointing delivery
Performs standing hitting delivery
Performs running hitting delivery

Release

Assumes correct stance with front foot behind the foul line and shoulders square to the target Delivers ball over the
foul line toward the pallina or target
Maintains correct wrist posture once ball leaves hand
Executes proper follow-through with arm swing: forward and upward

Special Olympics Arizona - Bocce Divisioning Directions
1. Each athlete should play three Modified Games, called a set. The athlete will deliver
four balls in each game from alternate ends of the court. The athlete should not surpass
the foul line in playing the allotted balls:
a. Place the pallina at the 30-foot line, and have the player deliver four balls.
Measure the closest three balls and record their distance in CENTIMETERS.
b. Place the pallina at the 40-foot mark, and have the player deliver four balls.
Measure the closest three balls and record their distance in CENTIMETERS.
c. Place the pallina at the 50-foot line, and have the player deliver four balls.
Measure the closest three balls and record their distance in CENTIMETERS.
2. During the divisioning process, if the pallina is moved from its initial spot at 30-feet,
40-feet or 50-feet, it is to be replaced on the spot before the next ball is rolled and before
any measurements are taken. If a ball is sitting on the pallina spot after a throw, remove
it, replace the pallina on the spot and score 10cm for that ball.
3. Measurements will be taken from the center side of the bocce ball to the center top of
the pallina, for a total of nine measurements. Record these measurements on the SOAZ
Bocce Divisioning Scoresheet.
4. Add together the measurements of the nine closest balls thrown during the set to
produce a single Individual Score which shall be used to place the athlete in an
appropriate division.

SOAZ Bocce Divisioning Scoresheet
Athlete Name________________________________Team_____________________
Coach Name ________________________________Program__________________
1- Athletes deliver 4 balls per set, with pallina at the 30, 40 and 50 foot marks, switching sides
after each set.
2- Record closest three balls in each set, measured in Centimeters (cm)
Ball 1

Ball 2

Ball 3

TOTAL PER SET

Set 1
30’
Set 2
40’
Set 3
50’
Total of Nine Balls (Score)

1- Coaches: Please use SOAZ Bocce Divisioning Instructions.
2- List athletes in order by Doubles or Team on the Athletes Entry Form and record the Score for
EACH athlete, then below each Doubles or Team list the Team Name and the Total Score for the
Team in the appropriate column.
Conversion Table

To manually convert any inch to centimeters,
multiple the inch number by 2.54.
Inches
10
12
20
24
30
36
40
48
50
60
70
72
80
84
90
96
100

1 inch
inches
inches
inches
inches
inches
inches
inches
inches
inches
inches
inches
inches
inches
inches
inches
inches
inches

Equals
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=
=

Centimeters
2.54 cm
25.4 cm
30.48 cm
50.8 cm
60.96 cm
76.2 cm
91.44 cm
101.6 cm
121.92 cm
127.0 cm
152.4 cm
177.8 cm
182.88 cm
203.2 cm
213.36 cm
228.6 cm
243.84 cm
254.0 cm

UNIFIED CHEERLEADING UNIT
HISTORY/ENVIRONMENT/CULTURAL INFLUENCES
WHEN:

1884

WHERE:

Princeton University, Princeton, New Jersey

WHO:

Thomas Pebbles

ORIGINAL GAME:
 University of Minnesota student Johnny Campbell and five friends in 1898 organized cheers
for their team and this became the first cheerleading squad, made up of all guys.
 Women became involved in the 1920’s and included gymnastics.
 The 1st International Special Olympics Summer Games were held in Soldier Field in Chicago,
Illinois where 1,000 athletes with intellectual disabilities from 26 U.S. States and Canada
compete in track and field and swimming on July 19-20, 1968.
 Special Olympics Arizona was officially started in 1975, Phoenix, Arizona.
 Unified Sports® introduced to United States in mid-1980’s, a major focus in Arizona in 2008.
WHAT IS UNIFIED SPORTS®?
 Unified Sports® is a program which combines athletes with and without intellectual disabilities
to form sports teams for training and competition.
 Unified Sports® dramatically increase inclusion of people with intellectual disabilities in to the
community by breaking down historical barriers which kept these people apart.
 An estimated 50,000 athletes now participate worldwide in Unified Sports® programs in
cooperation with schools, civic association, Parks and Recreation departments, and other
community sports organizations.
 Unified Sports® is a program endorsed and developed by Special Olympics International.
 Unified Sports® presently includes swimming, basketball, bocce, bowling, cheerleading, flag
football, floor ball, badminton, golf, kayaking, soccer, softball, tennis and volleyball with several
other sports undergoing field testing.
HISTORY OF SPECIAL OLYMPICS UNIFIED SPORTS®
 The concept of Unified Sports®, originally called “Integrated Sports,” was brought to the
attention of Special Olympics Founder Eunice Kennedy Shriver at the 1983 Special Olympics
National Conference in Park City, Utah.
 The idea was generated through Special Olympics Massachusetts (SOMA) due to changes
occurring in the field of intellectual disabilities. Most of the agency director and leadership of
this period were interested in programs putting people with intellectual disabilities together with
people without disabilities. Social integration was the buzzword of that time period. It was in
this climate SOMA created an integrated softball tournament.
 Luckily for Special Olympics, Eunice Kennedy Shriver approved further research. The name
was changed from “Integrated Sports” to “Unified Sports®” and in 1989 she announced to the
world the endorsement of this new program.
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CULTURAL INFLUENCES:
 Played worldwide.
 Youth, high school, and collegiate programs encourage both male and female participation.
 People from all socio-economic backgrounds can play because cheerleading is an inexpensive
sport to play.
BENEFITS OF CHEERLEADING:
 Health Benefits
 Increase energy level
 Increase cardiovascular endurance, strength, and flexibility
 Decrease risk of diseases (heart attack, stroke, cancer, diabetes)
 Decrease stress and tension levels
 Social Benefits
 Learn concepts of teamwork
 Learn to follow rules
 Learn discipline and commitment
 Social interaction with peers and/or friends
 Enjoyment
 Travel opportunities and increase cultural awareness

SAFETY RULES:
Teachers/Coaches will provide adequate supervision as defined by Professional, Legal,
District, and Special Olympic Guidelines to ensure students behave properly in light of
any foreseeable dangers.
Listed below are the Guidelines:
 Misbehavior of any type must not be tolerated.
 Failure to act or improper action is grounds for liability.
 The greater the degree of danger, the higher the level of supervision should be.
 Students must never be left unattended, except in an emergency where the potential
harm is greater than the perceived risk to students. Even then, risk should be minimized
or responsibility transferred to another authorized person if the situation allows.
Points to remember:
 Teachers/Coaches should use the proper equipment and teach the athletes how to use and
perform all activities the “right” way the first time and every time.
 Teachers/Coaches should be aware of equipment problems and hazardous areas so as to
correct or avoid them.
 Teachers/Coaches should perform periodic safety inspections and preventative maintenance
on all equipment and playing field areas.
 Teachers/Coaches should review rules and stress the words “Let’s Play Safe Out There” on a
daily basis.
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SPECIAL OLYMPICS ARIZONA UNIFIED CHEERLEADING OFFICIAL EVENTS:
 Unified Cheerleading Dance
 Unified Cheerleading Team
SPECIAL OLYMPICS CHEERLEADING RULES:
 Please see Special Olympics Arizona Cheerleading Rules.
 Please visit, www.SpecialOlympicsArizona.org, for copy of updated Arizona Addendum Rules.
Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual
UNIFIED SPORTS® RULES:
There are few differences in the rules for Unified Sports® competition as stipulated in the
Official Special Olympics Sports Rules Book and modifications outlined in the rules book.
The additions are highlighted below:
 A roster consists of a proportionate number of athletes and partners.
 An athlete is a person with intellectual disabilities.
 A partner is a person without intellectual disabilities
 Teams are division for competition based primarily on ability.
 Team sports must have an adult, non-playing coach. Player-coaches are not allowed in
team sports.
CHEERLEADING UNIFORM:
 Team members must wear outfits alike in style and color. No jeans will be permitted.
All team members must have athletic shoes (e.g. tennis shoes) with non-marking sole
in like style.
 Women:
 Bottoms: Pants, shorts, shorts or skirts (must be at least mid-thigh in length).
No slit allowed in shorts, shorts, or skirts. Briefs or bloomers must be worn
under all skirts.
 Tops: Tank-top, collared shirt or tee shirt (no pockets). No halter tops will be allowed.
Straps must be at least 1” in width. Spaghetti straps will not be permitted.
When standing at attention, apparel must cover the midriff.
 Jewelry of any kind including but not limited to ear, nose, tongue, belly button and facial rings,
clear plastic jewelry, bracelets, necklaces, stickers or glitter and pins on uniform are prohibited.
Jewelry must be removed and not be taped over. (Exception: medical ID tags/bracelets,
and uniform rhinestones. Rhinestones are illegal when adhered to the skins as opposed
to a uniform. Temporary tattoos are also allowed).
 Long hair should be out of the face and secured.
CHEERLEADING EQUIPMENT:
 Surfaces must be suitable, free of obstruction and excessive noise, etc.
 Use of mini-tramps, springboards, spring-assisted floors or any height-increasing apparatus
is illegal for use during performances/competitions.
 Performance floor be comprised of two-inch, compressed foam, carpeted flooring no smaller
than 42’ x 42’ (seven 6’ x 42’ panels) and no larger than 54’ x 42’ (nine 6’ and 42’ panels).
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DEFINITIONS:
Base

The bottom person of a partner stunt or pyramid who is in contact with
the ground.

Cheer

A long phrase which involves motions, poms, stunts, jumps and/or
tumbling. Usually somewhat resembles a song with a beginning,
middle, and end.

Flyer

The flyer (top person) of a partner stunt or pyramid.

Front Leg Kick

Step left or right and kick opposite foot to the front with arms extended
straight over head.

Gymnastic

Any type of individual or partner stunt performed other than jumps
and motions; such as mounts, splits, rolls, walkovers, cartwheels,
and handsprings.

Gymnastic Cheer

A cheer performed using any type of gymnastics, mount or partner stunt.

Jump

A spring from one or both feet with a landing on one or both feet.

Motions

Movements using straight and/or diagonal arms; in combination
with head/foot movements.

Mount

Any type of stunt which uses two persons supported by one or more
persons. (Mounts can only be two people high).

Non-Gymnastic Cheer

A cheer using only jumps and motions.

Partner Stunts

Any type of stunt which uses two persons and one of those persons is
using the other person for support.

Pom-Pon Routine

A routine performed to music using poms. A Pom-Pon Routine is not a
cheer, so it will not be accepted in the Beginner or Intermediate Division.
NO GYMNASTICS will be performed in the Pom-Pon Routine.

Prop

Any type of hat, flags, hand-held ribbons, etc. Props are NOT allowed
in a Pom-Pon Routine or Cheer. Only Pom-Pons are allowed
in a Pom-Pon routine. Signs can be used in the cheer for the
Unified Division and in the routine for the elite Division.
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DEFINITIONS CONTINUED:
Sideline Chant
Spell Cheer

Spotter

Thigh Stand

Any cheer of a repetitious nature using motions or jumps.
(Ex: Go Big Blue, Go Big Blue, etc.).
Spelling out letters by shouting or cry put together by coach/athlete
which best suites cheer squad. Teams can spell out team name
and use signs or letters.
A person who assists with any tumbling move or who is responsible for
assisting or catching the top person. A spotter does not provide
primary support to another person. The spotter must spot the climber
until the climber returns safely on the ground.
A thigh stand limited to two persons high. “Two high” is defined
as the base (bottom person) having at least one foot on the ground
and one climber.
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Special Olympics
Cheerleading Manual

Rules & Regulations

The Cheerleading Competitions
will run according
to the rules in this manual.
August 2008
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MISSION OF
SPECIAL OLYMPICS
The mission of Special Olympics is to provide year-round sports training and athletic competition in a
variety of Olympic-type sports for children and adults with intellectual disabilities, giving them continuing
opportunities to develop physical fitness, demonstrate courage, experience joy and participate in a sharing of
gifts, skills and friendship with their families, other Special Olympics athletes and the community.

PURPOSE OF
SPECIAL OLYMPICS
Special Olympics is a worldwide program of Sports Training and Athletic Competition open to individuals
with intellectual disabilities regardless of their abilities. The International Olympic Committee (IOC) has
granted its Official recognition to Special Olympics International, Inc. (SOI).

SPECIAL OLYMPICS
CHEERLEADING PURPOSE
The purpose of Cheerleading is to be a supportive unit to the basketball team and to show leadership,
sportsmanship and pride for the team.
The competition is open to all cheerleading squads - even those who do not have a basketball team to support.
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SPECTATOR GUIDELINES
As fans (family, friends and supporters) of Special Olympics Athletes, it is expected that you will play a
positive role at Special Olympics events by following these guidelines:
1. Please refrain from using abusive or offensive language towards anyone; officials, coaches, opponents
and fellow spectators.
2. Keep your emotions under control – Remember that the athletes are amateur athletes and the coaches
and officials are all volunteers.
3. It may help if you understand the rules of the sport/event. If you need further information or
clarification, ask your home program for a copy of the rules.
4. De-emphasize winning and losing!
5. Let the coaches coach the players – PLEASE refrain from shouting instructions.
6. Spectators and fans are prohibited in the competition areas. Only registered/approved coaches and
athletes should be on the official playing field/area.
7. ALL CHEERS should stress the spirit of good sportsmanship. Derogatory comments directed to
players, coaches or officials will not be tolerated.
Any spectator who fails to follow the above guidelines will be reprimanded. A reprimand could be one of
the following;
a. You will be escorted from the venue
b. You will be banned from attending future events for the remainder of a season
c. You will be banned from attending any Special Olympics event for lifetime

BE A FAN!
BE A GREAT FAN!
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SPECIAL OLYMPICS
CHEERLEADING SPORT MANAGEMENT TEAM
Special Olympics would like to recognize the following individuals for serving on the Cheerleading Sport
Management Team (SMT). Team members are more than willing to assist States starting Cheerleading,
evaluating the Cheerleading program and assisting in the future development of Cheerleading.
Please feel free to call any member of the Team if you should have any questions or comments.
Contact

State

Email

Phone Number

Kim Satterwhite

Special Olympics Kentucky

Ksatterwhite@soky.org

(502) 695-8222

Andrea Stamm

Special Olympics North Carolina

astamm@sonc.net

(919) 719-7662
x105

Jacquie Gallo or
Special Olympics Arizona
Nadine Armstrong

Jacquie.Gallo@cityofmesa.org
or nadinea@soaz.org

(480) 644-5198
(602) 230-1119

Tim Rehder

rehdert@ksso.org

(913) 236-9290

Special Olympics Kansas
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UNIFORM GUIDELINES
1. Team members must wear outfits alike in style and color. No jeans
will be permitted. All team members must have athletic shoes (e.g.
tennis shoe) with non-marking sole in like style.

UNIFORM

2. Women:
a. Bottoms: pants, shorts, skorts or skirts (must be at least midthigh in length). No slit allowed in skorts, shorts, or skirts.
Briefs or bloomers must be worn under all skirts
b. Tops: tank-top, collared shirt or tee shirt (no pockets). No halter
tops will be allowed. Straps must be at least 1” in width.
Spaghetti straps will not be permitted. When standing at
attention, apparel must cover the midriff
JEWELRY

Jewelry of any kind including but not limited to ear, nose, tongue, belly
button and facial rings, clear plastic jewelry, bracelets, necklaces, stickers
or glitter and pins on uniform are prohibited. Jewelry must be removed
and may not be taped over. (Exception: medical ID tags/bracelets, and
uniform rhinestones. Rhinestones are illegal when adhered to the skins as
opposed to a uniform. Temporary tattoos are also allowed).

HAIR

For safety reasons, long hair should be out of the face and secured.

EQUIPMENT GUIDELINES
PRACTICE SURFACES

Practice sessions must be held in a location suitable for spirit activities,
i.e. appropriate surface/area, reasonably free of obstruction and excessive
noise, etc.

PERFORMANCE SURFACES

Performing surfaces must be suitable and free from objects. When
discarding props (signs, etc.) that are made of solid material, or have
corners or sharp edges, team members must gently toss or place the props.
Use of mini-tramps, springboards, spring-assisted floors or any heightincreasing apparatus is illegal for use during performances/competitions.
It is recommended the performance floor be comprised of two-inch,
compressed foam, carpeted flooring no smaller than 42’ x 42’
(seven 6’x 42’ panels) and no larger than 54’ x 42’ (nine 6’ x 42’ panels).
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OFFICIAL CHEERLEADING EVENTS
Athletes may participate in any one of the following events:
1) Individual Skills (Levels- Beginner or Advanced)
2) Traditional Squad (Levels- Beginner, Intermediate, Advanced or Elite)
3) Unified Sports Squad (Levels- Beginner, Intermediate or Advanced)
Athletes may participate in individual skills or team completion but not both. Athletes may also only
participate within one level of one event.

DIVISIONING
The fundamental difference, which sets Special Olympics competitions apart from those of other sports
organizations, is that athletes of all ability levels are encouraged to participate and every athlete is recognized
for his or her performance.
All Special Olympics Cheerleading competitions adhere to safety guidelines for National Federation of High
School Association (NFHF) Spirit Rules and United States Association Sports Federation (USASF).
The following criteria shall determine how Special Olympics athletes or teams are assigned to competition
divisions at Special Olympics Cheerleading competitions. Where exceptions to these criteria are necessary, the
Competition Manager will review proposed modifications to these criteria and make a final decision based on
the goal of providing the most dignified and challenging competition experience for each athlete or team. The
Competition Manager has final authority concerning divisions and any variation from these criteria. Protests
based on Divisioning are not allowed.
Ability is the primary divisioning factor in Special Olympics. In the sport of cheerleading, the ability of an
athlete or team is determined by the event in which they are competing (i.e. Individual Skills).
Special Olympics, Inc. guidelines for gender and age groups will further division athletes or teams. Age group
guidelines are as follows: 15 and under; 16-21; and 22 and over. Open age groups may be established to meet
the required minimum number of competitors or teams in a division.
Policy for One-Squad Divisions
The squad must score within 20% of the maximum judges points possible to receive first place. If the squad
does not score within 20% of the maximum points possible, second place will be awarded.
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Individual Skills Level Requirements
Athletes may compete in one of two levels, Beginner or Advanced, but not both.
General Rules:

Athlete must begin in a Cheer Stance
Athlete may use Pom-Pons, posters, flags etc.
No music will be allowed during the performance
There will be no time limit in this division
Coach may give verbal or physical cues from the sideline if needed
(must be out of the judges view)

Beginner Level

Athletes must perform the following motions as well as a chant. Athletes will be prompted by the
announcer to perform the motions and judged according to the criteria listed below the element.
1. Front leg kick
Arms in high – V,
Leg extended directly in front with toe pointed
Leg must leave the ground
Height of Kick
2. High V/Low V
High V -Straight Arms in V position standing upright
Low V-Straight Arms with fists down, kneeling on one knee
Balance (no motion, body stiff)
3. Chant
Clarity/loudness
Creativity of Intro or Chant

Advanced Level

Athletes must perform the following motions as well as a chant. Athletes will be prompted by the
announcer to perform the motions and judged according to the criteria listed below the element.
1. Cartwheel or splits
Straight legs and pointed toes
Appropriate Landing
2. Double Leg Tuck
Jump with arms extended upward
Height
3. Cheer
Voice Projection
Originality
Enthusiasm
8

Beginner Squad Level Requirements
Traditional Squad & Unified Sports Squad

1. Squads in this division must perform a non-gymnastic cheer (refer to definition of non-gymnastics
cheer).
Required to Spell Cheer – put together by coach/athletes which best suites cheer squad. Teams
can spell out team name and use signs or letters.
There must be a jump in the cheer and there must be at least one athlete performing the jump.
2. There will be no time limit in this division.
3. NO music will be allowed during the performance of this cheer.
4. Unified Partner or the Coach may place the athletes in their proper position on the floor, but the Coach
may NOT be on the floor once the performance begins.
Coach may give verbal or physical cues from the sideline if needed (coaches must be out of the
judges’ view).
5. There must be a minimum of four and maximum 16 to compete in Cheerleading.
At all times, the number of Special Olympics athletes must be equal to or exceed the number of
Unified Partners by one.
If at any time during competition, the number of Unified Partners exceeds the number of Special
Olympic Athletes; the squad will compete for participation ribbons only. There will be NO
exceptions to this rule! Registration forms will not be accepted without the proper ratio of
athletes and unified partners.
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Level requirements continued on next page…

Level requirements continued from previous page…

Intermediate Squad Level Requirements
Traditional Squad & Unified Sports Squad

1. Squads in this division must perform one sideline chant and either a Gymnastic cheer or a nongymnastic cheer (refer to definitions).
There must be a jump in the cheer and there must be at least one athlete performing the jump.
Squads must change formation at least once during the performance.
Pom-Pons, posters, flags, etc. may be used.
2. There will be no time limit in this division.
3. NO music will be allowed during the performance of the sideline chant or the cheer.
4. Unified Partner or the Coach may place the athletes in their proper positions on the floor but the
Coach may NOT be on the floor once the performance begins.
Coach may give verbal or physical cues from the sideline if needed (coach must be out of the
judge’s view).
5. There must be a minimum of four and maximum 16 to compete in Cheerleading.
At all times, the number of Special Olympics athletes must be equal to or exceed the number of
Unified Partners by one.
If at any time during competition, the number of Unified Partners exceeds the number of Special
Olympic Athletes; the squad will compete for participation ribbons only. There will be NO
exceptions to this rule! Registration forms will not be accepted without the proper ratio of
athletes and unified partners.

Level requirements continued on next page…
10

Level requirements continued from previous page…

Advanced Squad Level Requirements
Traditional Squad & Unified Sports Squad

1. Squads in this division must perform one gymnastic cheer, a sideline chant and a dance routine (for
example pom-pon routine) (refer to definitions)).
There must be a sideline chant incorporated to make the transition from cheer to dance or
vice versa.
NO mount can be more than one and a half people high (safety purposes).
Signs may be used in the cheer only.
There must be a jump in the cheer and there must be at least one athlete performing the jump.
The dance routine must be performed to music (pom-pons are optional).
2. Squads may choose their own music and must be suitable for family listening. Music must be operated
by a coach from your squad. Timing of the music will be on the first motion by squad member(s) not
when the music starts.
3. The entire routine is limited to three minutes. There is a one minute time limit on the cheer and a two
minute time limit on the dance routine.
4. Unified Partner or the Coach may place the athletes on the floor but the Coach may NOT prompt or cue
their squad in any way once the performance begins.
5. There must be a minimum of four and maximum 16 to compete in Cheerleading.
At all times, the number of Special Olympics athletes must be equal to or exceed the number of
Unified Partners by one.
If at any time during competition, the number of Unified Partners exceeds the number of Special
Olympic Athletes; the squad will compete for participation ribbons only. There will be NO
exceptions to this rule! Registration forms will not be accepted without the proper ratio of
athletes and unified partners.

Level requirements continued on next page…
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Level requirements continued from previous page…

Elite Squad Level Requirements
Traditional Squad

Note: This level is intended for squads who train year-round and are committed to the additional practice
needed to prepare for competition at this level. These squads MUST also have sufficient and qualified
personnel who understand and practice safety protocol. This level requires state program approval
prior to competing in this division.
1. Squads must perform a maximum two and a half-minute routine which incorporates both music
and a cheer.
The routine should contain gymnastics, pyramids and a transition sideline.
The make-up of the routine is at the coaches discretion, (i.e. whether to start with the dance
or cheer).
There must be a sideline chant incorporated to make the transition from cheer to dance or vice versa.
The cheer must be a gymnastic cheer and follow the gymnastic cheer guidelines defined in
this manual.
AT LEAST TWO jumps MUST be performed in the routine.
There will be NO flip dismounts.
NO mount can be more than two people high (safety purposes).
Signs can be used in the routine.
2. The music portion of the routine must not exceed the two and a half minutes, but must be at least 45
seconds long. Squads may choose their own music and must be suitable for family listening. Music must
be operated by a coach from your squad. Timing of the music will be on the first motion by squad
member(s) not when the music starts.
3. Coach may coach from the sideline and must provide at least two spotters on the floor at all times
(safety purposes).
4. Squads must be associated with a gym (a facility that focuses on health, wellness, gymnastics,
cheerleading, etc.)
5. Squad size is limited to a minimum of 10 up to a maximum of 24.
Squad members must be composed of all Special Olympics athletes.
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DEFINITIONS
Base

The bottom person of a partner stunt or pyramid who is in contact with the
ground.

Cheer

A long phrase that involves motions, pom-pons, stunts, jumps and/or tumbling.
Usually somewhat resembles a song that has a beginning, middle, and end.

Flyer

The flyer (top person) of a partner stunt or pyramid.

Front Leg Kick

Step left or right and kick opposite foot to the front with arms extended straight
over head.

Gymnastic

Any type of individual or partner stunt performed other than jumps and motions;
such as mounts, splits, rolls, walkovers, cartwheels, and handsprings.

Gymnastic Cheer

A cheer performed using any type of gymnastics, mount or partner stunt.

Jump

A spring from one or both feet with a landing on one or both feet.

Motions

Movements using straight and/or diagonal arms; in combination with head/
foot movements.

Mount

Any type of stunt that uses two persons supported by one or more persons.
(Mounts can only be 2 people high)

Non-gymnastic Cheer

A cheer using only jumps and motions.

Partner Stunts

Any type of stunt that uses two persons and one of those persons is using the other
person for support.

Pom-Pon Routine

A routine performed to music using pom-pons. A Pom-Pon Routine is not a
cheer, so it will NOT be accepted in the Beginner or Intermediate Division. NO
GYMNASTICS will be performed in the Pom-Pon Routine.

Definitions continued on next page…
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Definitions continued from previous page…

DEFINITIONS
Prop

Any type of hat, flags, hand-held ribbons, etc. Props are NOT allowed in a PomPon Routine or Cheer. Only Pom-Pons are allowed in a Pom-Pon routine. Signs
can be used in the cheer for the Unified Division and in the routine for the Elite
Division.

Sideline Chant

Any cheer of a repetitious nature using motions or jumps. (Ex: Go Big Blue, Go
Big Blue, etc.)

Spell Cheer

Spelling out letters by shouting or cry put together by coach/athletes which best
suites cheer squad. Teams can spell out team name and use signs or letters.

Spotter

A person that assists with any tumbling move or who is responsible for assisting
or catching the top person. A spotter does not provide primary support to another
person. The spotter must spot the climber until the climber returns safely on the
ground.

Thigh Stand

A thigh stand limited to two persons high. “Two high” is defined as the base
(bottom person) having at least one foot on the ground and one climber.
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JUDGES SCORE SHEET EXPLANATION
I. Personal Appearance & Uniform
Hair

neat. Style and length are optional. For safety reasons it is recommended to
secure long hair in some way.

Uniforms

pressed, clean and neat. Length should be proportioned according to height.

Socks, shoes

neat and clean.

II. Cheers
Execution

Refers only to the actual performance of motions, stunts or gymnastics
that are planned.

Jumps

Should be well executed and synchronized.

Originality
Pep and Enthusiasm Both should be continuous and sincere.
Poise and Confidence
Spacing and Motions A variety of motions adds interest to any cheer including motions of the legs,
arms, head, etc. Both spacing of the entire squad on the floor and spacing
between squad members should be considered. A variety of formations within a
cheer is more pleasing than one.
Sportsmanship

Each squad will be judged continually throughout the competition. In other
words, a squad which is not performing may still have points deducted for
unsportsmanlike conduct.

Timing and Voice

The speed of a cheer should be fast enough to be peppy, but slow enough to
understand the words.
15

OFFICIAL SPECIAL OYMPICS AT LARGE JUDGING SHEET
Squad

Division

Individual Skills

Judge’s Signature

Type of competition:

Date

Beginner

PERSONAL APPERANCE & UNIFORM
A
B
C
D

Hair - neat
Uniforms – pressed and clean
Socks and shoes – clean
Jewelry (none)

Possible Score

SUB TOTAL

CHANT
A
B
C
D

Clarity/Loudness
Pep and Enthusiasm
Poise and Confidence
Creativity

SUB TOTAL

HIGH V/ LOW V
A
B
C
D
E

High V- Straight Arms
High V- Position
Low V- Straight Arms
Low V- Position
Balance

SUB TOTAL

FRONT LEG KICK
A
B
C
D

Straight Arms Overhead
Legs Extension
Height of Kick
Toe’s Pointed

SUB TOTAL

SCORESHEET TOTALS

TOTAL

5
5
5
5
20

Squad Score

Possible Score

Squad Score

Possible Score

Squad Score

Possible Score

Squad Score

Possible Score

Squad Score

5
5
5
5
20
5
5
5
5
5
25
5
5
5
5
20

85

TOTAL
Judge’s Comments: _________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________

COACH’S INITIALS ______
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OFFICIAL SPECIAL OYMPICS AT LARGE JUDGING SHEET
Squad

Division

Individual Skills

Judge’s Signature

Type of competition:

Date

Advanced

PERSONAL APPERANCE & UNIFORM
A
B
C
D

Hair - neat
Uniforms – pressed and clean
Socks and shoes – clean
Jewelry (none)

Possible Score

SUB TOTAL

CHEER
A
B
C
E
F
G
H

Execution
Spacing and Motions
Timing and Voice
Pep and Enthusiasm
Poise and Confidence
Originality
Enthusiasm

Possible Score

SUB TOTAL

CART WHEEL OR SPLITS
A
B
C
E

Beginning Stance
Straight Legs
Pointed Toes
Appropriate Landing

SUB TOTAL

DOUBLE LEG TUCK
A
B
C
D

Beginning Stance
Jump
Height
Arms Straight Above Head

5
5
5
5
20

SUB TOTAL

SCORESHEET TOTALS

5
5
5
5
5
5
5
35

Squad Score

Possible Score

Squad Score

Possible Score

Squad Score

5
5
5
5
20

5
5
5
5
20

Possible Score

TOTAL

Squad Score

95

Squad Score

TOTAL
Judge’s Comments: _________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________

COACH’S INITIALS ______
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OFFICIAL SPECIAL OYMPICS AT LARGE JUDGING SHEET
Squad

Division

Beginner

Judge’s Signature

Type of competition (circle):

Date

Traditional

PERSONAL APPERANCE & UNIFORM
A
B
C
D

Hair - neat
Uniforms – pressed and clean
Socks and shoes – clean
Jewelry (none)

Possible Score

SUB TOTAL

CHEER
A
B
C
D
E
F
G
H

Execution
Spacing and Motions
Timing and Voice
Jumps
Pep and Enthusiasm
Poise and Confidence
Originality
Sportsmanship

Unified

SUB TOTAL

SCORESHEET TOTALS

TOTAL

5
5
5
5
20

Squad Score

Possible Score

Squad Score

Possible Score

Squad Score

5
5
5
5
5
5
5
5
40

60

TOTAL
Judge’s Comments: _________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________

COACH’S INITIALS ______
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OFFICIAL SPECIAL OYMPICS AT LARGE JUDGING SHEET
Squad

Division

Intermediate

Judge’s Signature

Type of competition (circle):

Date

Traditional

PERSONAL APPERANCE & UNIFORM
A
B
C
D

Hair - neat
Uniforms – pressed and clean
Socks and shoes – clean
Jewelry (none)

SUB TOTAL

SIDELINE CHANT
A
B
C
D
E

Appropriateness of Chant
Voice
Execution
Timing & Rhythm
Overall Quality

SUB TOTAL

CHEER
A
B
C
D
E
F
G
H

Execution
Spacing and Motions
Timing and Voice
Jumps
Pep and Enthusiasm
Poise and Confidence
Originality
Sportsmanship

Unified

Possible Score

Squad Score

Possible Score

Squad Score

5
5
5
5
20
5
5
5
5
5
25

Possible Score

SUB TOTAL

SCORESHEET TOTALS

5
5
5
5
5
5
5
5
40

Possible Score

TOTAL

85

Squad Score

Squad Score

TOTAL
Judge’s Comments: ___________________________________________________________________________
_____________________________________________________________________________________________
_____________________________________________________________________________________________
_____________________________________________________________________________________________

COACH’S INITIALS ______
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OFFICIAL SPECIAL OYMPICS AT LARGE JUDGING SHEET
Squad

Division

Advanced

Judge’s Signature

Type of competition (circle):

Date

Traditional

PERSONAL APPERANCE & UNIFORM
A
B
C
D

Hair - neat
Uniforms – pressed and clean
Socks and shoes – clean
Jewelry (none)

CHEERLEADING SKILLS
A
B
C
D
E
F
G

Execution
Variation of Motions
Timing and Rhythm
Voice
Jump(s)
Spacing
Formation Changes

Possible Score

SUB TOTAL

5
5
5
5
20

SUB TOTAL

10
5
5
5
5
5
5
40

COMPOSITION & PRESENTATION
A
B
C
D
E
F
G

Degree of Difficulty
Transition (Sideline Chant)
Incorporation of dance and cheer
Safety Technique
Pep and Enthusiasm
Facial Expression
Poise and Confidence

Squad Score

Possible Score

SUB TOTAL

PENALTY POINTS (TO BE REMOVED FROM TOTAL)
A
B
C
D
E
F

Unified

Routine Overtime Limit
Music Too Short
Coaching from Sideline
No Jump
No Sideline
Coach/parent/helper on the floor after squad is called

Total Penalty Points (To be removed from total)

SCORESHEET TOTALS

Squad Score

10
5
5
5
9
3
3
40

Possible Penalty
Points
15
15
25
10
10
10
85

Actual Penalty
Points

Possible Score

TOTAL SCORE

Squad Score

100

PENALTY POINTS DEDUCTED

85

TOTAL
20

-

Continued

Page 2
OFFICIAL SPECIAL OYMPICS AT LARGE JUDGING SHEET
Advanced Division

Judge’s Comments: _________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
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OFFICIAL SPECIAL OYMPICS AT LARGE JUDGING SHEET
Squad

Division

Elite

Judge’s Signature

Type of competition (circle):

Date

Traditional

CHEERLEADING SKILLS
A
B
C
D
E
F
G

Execution
Variation of Motions
Timing and Rhythm
Voice
Jumps
Spacing
Formation Changes

Possible Score

SUB TOTAL

COMPOSITION & PRESENTATION
A
B
C
D
E
F

Degree of Difficulty
Transition (Sideline Chant)
Incorporation of dance and cheer
Safety Technique
Pep and Enthusiasm
Facial Expression, poise and confidence

SUB TOTAL

PERSONAL APPERANCE & UNIFORM
A
B
C
D
E

Hair
Make-up
Posture
Uniform/Socks/Shoes
Jewelry (none)

SUB TOTAL

PENALTY POINTS (TO BE REMOVED FROM TOTAL)
A
B
C
D
E

Routine Overtime Limit
Music Too Short
Not having 2 jumps
No transition sideline
Not having at least two spotters on the floor at all times

Total Penalty Points (To be removed from total)

22

15
5
5
5
10
5
5
50

Squad Score

Possible Score

Squad Score

Possible Score

Squad Score

Possible Penalty
Points

Actual Penalty
Points

15
5
5
10
10
5
50
1
1
1
1
1
5

15
15
10
10
25
75

Continued
Page 2
OFFICIAL SPECIAL OYMPICS AT LARGE JUDGING SHEET
Elite Division

SCORESHEET TOTALS

Possible Score

TOTAL SCORE

105

PENALTY POINTS DEDUCTED

75

Squad Score

-

TOTAL

Judge’s Comments: _________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________
_____________________________________________________________________________________

COACH’S INITIALS ______
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Course Assessment

Unified Cheerleading-Skills Assessment
Name:

Date:

Directions: The students will demonstrate basic competency in the following skills using the checkpoints
outlined below. A student who is proficient in at least 9 of the 13 skills will achieve competency.

Basic Skill

Check Points

1

Personal
Appearance and
Uniform

 Hair – neat
 Uniforms –
pressed and clean
 Socks and shoes –
clean
 Jewelry (none)

2

Chant

 Clarity/Loudness
 Pep and
Enthusiasm
 Poise and
Confidence
 Creativity
 Appropriateness
of Chant
 Timing and
Rhythm

3

Cheer

 Execution
 Spacing and
Motions
 Timing and Voice
 Jumps
 Pep and
Enthusiasm
 Poise and
Confidence
 Originality
 Sportsmanship

4

High V/Low V

 High V – Straight
Arms
 High V – Position
 Low V – Straight
Arms
 Low V – Position
 Balance

5

Front Leg Kick

 Straight Arms
Overhead
 Legs Extension
 Height of Kick
 Toe’s Pointed

6

Cheerleading Skills

 Execution
 Timing and
rhythm
 Variation and
Motions
 Voice

Proficient

Not Proficient

 Jump(s)
 Spacing
 Formation
Changes

7

Composition and
Presentation

 Degree of Difficulty
 Transition
(Sideline Chant)
 Incorporation of
dance and cheer
 Safety Technique
 Pep and
Enthusiasm
 Facial Expression
 Poise and
Confidence

8

Cartwheel or Splits

 Beginning Stance
 Straight Legs
 Pointed Toes
 Appropriate
Landing
 Finish Stance

9

10

Double Leg Tuck

 Beginning Stance
 Jump
 Height
 Arms Straight
Above Head

Extra Points

 Routine is to long
 Length of Music is
regulation
 Need to have 2
jumps
 Need a transition
sideline
 Needs two
spotters on the floor
at all times

JUDGES SCORE SHEET EXPLANATION
I. Personal Appearance & Uniform
Hair neat. Style and length are optional. For safety reasons it is recommended to
secure long hair in some way.
Uniforms pressed, clean and neat. Length should be proportioned according to height.
Socks, shoes neat and clean.
II. Cheers
Execution – Refers only to the actual performance of motions, stunts or gymnastics
that are planned.
Jumps – Should be well executed and synchronized.
Originality
Pep and Enthusiasm – Both should be continuous and sincere.
Poise and Confidence
Spacing and Motions – A variety of motions adds interest to any cheer including
motions of the legs, arms, head, etc. Both spacing of the entire squad on the floor and
spacing between squad members should be considered. A variety of formations within
a cheer is more pleasing than one.
Sportsmanship – Each squad will be judged continually throughout the competition.
In other words, a squad which is not performing may still have points deducted for
unsportsmanlike conduct.
Timing and Voice – The speed of a cheer should be fast enough to be peppy, but
slow enough to understand the words.

UNIFIED FLAG FOOTBALL UNIT
HISTORY/ENVIRONMENT/CULTURAL INFLUENCES
WHEN:

1882

WHERE:

Yale University, New Haven, Connecticut

WHO:

Walter Camp

ORIGINAL GAME:
 The first game was a combination of rugby and soccer.
 There were 15 players on the field for each team.
 The 1st International Special Olympics Summer Games were held in Soldier Field in Chicago,
Illinois where 1,000 athletes with intellectual disabilities from 26 U.S. States and Canada
compete in track and field and swimming on July 19-20, 1968.
 Special Olympics Arizona was officially started in 1975, Phoenix, Arizona.
 Unified Sports® introduced to United States in mid-1980’s, a major focus in Arizona in 2008.
WHAT IS UNIFIED SPORTS®?
 Unified Sports® is a program which combines athletes with and without intellectual disabilities
to form sports teams for training and competition.
 Unified Sports® dramatically increase inclusion of people with intellectual disabilities in to the
community by breaking down historical barriers which kept these people apart.
 An estimated 50,000 athletes now participate worldwide in Unified Sports® programs in
cooperation with schools, civic association, Parks and Recreation departments, and other
community sports organizations.
 Unified Sports® is a program endorsed and developed by Special Olympics International.
 Unified Sports® presently includes athletics, aquatics, basketball, bocce, bowling,
cheerleading, flag football, floor hockey, golf, kayaking, soccer, softball, tennis and volleyball
with several other sports undergoing field testing.
HISTORY OF SPECIAL OLYMPICS UNIFIED SPORTS®
 The concept of Unified Sports®, originally called “Integrated Sports,” was brought to the
attention of Special Olympics Founder Eunice Kennedy Shriver at the 1983 Special Olympics
National Conference in Park City, Utah.
 The idea was generated through Special Olympics Massachusetts (SOMA) due to changes
occurring in the field of intellectual disabilities. Most of the agency director and leadership of
this period were interested in programs putting people with intellectual disabilities together with
people without disabilities. Social integration was the buzzword of that time period. It was in
this climate SOMA created an integrated softball tournament.
 Luckily for Special Olympics, Eunice Kennedy Shriver approved further research. The name
was changed from “Integrated Sports” to “Unified Sports®” and in 1989 she announced to the
world the endorsement of this new program.
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CULTURAL INFLUENCES:
 Played worldwide.
 Primarily a male dominated sport.
 Youth, high school and collegiate programs encourage both male and female participation.
 People from all socio-economic backgrounds can play.
BENEFITS OF FLAG FOOTBALL:
 Health Benefits
 Increase energy level
 Increase cardiovascular endurance, strength, and flexibility
 Decrease risk of diseases (heart attack, stroke, cancer, diabetes)
 Decrease stress and tension levels
 Social Benefits
 Learn concepts of teamwork
 Learn to follow rules
 Learn discipline and commitment
 Social interaction with peers and/or friends
 Enjoyment
 Travel opportunities

SAFETY RULES:
Teachers/Coaches will provide adequate supervision as defined by Professional, Legal,
District, and Special Olympic Guidelines to ensure students behave properly in light of
any foreseeable dangers.
Listed below are the Guidelines:
 Misbehavior of any type must not be tolerated.
 Failure to act or improper action is grounds for liability.
 The greater the degree of danger, the higher the level of supervision should be.
 Students must never be left unattended, except in an emergency where the potential
harm is greater than the perceived risk to students. Even then, risk should be minimized
or responsibility transferred to another authorized person if the situation allows.
Points to remember:
 Teachers/Coaches should use the proper equipment and teach the athletes how to use and
perform all activities the “right” way the first time and every time.
 Teachers/Coaches should be aware of equipment problems and hazardous areas so as to
correct or avoid them.
 Teachers/Coaches should perform periodic safety inspections and preventative maintenance
on all equipment and playing field areas.
 Teachers/Coaches should review rules and stress the words “Let’s Play Safe Out There” on a
daily basis.

Special Olympics Arizona (SOAZ)
Permission from PUSD #11
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SPECIAL OLYMPICS ARIZONA UNIFIED FLAG FOOTBALL OFFICIAL EVENT:
 Unified Flag Football Team Competition
SPECIAL OLYMPICS FLAG FOOTBALL RULES:
 Please see Special Olympics Arizona Flag Football Rules.
 Please visit, www.SpecialOlympicsArizona.org, for copy of updated Arizona Addendum Rules.
Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
UNIFIED SPORTS® RULES:
There are few differences in the rules for Unified Sports® competition as stipulated in the
Official Special Olympics Sports Rules Book and modifications outlined in the rules book.
The additions are highlighted below:
 A roster consists of a proportionate number of athletes and partners.
 An athlete is a person with intellectual disabilities.
 A partner is a person without intellectual disabilities.
 Teams are division for competition based primarily on ability.
 Team sports must have an adult, non-playing coach. Player-coaches are not allowed in
team sports.
FIELD DIMENSIONS AND EQUIPMENT:
10 yards /5 yds./

Goal Line^

15 yards

/

Midline^

Goal Line^

FIELD DIMENSIONS:
 The field size is 25 yards by 60 yards.
 No Running Zones (NRZ) (Shaded Areas)
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FLAG FOOTBALL EQUIPMENT:
 An intermediate (youth) size football will be used in all divisions.
 Athletes should wear proper fitting tennis/athletic shoes or rubber-cleat athletic shoes.
 A protective mouthpiece must be worn at all times.
 A one piece three flag belt will be worn during the game.
 All players who wear glasses must wear a protective sport glasses during training
and competition.
 Matching Team Uniforms (athletes wear even numbers, partners wear odd number).
DEFINITIONS:
Blocking

Is the act of an offensive lineman to protect the quarterback and run.

Center

The person who snaps the ball to the quarterback to start the play.

Defense

The team without the ball.

Defensive Backs

Players responsible for defending against the pass.

Defensive Line

Players responsible for stopping the offense from running the ball.

Forward Pass

A pass which is thrown from behind the line of scrimmage.

Fumble

The ball is dropped.

Holding

The offensive lineman grabs the defensive player.

Interception

The defensive team catches a pass thrown by the offensive team.

Interference

The defensive player makes contact or impedes the movement
of the offensive receiver or running back.

Lateral

A pass which is thrown backwards. It can be done anywhere on the field.

Line of Scrimmage The imaginary line which extends from the ball to the sidelines.
Linebackers

Players responsible for defending the run and the pass.

Off Sides

When the offensive or defensive team crosses the line of scrimmage
before the ball is snapped.

Offense

Team who has the ball.

Offensive Line

Are responsible for blocking the defensive players.

Quarterback

Person who receives the snap from the center. He initiates the run
and the pass plays.

Special Olympics Arizona (SOAZ)
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DEFIINITIONS CONTINUED:
Receivers

The person who catches the football.

Running Backs

The person who runs the football.

.
.
.

.
.
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Note: Bold and Underlined rules in this handbook indicate New Rules or rules that
need special attention.
The Official Special Olympics Sports Rules for Flag Football shall govern all Special
Olympics competitions. Special Olympics has created these rules based upon rules from a
national flag football organization.
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The Game

MODIFIED EVENTS
Individual Skills Competition

TRADITIONAL EVENTS
Traditional Team

UNIFIED EVENTS
Unified Team

1. Special Olympics Flag Football is non-contact.
a. In all aspects of Special Olympics Flag Football, rulings shall be made with player
safety as the primary consideration.
2. Teams shall field five (5) players to start the game (required).
a. Teams may continue with a minimum of four (4) players, if necessary due to
disqualification or injury.
3. Teams will be grouped in divisions based on a classification round of games.
4. Points of Emphasis
a. No team shall repeatedly commit penalties/fouls which halve the distance to the
goal line.
b. Neither team shall commit any act which, in the opinion of the referee, tends to
make a travesty of the game. This includes intentionally committing penalties/fouls
to gain an advantage.
c. The referee will enforce any penalty he/she considers equitable, including the
award of a score for an unfair act.
5. Coin Toss
a. A coin toss determines first possession.
b. Each team will provide two (2) captains.
c. The officials and team captains will meet three (3) minutes prior to the start of
the contest to conduct the coin toss.
d. The winner of the coin toss will choose offense, defense, or end of field to
defend. The team winning the coin toss may defer its choice to the second half.
6. Possessions
a. All possessions, except following an interception, start at the offensive team’s 5yard line.
b. The offense has four (4) plays to cross mid-field
c. Once the offense crosses mid-field, they have four (4) additional plays to score a
touchdown.
d. If the offensive team fails to cross mid-field or score a touchdown in a prescribed
number of plays, possession of the ball changes and the opposite team starts at
their 5-yard line.
e. The ball carrier may not spin, dive, hurdle, stiff arm, or use either arm to shield a
defender from grasping his/her flag.
f. The ball is marked at the spot where the position of the ball is when the player is
declared down (carrier’s flag belt is pulled or hand/knee touches ground).
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Equipment & Uniforms

1. An intermediate (youth) size football will be used in all divisions.
2. A protective mouthpiece must be worn at all times.
3. A one-piece, three-flag belt will be worn during the game at all times.
4. All participants must have a playing uniform consisting of matching
shirts/shorts/pants and matching numbers on front and back which can be tucked
in at the waist to avoid obstruction of Flag Pulling.
5. No jewelry maybe worn (rings, bracelets, necklaces, earrings, etc.)
6. No blue jeans will be allowed.
7. All players must wear athletic shorts without pockets.
8. Players must wear rubber-cleated or flat-soled athletic shoes.
a. Metal cleats, spikes, hiking boots or other equipment deemed dangerous by
officials will not be allowed.
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Terminology

Out of Bounds
Line of Scrimmage
Rush Line
Offense
Defense
Passer
Quarterback
Rusher

Downs (1,2,3,4)
Live ball

Dead ball

The outer perimeter line of the field. They
include the sidelines and the back of the end
zone lines
(LOS) an imaginary line running through the
point of the football and across the width of the
field
An imaginary line running across the width of the
field 7 yards (into the defensive side) from the
line of the scrimmage.
The team with possession of the ball
The team opposing the offense to prevent them
from advancing the ball.
The offensive player that throws the ball and
may or may not be the quarterback
The offensive player first receiving possession of
the ball. The quarterback may not run the ball
The defensive player(s) assigned to rush the
quarterback to prevent him/her from passing the
ball by pulling his/her flags or by blocking the
pass.
The offensive squad has 4 attempts or “downs”
to advance the ball. They must cross midfield to
get another 4 “downs” to score.
Refers to the period of time that the play is in
action. Generally used in regard to penalties, live
ball penalties are considered part of the play and
must be enforced before the down is considered
complete.
Refers to the period of time immediately before
or after the play.
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Whistle

Inadvertent
Whistle
Screen Blocking
Shielding
(Flag Guarding)
Shovel Pass

Lateral/pitch
Unsportsmanlike
Conduct
Shift
Defer

No Run Zones
Center

Sound made by an official using the whistle that
signals the start/end of play or a stop in the
action for a timeout, half time, or the end of the
game
Official’s whistle that is a performed in error.
A legal obstruction of an opponent without
contacting him/her with any part of the screen
blocker’s body.
An act by the ball carrier to prevent a defender
from pulling the ball carrier’s flags by stiff arm,
lowering elbow or head, or by blocking access to
the runner’s flags with a hand or arm.
A legal pass attempted beyond the line of
scrimmage by throwing the ball underhand or
pushing it towards a receiver in a shot put type
manner.
A BACKWARD PASS of the ball by the ball
carrier.
A rude, confrontational, or offensive behavior or
language.
A shift is the action of one or more offensive
players who after taking positions move to a new
position prior to the snap.
Winner of Coin toss is giving the choice to the
other team for the first half of the game. The
winner of the coin toss gets choice in the second
half.
Areas of the field where teams can only pass the
ball.
Player that snaps ball through legs to begin play.
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Field

Playing Field
1. The playing field is 60 yards long (including the end zones) and 25 yards wide. If
insufficient space is available, a slightly smaller space can be used. A space of at
least 5 yards around the field must be free and clear of obstructions. The field
can be marked with chalk, paint, and/or traffic cones.
2. No-Run Zones are in place to prevent teams from conducting power run plays.
While in the No-Run Zones (a 5-yard imaginary zone before midfield and before the
end zone), teams cannot run the ball in any fashion. All plays must be pass plays,
even with a handoff.
3. Stepping on a boundary line is considered out of bounds
4. Each offensive team approaches only TWO (2) No-Run Zones in each drive (a 5yard zone before midfield to gain the first down and before the end zone, 5 yards
from the goal line to score a TD).
Diagram of Flag Football Field
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Rosters

Traditional Teams
1. The team roster may contain a maximum of 12 players.
2. Teams shall field five (5) players to start the game (required).
a. Teams may continue with a minimum of four (4) players, if necessary due to
disqualification or injury.
Unified Sports ®Teams
1. The team roster may contain a maximum of 12 players.
2. The roster shall contain a proportionate number of athletes and partners.
3. During competition, teams shall field five (5) players to start the game (required).
a. the line-up shall never exceed three (3) athletes and two (2) partners at any time.
b. Teams may continue with a minimum of four (4) players (minus 1 partner or
athlete) due to disqualification or injury.
4. Failure to adhere to the required ratio results in a forfeit.

Timing & Overtime

Timing
1. The following options are available to the tournament director and will be identified
prior to State/Provincial/National competitions based on program needs, time, and
number of teams attending. Only one option may be used during the competition.
i. Option 1: The game shall consist of two (2) 20-minute halves (running
time).
ii. Option 2: The game shall consist of two (2) 20-minute halves (running
time) until the last minute of each half at which the clock will stop on all dead
ball whistles (i.e. incomplete pass, out of bands, change of possession).
2. Officials can stop the clock at their discretion (injuries, delays).
3. The clock will stop on all time-outs.
4. Each team receives one (1) 60-second time-out per half.
I. An unused time-out in the first half does not carry over to the second half.
5. There shall be a 5-minute break at halftime.
6. The ball must be put in play promptly and legally and any action or lack of action by
either team that tends to prevent this is considered a delay of game.
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7. This includes:
i. Interrupting the 30-second count for any reason except for a granted timeout,
ii. Consuming more than 30-seconds to snap the ball after it is ready for play,
iii. Failing to remove an injured player for whose benefit an excess time-out
has been granted, or
iv. Deliberately advancing the ball after it has been declared dead.
Overtime
1. If the score is tied at the end of regulation play:
i. A coin toss is held to determine first possession.
ii. Each team receives two (2) plays from midfield and the team gaining the
most points or gaining a yardage advantage is awarded one (1) extra point
and wins the game.
iii. Exceptions to this rule are as follows:
Interception: The team that intercepts the pass automatically wins the
game.
2. If the team with the first attempt in overtime scores on the first play, the opposing
team must score on its first play also. If both teams score a touchdown, or gain the
same yardage, the procedure is repeated until one (1) team wins.

Scoring
1. Touchdown: six (6) points.
2. Extra Point: one (1) point from the 5-yard line, two (2) points from the 10-yard line.
3. Safety: two (2) points

Coaches Expectations
1. Coaches are typically volunteer parents, friends, or family members helping the
players learn and enjoy the game. Parents are strongly encouraged to support the
coach at all times.
2. Coaches are expected to adhere to the Special Olympics rules and philosophies,
coach’s guidelines, and code of conduct.
3. Coaches must have the following certifications to participate.
a. Coaches Volunteer Orientation/General Orientation
b. an updated OPB (Online Protective Behavior)
c. a background check.
d. attend Flag Football Training.
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Live Ball/Dead Ball
1. Positions/Snap
a. The ball must be snapped between the Center’s legs to start each play.
b. No minimum number of players is required to line-up on the line of scrimmage.
2. Dead Balls/Fumbles
a. There are no fumbles.
b. Play is ruled dead when:
i.
The ball carrier’s flag is pulled;
ii. The ball carrier loses his/her flag;
iii. The ball carrier steps out of bounds;
iv. The ball carrier’s knee or hand touches the ground;
v. A touchdown, extra point, or safety is scored;
vi. When during a try-for-point the defense obtains possession of the ball;
vii. When a forward pass strikes the ground or is caught simultaneously by
opposing players (the offense retains possession);
viii. A pass is intercepted (no returns);
ix. A receiver catches a ball without his/her flags attached;
x. A snapped ball touches the ground;
xi If fumbled forward, the ball is spotted where the ball carrier’s feet
were at the time of the fumble. If ball falls backwards, it is marked
where it hits the ground;
xii. When there is an inadvertent whistle.
3. Inadvertent Whistle
a. In case of an inadvertent whistle, the team in possession of the ball may choose
to accept the result of the play at the point where the play was blown dead or
choose to re-play the down.
4. Substitutions (Athlete for Athlete/ Partner for Partner)
a. Any player on the roster may enter upon the completion of a play (Dead Ball).
b. Each substitute must play at least one (1) down prior to being replaced.
c. A replaced player must leave the field immediately.
5 Delay of Game
a. The ball must be put in play promptly and legally and any action or lack of action
by either team that tends to prevent this is considered a delay of game.
b. This includes:
i. Interrupting 30-second count for any reason except for a granted time-out,
ii. Consuming more than 30-seconds to snap the ball after it is ready for play,
iii. Failing to remove an injured player for whose benefit an excess time-out
has been granted, or
iv. Deliberately advancing the ball after it has been declared dead.
6. False Start
a. No member of the offensive team may simulate the start of the play before the
ball is snapped.
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Running

1. Handling the Ball by the offense.
a. Handling the ball is transferring player possession from one teammate to
another without throwing or kicking it.
b. No forward hand-offs are allowed (Illegal Pass).
2. Running
a. The Quarterback (first player gaining possession of the snap) cannot advance
the ball across the line of scrimmage.
b. Only direct hand-offs behind the line of scrimmage are legal. Laterals or pitches
(legally known as backward passes) of any kind are not allowed.
i. In Unified Sports® divisions, a partner may handoff to a partner behind the
line of scrimmage.
c. The player who takes a hand-off can pass the ball, as long as he/she does not
pass the line of scrimmage.
d. “No Running Zones” are located 5-yards before the mid-field line and goal line.
i. Any ball snapped from these zones must be passed.
ii. The purpose of “No Running Zones” is to avoid short yardage power
running situations.
e. The ball carrier may not spin, dive, hurdle, stiff arm, or use either arm to shield a
defender from grasping his/her flag.
f. The ball is marked at the spot where the position of the ball is when the player is
declared down (carrier’s flag belt is pulled or hand/knee touches ground).
3. Hurdling
a. Jumping over or attempting to jump over a player, by the ball carrier, to prevent
from being downed or to gain additional yardage is illegal.
i. Note: Jumping over a player who is on the ground to avoid injury, by
official’s judgment, is legal.
4. Shielding (Flag Guarding)
a. Runners shall not shield (flag guard) by using their hands, arms, or the ball to
deny the opportunity for an opponent to pull or remove their flag belt.
b. This includes:
i. Swinging the hand or arm over the flag belt;
ii. Stiff arms;
iii. Placing the ball in a possession over the flag belt; and
iv. Lowering the shoulders or arm over the flag belt.
v. Hurdling.
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Passing / Receiving

1 Passing and Receiving by the offense.
a. All passes must be forward and received beyond the line of scrimmage.
b.Shovel passes are allowed, but must be received beyond the line of
scrimmage.
c. All players are eligible to receive a forward pass, including the Quarterback, if
he/she has legally handed-off.
i. Exception: In Unified Sports® divisions, if a partner throws a pass, only
athletes are eligible receivers.
d. Only one (1) player is allowed in motion at the snap and he/she may not be
moving toward the line of scrimmage at the snap.
e. A player must have at least one (1) foot in bounds when making a catch.
f. Interceptions change possession of the ball at the point of the interception.
i. Exception: A ball intercepted in the end zone is spotted at the 5-yard line.
2. Diving
a. A defensive or offensive player may dive to catch a pass.
b. Diving is illegal when used to down a player or advance a ball.
c. A player cannot dive in an attempt to gain extra yardage.
d. The team will be penalized accordingly.
3. Eligible Receiver
a. All offensive players are eligible to receive a pass, except in Unified Sports®
divisions where partners are ineligible when partners are throwing the pass.
i. Unified Sports® teams are expected to comply with this rule without
intervention by officials.
b. Failure to “self-patrol” will be considered unsportsmanlike, and will be penalized
accordingly.

Rushing the Passer

1. Rushing the Quarterback by defensive players (QB).
a. All players who rush the Quarterback must be a minimum of 7-yards from the
line of scrimmage when the ball is snapped.
i. A special marker, placed by the official, will designate the spot 7-yards
from the line of scrimmage when the ball is snapped.
b. Players not rushing the quarterback may defend the line of scrimmage.
c. Once the Quarterback hands off the ball, the 7-yard zone no longer exists,
and all defenders are eligible to rush.
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Screen Blocking

1. Screen Blocking
a. Legally obstructing an opponent without contacting him/her with any part of the
screen blocker’s body.
b. The screen blocker shall have his/her arms fully extended to the ground (below
the waist) either at his/her side, in front, or behind his/her back.
c. Any use of arms, elbows, legs, or shoulders to initiate contact during the screen
block is illegal.
d. A player must be on his/her feet before, during, and after screen blocking.
e. Screen blocking is the only form of legal blocking that can be used by any player
at any time.
f. There are two form of legal blocking:
Backfield Blocking: If any of the provisions listed are violated, and contact
results, the screener has committed an illegal block.
i. The screen blocker must give an opponent at least one (1) step.
ii. The screen blocker must not initiate contact with opponent.
iii. The screen blocker may not take a position so close to a moving opponent
that this opponent cannot avoid contact by stopping or changing directions.
iv. After the snap of the ball, a blocker may move laterally or backward two (2)
steps.
Downfield Blocking: A basketball style (non-moving) screen is the only
acceptable form of downfield blocking. The blocker also may not run between a
rusher and ball carrier impeding a defender’s progress to the flag.

Flag Pulling

1. Flag Pulling
a. A legal flag pull takes place when the ball carrier is in full possession of the
ball.
b. It is illegal to pull or strip the ball from the carrier’s possession at any time
(penalty).
c. If a player’s flag belt inadvertently falls off during the play, the player is down
immediately upon possession of the ball and the play ends
d. a defensive player may not intentionally pull the flags off of a player who is
not in possession of the ball (penalty).
e. Flag Guarding/Shielding is an attempt by the ball carrier to obstruct the
defense’s access to the flags by stiff arming, dropping the head or
shoulder, or intentionally covering the flags with the football jersey.
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Formations

1. Line of Scrimmage
a. The line of scrimmage for each team is a vertical plane through the point of the
ball nearest the team’s goal line.
b. Each player on a team must be on its side of the line of scrimmage when the ball
is snapped.
2. Motion
a. Only one player of the offensive team may be in motion at the snap.
i. This player must be behind the Quarterback and not moving toward its
goal line at the time the ball is snapped.
ii. If the player comes to a stop he/she must be set for one (1) second.
3. Shift
a. A shift is the action of one (1) or more offensive players who after taking set
positions move to a new position prior to the snap.
b. A player who shifts must reset for one (1) second prior to the snap.
4. Snap
a. A snap is the legal act of passing the ball through the Center’s legs from the
ground to the Quarterback to start a play.

Unified Sports®

1. The roster shall contain a proportionate number of athletes and partners.
2. During competition, teams shall field five (5) players to start the game (required).
a. the line-up shall never exceed three (3) athletes and two (2) partners at any time.
b. Teams may continue with a minimum of four (4) players (minus 1 partner or
athlete) due to disqualification or injury.
3. Failure to adhere to the required ratio results in a forfeit.
4. Each team shall have an adult non-playing coach responsible for the line-up and
conduct of the team during competition.
5. Partners as quarterbacks may NOT pass to another partner.
6. Partners MAY handoff to another partner.
7. Partners shall NOT dominate play.
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Unsportsmanlike Conduct

1. Sportsmanship/Roughing
i. The officials will disqualify any player who participates in rough or
unsportsmanlike play.
ii. During player possession, it is illegal for a defensive player to strip or
pull the ball from the ball carrier at any time.
iii. No warning is required.
2. Ball carriers MUST make an effort to avoid defenders with an established
position.
3. Defenders are not allowed to run through the ball carrier when pulling flags .

Penalties

1. Penalties
a. The following options are available to teams which will be identified prior to
State/National competition by the State Office or Technical Delegate based on
program needs, time, and number of teams. Only one option may be used during
the competition.
i. Option 1: Coach's will have the opportunity to decline or accept the
penalty based on result of the play.
ii. Option 2: Each team will be allowed to decline a penalty twice during a
game. Otherwise, all penalties are automatically accepted
iii. Option 3: All penalties are automatically accepted (no declination).
b. All penalties are assessed from the line of scrimmage.
c. No penalty may take the ball more than half the distance to the offender’s goal
line.
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d. Offense: 10-yards from the line of scrimmage and loss of down
i. Illegal Motion (more than one (1) player moving at snap, moving forward at
snap);
ii. Offside (in neutral zone at snap, false start);
iii. Illegal forward/backward pass (pass not completed beyond line of
scrimmage; illegal backward pass; Partner to Partner; QB pass beyond
line of scrimmage);
iv. Illegal Procedure (quarterback run);
v. Pass Interference (picking or pushing defender);
vi. Illegal Contact (holding, blocking, bumping, stiff arming);
vii. Flag Guarding (driving, spinning, warding off, hurdling); and
viii. Delay of Game (failing to snap within 30 second of ready).
e. Defense: 10-yards from the line of scrimmage and automatic first down
i. Offside (in or beyond neutral zone at snap);
ii. Pass Interference;
iii. Illegal Contact (holding, blocking, bumping, stripping);
iv. Illegal Flag Pull (before receiver has ball); and
v. Illegal Rushing (rushing Quarterback inside 7-yard line).
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Offensive Penalties and protocol
Illegal Motion
Offside

10 yards from line of scrimmage & loss of down
10 yards from line of scrimmage & loss of down

Illegal
forward/Backward
pass
Illegal procedure

10 yards from line of scrimmage & loss of down

Pass interference

10 yards from line of scrimmage & loss of down

Illegal contact

10 yards from line of scrimmage & loss of down

Flag
Guarding/Shielding
Delay of Game

10 yards from line of scrimmage & loss of down

10 yards from line of scrimmage & loss of down

10 yards from line of scrimmage & loss of down

Defensive Penalties and Protocol
Offside
Pass Interference
Illegal Contact
Illegal Flag Pull
Illegal Rushing

10 yards from
First Down.
10 yards from
First Down.
10 yards from
First Down.
10 yards from
First Down.
10 yards from
First Down.

line of scrimmage & Automatic
line of scrimmage & Automatic
line of scrimmage & Automatic
line of scrimmage & Automatic
line of scrimmage & Automatic
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Flag Football Team Assessment Form
Delegation:

Team Name:

Check One:

Traditional Team

Unified Team

Team Gender:

Male

Co-ed

Female

Summary of Individual Assessments
Name

Jersey #

Age Group*:

8 - 15

*For safety reasons, athletes may only play on
teams in their own age bracket.
Please list players in order from highest to lowest Average Scores:

Athlete /
Partner

Catching

Passing

Movement

Game
Awareness

Instructions:

Make copies of this form as needed.
Local programs should keep a copy for their records.
Include this form with Area and State Flag Football Registration.
Transfer each player's score from their Flag Football Individual Assessment Form.
Record players from highest to lowest Average Score.
To calculate Team Total Score: Add the Average Scores for all team members.
To calculate Team Overall Rating: Divide the Team Total Score by the number of players on the team.
To calculate Top 5 Players' Average: Add the 5 highest scoring players' Average Scores and divide by 5.
If Unified team, add the top 2 scoring partners and the top 3 scoring athletes.
To calculate Bottom 5 Players' Average: Add the 5 lowest scoring players' Average Scores and divide by 5.
Note: If roster is less than 10 players, please still include bottom 5 players.
Unified Teams ONLY: To calculate Unified Team Skill Spread: Subtract the lowest player's Average Score
from the highest player's Average Score. To be eligible for competition, the Unified Team Skill Spread
may not be higher than 3. (See SOAZ Unified Sports® Team Formation Guidelines.)
Determine team's Division according to Team's Overall Rating:
Traditional and 3 on 3 Teams: 6.6 to 8 = Division 1 5 to 6.5 = Division 2 3.6 to 4.9 = Division 3
2 to 3.5 = Division 4
Unified Teams: 7 to 8 = Division 1
5 to 6.9 = Division 2
3 to 4.9 = Division 3
1.6 to 2.9 = Division 4 Training

Page ___ of ___

16 & Over

Date this form was completed:

Offense

Defense

Total Score

Team
Total Score
Team Overall
Rating
Top 5 Players'
Average
Bottom 5
Players' Average
Unified Team
Skill Spread

Division

Average
Score
(Total ÷ 6)

Flag Football Individual Assessment Form
Name:

Delegation:

Jersey Number:

Coach's Name:

Team Name:

Evaluator's Name:

Check one:

 Athlete

 Partner

Date of Evaluation:

/

/

Instructions:

1) Complete one Flag Football Individual Assessment Form for each player on the team.
2) Assesment of each player should take place during game play and not during drills or other skill tests.
3) Players will receive a score of 1, 2, 3, 4, 5, 6, 7 or 8 in each of the Skill Areas below. (A through F)
4) Scores of 3, 5 or 7 should be given when a player's abilities fall between two of the listed skill levels.
5) A score of 1 should be given when a player's ability falls below the lowest listed skill level.
6) After scoring each Skill Area, add the scores for A through F and write the total next to TOTAL SCORE.
7) Divide the TOTAL SCORE by 6 to determine OVERALL RANKING.
(Round off to the nearest tenth. EXAMPLE: 4.97 = 5.0 or 3.53 = 3.5)

Skill Areas:
A. Catching

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Has difficulty catching the football whether with their hands or trapping against body (2)
Can catch the football if thrown directly at them from a short distance and they don’t have to move (4)
Has the ability to catch a football while moving with token pressure (6)
Has the ability to beat a defender and catch a football while running (8)

Score:
B. Passing

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Has difficulty throwing a pass/short to a teammate (2)
Can throw a pass with accuracy while in a stationary position usually farther than 5 yards (4)
Can throw a pass with accuracy to a team mate who is running a short down and out pattern (6)
Good athlete, can move in the pocket and complete passes while moving with accuracy. Good arm (8)

Score:
C. Movement

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Maintains a stationary position; does not move on the snap of the ball (2)
Moves on the snap of the football; but reaction time is slow. Speed and agility hamper getting to appropriate position (4)

Good speed, can run pass patterns or chase down opponents; reasonably aggressive (6)
Good athlete, exceptional speed, is aggressive both on offense and defense (8)

Score:
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Flag Football Individual Assessment Form continued
D. Game Awareness

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Sometimes confused on offense and defense; may not always understand where they are on field (2)
Limited understanding of the game and can make some offensive or defensive decisions – coach prompted (4)
Good understanding of the game, can run pass patterns or pull opponents flags (6)
Advanced understanding of the game and mastery of flag football fundamentals (8)

Score:
E. Offense

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Does not understand offensive position or principles, often beaten by a defender when the ball is snapped (2)
More understanding of offensive position, can block a defender on the line of scrimmage (4)
Good understanding of offensive position & principles, does not get beat by defenders often, can run pass patterns or football (6)

Exceptional ability, can play any position on offense including quarterback, can set up both running and pass plays (8)

Score:
F. Defense

Choose one number (1 through 8) which is most representative of the athlete's skill level)

Does not understand defensive position or principles, usually doesn’t move on the snap of the ball (2)
More understanding of defensive position, attempts to pull flags of ball carrier (4)
Good understanding of defensive position and principles, can cover pass receivers and aggressively goes after 'ball carriers flags (6)

Exceptional ability, can cover pass receivers and intercept passes, aggressively goes after ball carriers flags (8)

Score:
TOTAL SCORE:
Divide TOTAL SCORE by 6 to determine OVERALL RATING
Round off to the nearest tenth. EXAMPLE: 4.97 = 5.0 or 3.53 = 3.5)

OVERALL RATING:
Proceed to the appropriate Flag Football Team Assessment Form:

Traditional teams use the Flag Football Team Assessment Form.
Unified teams with athletes and partners ranked 3 and above, use the Flag Football Team Assessment Form.
Unified teams with athletes ranked 2.9 and below, use the Unified Flag Football Training Team Assessment Form.
Unified teams with players ranked more than 3 Skill Levels from each other, use the Unified Flag Football Training
Team Assessment Form.

Please review the Unified Sports® Team Formation Guidelines
before beginning practice or registering for any competition.
DO NOT include Individual Assessment Forms with competition registration.
Send only Team Assessment Forms with Area or State competition registration.
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Unified Flag Football Training Team Assessment Form
Note: Only Unified Teams with athletes ranked lower than 1.6 (1.5 to 2.9)
or with a team Skill Spread greater than 3 should use this form.
Delegation:

Team Name:

Team Gender:

Male

Female

Summary of Individual Assessments
Name

Age Group*:
8 - 15
16 & Over
*For safety reasons, athletes may only play
on teams in their own age bracket.

Co-ed

Jersey #

Please list players in order from highest to lowest Average Scores:
Athlete /
Partner

Catching

Passing

Movement

Game
Awareness

Instructions:

Make copies of this form as needed.
Local programs should keep a copy for their records.
Include this form with Area and State Flag Football Competition Registration.
Unified Partners' information should be included on this form, but should not be used to calculate Team
Total Score or Rating.
Transfer each player's score from their Flag Football Individual Assessment Form.
LIST ATHLETES FIRST from lowest to highest Average Score.
Then list Partners from lowest to highest Average Score.
Record players from highest to lowest Average Score.
To calculate Team Total Score: Add the Average Scores for athletes only.
To calculate Team Overall Rating: Divide the Team Total Score by the number of athletes on the team.

Offense

Defense

Total Score

Team
Total Score
Team Overall
Rating

Average
Score
(Total ÷ 6)
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Date this form was completed:

UNIFIED SOCCER UNIT
HISTORY/ENVIRONMENT/CULTURAL INFLUENCES
WHEN:

1863

WHERE:

England

WHO:

London Football Association

ORIGINAL GAME:
 2500 years ago, the Chinese played tsc-ch’iu.
 The ancient Greeks played hapraston.
 A version played in the United States by Indians before English settlers arrive.
 The 1st International Special Olympics Summer Games were held in Soldier Field in Chicago,
Illinois where 1,000 athletes with intellectual disabilities from 26 U.S. States and Canada
compete in track and field and swimming on July 19-20, 1968.
 Special Olympics Arizona was officially started in 1975, Phoenix, Arizona.
 Unified Sports® introduced to United States in mid-1980’s, a major focus in Arizona in 2008.
WHAT IS UNIFIED SPORTS®?
 Unified Sports® is a program which combines athletes with and without intellectual disabilities
to form sports teams for training and competition.
 Unified Sports® dramatically increase inclusion of people with intellectual disabilities in to the
community by breaking down historical barriers which kept these people apart.
 An estimated 50,000 athletes now participate worldwide in Unified Sports® programs in
cooperation with schools, civic association, Parks and Recreation departments, and other
community sports organizations.
 Unified Sports® is a program endorsed and developed by Special Olympics International.
 Unified Sports® presently includes athletics, swimming, basketball, bocce, bowling,
cheerleading, flag football, floor ball, badminton, golf, kayaking, soccer, softball, tennis and
volleyball with several other sports undergoing field testing.
HISTORY OF SPECIAL OLYMPICS UNIFIED SPORTS®
 The concept of Unified Sports®, originally called “Integrated Sports,” was brought to the
attention of Special Olympics Founder Eunice Kennedy Shriver at the 1983 Special Olympics
National Conference in Park City, Utah.
 The idea was generated through Special Olympics Massachusetts (SOMA) due to changes
occurring in the field of intellectual disabilities. Most of the agency director and leadership of
this period were interested in programs putting people with intellectual disabilities together with
people without disabilities. Social integration was the buzzword of that time period. It was in
this climate SOMA created an integrated softball tournament.
 Luckily for Special Olympics, Eunice Kennedy Shriver approved further research. The name
was changed from “Integrated Sports” to “Unified Sports®” and in 1989 she announced to the
world the endorsement of this new program.
Special Olympics Arizona (SOAZ)
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CULTURAL INFLUENCES:
 Played worldwide.
 Known as football everywhere in the world except in North America.
 The most frequently played and most popular of all team sports.
 Youth, high school and collegiate programs encourage both male and female participation.
 People from all socio-economic backgrounds can play because soccer is an inexpensive
sport to play.
BENEFITS OF SOCCER:
 Health Benefits
 Increase energy level
 Increase cardiovascular endurance, strength, and flexibility
 Decrease risk of diseases (heart attack, stroke, cancer, diabetes)
 Decrease stress and tension levels
 Social Benefits
 Learn concepts of teamwork
 Learn to follow rules
 Learn discipline and commitment
 Social interaction with peers and/or friends
 Enjoyment
 Travel opportunities and increase cultural awareness

SAFETY RULES:
Teachers/Coaches will provide adequate supervision as defined by Professional, Legal,
District, and Special Olympic Guidelines to ensure students behave properly in light of
any foreseeable dangers.
Listed below are the Guidelines:
 Misbehavior of any type must not be tolerated.
 Failure to act or improper action is grounds for liability.
 The greater the degree of danger, the higher the level of supervision should be.
 Students must never be left unattended, except in an emergency where the potential
harm is greater than the perceived risk to students. Even then, risk should be minimized
or responsibility transferred to another authorized person if the situation allows.
Points to remember:
 Teachers/Coaches should use the proper equipment and teach the athletes how to use
and perform all activities the “right” way the first time and every time.
 Teachers/Coaches should be aware of equipment problems and hazardous areas so as to
correct or avoid them.
 Teachers/Coaches should perform periodic safety inspections and preventative maintenance
on all equipment and playing field areas.
 Teachers/Coaches should review rules and stress the words “Let’s Play Safe Out There” on a
daily basis.

Special Olympics Arizona (SOAZ)
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SPECIAL OLYMPICS ARIZONA UNIFIED SOCCER OFFICIAL EVENT:
 Unified Sports® 5-a-side Team Competition
SPECIAL OLYMPICS FOOTBALL (SOCCER) RULES:
 Please see Special Olympics Summer Sports Football/Soccer Rules.
 Please see Special Olympics Arizona Soccer Rules.
 Please visit, www.SpecialOlympics.org, every January for a copy of updated International
Rules. Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
 Please visit, www.SpecialOlympicsArizona.org, for copy of updated Arizona Addendum Rules.
Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
UNIFIED SPORTS® RULES:
There are few differences in the rules for Unified Sports® competition as stipulated in the
Official Special Olympics Sports Rules Book and modifications outlined in the rules book.
The additions are highlighted below:
 A roster consists of a proportionate number of athletes and partners.
 An athlete is a person with intellectual disabilities.
 A partner is a person without intellectual disabilities.
 Teams are division for competition based primarily on ability.
 Team sports must have an adult, non-playing coach. Player-coaches are not allowed in
team sports.

Special Olympics Arizona (SOAZ)
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FIELD DIMENSIONS AND EQUIPMENT:
Touch
Lines

Penalty Area

Center
Circle

End
Line

COURT:
 The 5-a-side field shall be a rectangle: maximum dimensions of 50 meters by 35 meters,
minimum dimensions of 40 meters by 30 meters. The smaller field is recommended for lower
ability teams.
SOCCER EQUIPMENT:
 Ages 8-12, size 4 ball, not more than 66 cm (26 in.) and not less than 63.5 cm (25 in).
 All other players, size 5 balls, not more than 70 cm (28 in) and not less than 68 cm (27 in).
 Shin pads are required.
 No metal studs are allowed.
 Matching Team Uniforms (athletes wear even numbers, partners wear odd numbers).
DEFINITIONS:

Advantage

A special rule which allows play to continue after a foul if it would be
disadvantageous to the team who was fouled.

Center Mark

The circle in the middle of the field. It should be 10 yards in diameter.

Clearance

Player kicks the ball out front of their own goal area.

Special Olympics Arizona (SOAZ)
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DEFINITIONS
CONTINUED:
Control

Player tries to achieve when the ball comes to them.

Corner Kick

When the defending team kicks the ball over their own end line, the opposing team
restarts the game.

Direct Free
Kick

A free kick resulting from a foul can be shot into the goal without having
to be touched by another player.

Dribbling

A player who is running with the ball.

Field or Pitch

Football playing field.

Free Kick

How a game is restarted when a player is fouled.

Give-and-Go

A play in which a player who is faced by an opponent passes the ball
to a teammate, runs around the opponent and receives the return pass.

Goal Area

A box surrounding the goal stops and starts yards to each side of the goal
(from the inside of the goal post) and extends into the field six yards.

Goal Kick

A free kick awarded the goalie if the offense was the last to contact the ball
before passing over the goal line.

Goal Line

The line on the playing field over which the ball must pass to score a goal.

Goals

What team’s score.

Halves

Game is divided into two, timed halves.

Indirect Free
Kick

A free kick resulting from a foul which cannot be shot directly into the goal.
If the ball enters the goal without touching another player, the goal is void.

Injury Time

Additional time added to the end of each half to compensate for the stoppage
of play due to injuries, wasted time or the scoring of a goal.

Kickoff

How a game is started.

Offside

An infraction of the rules in which an offensive player does not have at least two
defensemen (including the goalie) between them and the goal line when the ball
is played forward by a member of the offensive team.

Penalty Area

The area marked out in front of the goal within which the goalkeeper can use
their hands.

Special Olympics Arizona (SOAZ)
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DEFINITONS
CONTINUED:
Penalty Area

The area marked out in front of the goal within which the goalkeeper can use
their hands. The area begins and ends 18 yards to each side of the goal
(from the inside of the goal post) and extends 18 yards into the field.

Penalty Kick

A direct free kick awarded for a foul occurring in the penalty area.
The ball is placed 12 yards away from the front of the goal. Only the goalie
and fouled player may be in the penalty area during the kick, but any player
may play the ball once touched by the goalie.

Penalty Mark

A “dot” on the field which is 12 yards in front of the goal, equidistant to each
goal post, or in other words, centered.

Screening

Also called Shielding. A technique where a controlling player keeps their body
between the ball and a marking opponent.

Shin Pads

Pads protect the shins of a player.

Sweeper

A defender who roams the defensive zone between the fullbacks and the goalie.

Tackle

To take the ball away from a dribbler using the feet.

Through Pass

A passed ball which splits a pair of defenders.

Throw-In

A technique to return the ball to play when it leaves the field over the touchlines.
The player must have both hands on the ball and throw over his head while
keeping both feet on the ground.

Trap or
Trapping

To receive the ball in a controlled manner with any part of the body (except hands
or arms). Usually trapped with the foot, thigh or chest.

Volley

Kicking the ball in or out of mid air.

Wall

A group of defenders standing shoulder-to-shoulder in attempt to defend a free kick
near the goal.
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1. GOVERNING RULES
The Official Special Olympics Sports Rules for Football (Soccer) shall govern all Special Olympics
competitions. As an international sports program, Special Olympics has created these rules based upon
Federation Internationale de Football Association (FIFA) rules for football (soccer) found at
http://www.fifa.com/worldfootball/lawsofthegame.html FIFA or National Governing Body (NGB) rules
shall be employed except when they are in conflict with the Official Special Olympics Sports Rules for
Football (Soccer) or Article I. In such cases, the Official Special Olympics Sports Rules for Football (Soccer)
shall apply.
An athlete with Down syndrome who has been diagnosed with Atlanto-axial Instability may not participate
in football (soccer) events.
Refer to Article 1, http://media.specialolympics.org/resources/sports-essentials/general/2014-Article-I.pdf,
for more information pertaining to Codes of Conduct, Training Standards, Medical and Safety
Requirements, Divisioning, Awards, Criteria for Advancement to Higher Levels of Competition, and Unified
Sports.
2. OFFICIAL EVENTS
The range of events is intended to offer competition opportunities for athletes of all abilities. Programs
may determine the events offered and, if required, guidelines for the management of those events.
Coaches are responsible for providing training and event selection appropriate to each athlete’s skill and
interest.
The following is a list of official events available in Special Olympics:
Individual Skills Competition (ISC)
5-a-side Team (outdoor)
7-a-side Team (outdoor)
11-a-side Team Competition according to FIFA rules
Futsal Competition according to FIFA rules
Unified Sports® 5-a-side Team Competition
Unified Sports 7-a-side Team Competition
Unified Sports 11-a-side Team Competition
3. DIVISIONING
Teams may be divisioned based on the Team Skill Assessment found in Section D of these rules, a
Prior Divisioning Form based on the SOEE Divisioning DVD, or a prior Divisioning/Team Rating form
approved by the Program, and by an on-site classification round.
In the classification rounds, teams will play a minimum of two evaluation games of at least eight
minutes (5-a-side), eight minutes (7-a-side) or fifteen minutes (11-a-side).
The Divisioning Committee shall ensure that all goalkeepers are adequately assessed.
4. GENERAL RULES AND MODIFICATIONS
5-A-Side Football
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Special Olympics recommends this playing format for low ability levels, players, programs or local
level only, the 5-a-side football will not be offered at World Games Levels.
Diagram

SPECTATOR AREA

The Field of Play
The 5-a-side field shall be a rectangle: maximum dimensions of 50 meters by 35
meters, minimum dimensions of 40 meters by 30 meters. The smaller field is
recommended for lower ability teams.
The field shall be marked out as shown below. (See 5-a-side field diagram)
The goal size must be between a minimum of three meters by two meters and a
maximum of four meters by two meters.
The goal area shall be eight meters by 12 meters. The penalty mark must be at
seven meters for goal size of four meters by two meters. The penalty mark must
be at six meters for goal size of three meters by two meters.
The recommended playing surface is grass.
The Ball
Ages 8-12: Size 4 ball, not more than 66 centimeters (26 in) and not less than
63.5 centimeters (25 in).
All other players: Size 5 ball, not more than 70 centimeters (28 in) and not less
than 68 centimeters (27 in).
The Number of Players
Allowable roster size is to be determined by the Competition Committee. At the
Special Olympics World Games, the roster size may not exceed 10 players.
The game is played between two teams, each consisting of five players, one of
whom shall be the goalkeeper. A minimum of three players shall be on the field
at any one time.
Substitutions are unlimited in number (players may return to the field after
being substituted). Substitutions can be made any time the ball is out of bounds,
between periods, after a goal is scored or during a timeout for an injury. The
coach must signal the referee or linesman in order to make a substitution. A
substituted player can only come on to the field when given a signal by the
referee.
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Players’ Equipment
Shirts must be numbered.
Shin pads are required.
No metal studs are allowed.
The Referee
Each match is controlled by one referee who has full authority to enforce the
Laws of the Game in connection with the match to which he has been appointed.
The Assistant Referee
Two assistant referees are appointed to each match for Regional and
International Competitions. For Local, Program and National Competitions it is
recommended to have two referees if there are not enough assistant referees.
Duration of the game
The duration of the game shall be two equal periods of fifteen minutes with a
halftime interval of five minutes. The referee should be responsible for keeping
the playing time.
If overtime is used to break a tie, two five-minute overtime periods are used. If
the game is still tied, penalty kicks will be used to break the tie. (See 11-a-side
tie-break protocol).
Start of play
A ball must be kicked forward from the center spot before being touched by
another player. A goal can be scored directly from a kick off.
Ball in and out of play:
Ball over the sideline results in a kick in.
Ball over the end line results in a goal clearance or a corner kick.
The ball must be completely over the line to be considered out of play.
Goal Clearance
When the ball passes over the goal line (not in the goal), having last been played
by an attacking player, the goalkeeper, standing within his own penalty area,
shall throw the ball back into play beyond his own penalty area, but not further
than the halfway line (i.e., the ball must touch the ground or another player
before crossing the halfway line). The ball shall be deemed in play as soon as it
passes outside the penalty area.
The above rules of goal clearance also apply when a goalkeeper gains
possession, with his hands, of a ball that is still in play.
Infringement penalties:
If the ball thrown by the goalkeeper passes beyond the
goalkeeper’s half of the field without first having been touched by
a player or without having touched the ground, the referee shall
award an indirect free kick for the opposing team from any point
on the halfway line.
From the goalkeeper’s throw, if the ball is touched by any player
inside the penalty area, the throw shall be retaken.
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Method of scoring
The whole of the ball must have completely crossed the line inside the goal to
count as a goal.
Fouls and misconduct (except there is no offside):
Tripping, pushing, handball or charging result in a direct free kick. Obstruction or
dangerous play results in an indirect.
If a player is expelled from the game (receives two yellow cards or a red card),
this player may not re-enter the game. His team must play a player down for two
minutes unless a goal is scored before the two minutes have elapsed. In this
case, the following shall apply:
If there are five players against four players and the team with the
larger number scores a goal, the team with four players may be
completed.
If both teams are playing with four players and a goal is scored,
both teams may be completed.
If there are five players playing against three or four against three
and the team with the larger number scores a goal, the team with
three players may be increased by one more player only.
If both teams are playing with three players and a goal is scored,
both teams may add one more player.
If the team scoring the goal is the one with fewer players, the
game shall continue without changing the number of players.
Keeping check of the two minutes shall be the task of the Time or
Fourth Official. The player who enters the game as a substitute
after two minutes may only do so with the consent of the referee
and when the ball is out of bounds.
Restart exception
Any free kick that is awarded to the defending team inside their own penalty
area will be restarted with a throw from the goalkeeper.
Free Kick
Opposing players must retire at least five meters from the ball for all free kicks.
When an indirect free kick is awarded to the attacking team inside the penalty
area, within five meters from the goal line, the referee must place the ball at
five meters from the goal line.
Penalty Kick
A penalty kick is taken from the seven-meter mark or six-meter mark depending
on size of goal (see rule 4.1.2.4 above).
Kick In (Equivalent to the throw in for 11-a-side)
When the whole of the ball passes over a sideline, it shall be kicked back into the
game, from the place where it crossed the line (on the sideline), by a player from
the opposing team to that of the player who last touched it. The ball must be
stationary before being kicked. It shall be deemed in play immediately after it
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has traveled the distance of its own circumference. The ball cannot be played
again by the kicker until it has been touched by another player. The players from
the opposing team must retire at least five meters from the spot where the kick
is being taken.
A goal cannot be scored directly from a kick in.
A goalkeeper may not pick up a ball passed back to him/her from a kick in.
A goalkeeper may not pick up a ball passed back to him/her by their own player.
Infringement penalties
If the player taking the kick in plays the ball for a second time before it has been
touched by another player, an indirect free kick is awarded to the opposing
team from the point where the infringement occurred.
Corner-Kick
Awarded to the attacking team when a player from the defending team kicks
the ball over his/her own end line.
Opposing players must retire at least five meters from the ball.
Water Break
In the case of extreme heat, the official representative from the Competition
Committee (e.g., Field Manager) may signal to the referee to introduce a water
break (maximum of three minutes) at a natural break in play, approximately
halfway through each half.
Overtime/Penalty Kick
In regular league play, ties are considered final.
In tournament play, overtime periods shall be five minutes each.
If the game is still tied after the overtime periods, penalty kicks shall be used to
decide the game using the following procedure:
The referee chooses the goal at which the kicks will be taken.
The referee tosses a coin and the team whose captain wins the
toss decides whether to take the first or the second kick.
Each team is responsible for selecting five players from those on
the field of play at the end of the match and the order in which
they will take the kicks.
The highest score after five penalty kicks is declared the winner.
The referee keeps a record of the kicks being taken.
Subject to the conditions explained below, both teams take five
kicks.
The kicks are taken alternately by the teams.
If, before both teams have taken five kicks, one has scored more
goals than the other could score, even if it were to complete its
five kicks, no more kicks are taken.
If, after both teams have taken five kicks, both have scored the
same number of goals, or have not scored any goals, kicks
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continue to be taken in the same order until one team has scored
a goal more than the other from the same number of kicks.
A goal keeper who is injured while kicks are being taken from the
penalty mark and is unable to continue as goalkeeper may be
replaced by a named substitute.
With the exception of the foregoing case, only players who are on
the field of play at the end of the match, which includes extra time
where appropriate, are eligible to take penalty kicks.
If at the end of the match one team has a greater number of
players than its opponents, it must reduce its numbers to equate
with that of its opponents. The team captain must inform the
referee of the name and number of the excluded player. The
referee must ensure that an equal number of players from each
team remains within the center circle and they shall take the kicks.
Each kick is taken by a different player and all eligible players must
take a kick before any player can take a second kick.
Once all eligible players have taken a penalty kick, the same
sequence does not have to be followed as in the first round of
kicks.
An eligible player may change places with the goalkeeper at any
time when kicks from the penalty mark are being taken,
In Unified Sports penalty kicks, alternate kicks by athletes and
partners must be taken, with the athlete taking the first penalty
kick for each team.
Coaching from the bench area
A team bench area will be provided for each team.
Each bench area will be defined by a marked off rectangle, 15 meters in length,
located on the sideline at least 5 meters away from the sideline and within 10
meters of the halfway line.
A team bench should be provided within each area.
Coaches and substitutes must remain within the bench area at all times. Only
one coach can stand. Failure to adhere to this may lead to the coach being sent
from the field of play.
Coaches are expected to restrict their coaching to simple verbal
encouragement.
Verbal abuse of players or officials, or excessive and explicit coaching from the
sidelines, will be considered unsportsmanlike conduct and may result in a
warning from the Referee. If such behavior persists, the Referee may eject the
offending coach from the field.
7-a-side Football
Diagram
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The Field of Play
The 7-a-side field shall be a rectangle: maximum dimensions of 70 meters by 50
meters, minimum dimensions of 50 meters by 35 meters. The smaller field is
recommended for lower ability teams.
The goal size shall be five meters by two meters.
The goal area shall be eight meters by 20 meters.
The recommended playing surface is grass.
The Ball
Ages 8-12: Size 4 ball, not more than 66 centimeters (26 in) and not less than
63.5 centimeters (25 in).
All other players: Size 5 ball, not more than 70 centimeters (28 in) and not less
than 68 centimeters (27 in).
The Number of Players
Allowable roster size is to be determined by the Competition Committee. At the
Special Olympics World Games, the roster size may not exceed 12 players.
The game is played between two teams, each consisting of seven players, one of
whom shall be the goalkeeper. A minimum of five players shall be on the field at
any one time.
Substitutions are unlimited in number (players may return to the field after
being substituted). Substitutions can be made any time the ball is out of bounds,
between periods, after a goal is scored or during a timeout for an injury. The
coach must signal the referee or linesman in order to make a substitution. A
substituted player can only come on to the field when given a signal by the
referee.
Players’ Equipment
Shirts must be numbered.
Shin pads are required.
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No metal studs are allowed.
The Referee
Each match is controlled by one referee who has full authority to enforce the
Laws of the Game in connection with the match to which he has been appointed.
The Assistant Referees
Two assistant referees are appointed to each match for Regional and
International Competitions.
For Local, Program and National Competitions it is recommended to have two
referees if there are not enough Assistant Referees.
Duration of the Game:
The duration of the game shall be two equal periods of twenty minutes with a
halftime interval of five minutes. The referee should be responsible for keeping
the playing time.
If overtime is used to break a tie, two five-minute overtime periods are used. If
the game is still tied, penalty kicks will be used to break the tie. (See 11-a-side
tie-break protocol: 4.3.16).
Start of Play
A ball must be kicked forward from the center spot before being touched by
another player. A goal can be scored directly from a kick off.
Ball In and Out of Play:
Ball over the sideline results in a kick in.
Ball over the end line results in a goal clearance or a corner kick.
The ball must be completely over the line to be considered out of play.
Goal Clearance
When the ball passes over the goal line (not in the goal), having last been played
by an attacking player, the goalkeeper, standing within his own penalty area,
shall throw the ball back into play beyond his own penalty area, but not further
than the halfway line (i.e., the ball must touch the ground or another player
before crossing the halfway line). The ball shall be deemed in play as soon as it
passes outside the penalty area.
The above rules of goal clearance also apply when a goalkeeper gains
possession, with his hands, of a ball that is still in play.
Infringement penalties
If the ball thrown by the goalkeeper passes beyond the goalkeeper’s half of the
field without first having been touched by a player or without having touched
the ground, the referee shall award an indirect free kick for the opposing team
from any point on the halfway line.
From the goalkeeper’s throw, if the ball is touched by any player inside the
penalty area, the throw shall be retaken.
Method of Scoring
The whole of the ball must have completely crossed the line inside the goal to
count as a goal.
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Fouls and Misconduct (except there is no offside)
Tripping, pushing, handball or charging result in a direct free kick. Obstruction or
dangerous play results in an indirect.
If a player is expelled from the game (receives two yellow cards or a red card),
this player may not re-enter the game. His team must play a player down for two
minutes unless a goal is scored before the two minutes have elapsed. In this
case, the following shall apply:
If there are seven players against six players and the team with
the larger number scores a goal, the team with four players may
be completed.
If both teams are playing with six players and a goal is scored, both
teams may be completed.
If there are seven players playing against five or six against five
and the team with the larger number scores a goal, the team with
five players may be increased by one more player only.
If both teams are playing with five players and a goal is scored,
both teams may add one more player.
If the team scoring the goal is the one with fewer players, the
game shall continue without changing the number of players.
Keeping check of the two minutes shall be the task of the Time or
Fourth Official.
The player who enters the game as a substitute after two minutes
may only do so with the consent of the referee and when the ball
is out of bounds.
Restart Exception
Any free kick that is awarded to the defending team inside their own penalty
area will be restarted with a throw from the goalkeeper.
Free Kick
Opposing players must retire at least five meters from the ball for all free kicks.
When an indirect free kick is awarded to the attacking team inside the penalty
area, within five meters from the goal line, the referee must place the ball at
five meters from the goal line.
Penalty Kick
A penalty kick is taken from the seven-meter mark. All players except the kicker
and the goalkeeper must retire outside the penalty area and arc. The goalkeeper
must stand on his/her goal line until the penalty kick is taken.
Kick In (Equivalent to the throw in for 11-a-side)
When the whole of the ball passes over a sideline, it shall be kicked back into the
game, from the place where it crossed the line (on the sideline), by a player from
the opposing team to that of the player who last touched it. The ball must be
stationary before being kicked. It shall be deemed in play immediately after it
has traveled the distance of its own circumference. The ball cannot be played
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again by the kicker until it has been touched by another player. The players from
the opposing team must retire at least 5 meters from the spot where the kick is
being taken.
A goal cannot be scored directly from a kick in.
A goalkeeper may not pick up a ball passed back to him/her from a kick in.
A goalkeeper may not pick up a ball passed back to him/her by their own player.
Infringement penalties
If the player taking the kick in plays the ball for a second time before it has been
touched by another player, an indirect free kick is awarded to the opposing
team from the point where the infringement occurred.
Corner-Kick
Awarded to the attacking team when a player from the defending team kicks
the ball over his/her own end line.
Opposing players must retire at least 5 meters from the ball.
In the case of extreme heat, the official representative from the Competition
Committee (e.g., Field Manager) may signal to the referee to introduce a water
break (maximum of three minutes) at a natural break in play, approximately
halfway through each half.
Overtime/Penalty Kick
In regular league play, ties are considered final.
In tournament play, overtime periods shall be five minutes each.
If the game is still tied after the overtime periods, penalty kicks shall be used to
decide the game.
The referee chooses the goal at which the kicks will be taken.
The referee tosses a coin and the team whose captain wins the
toss decides whether to take the first or the second kick.
Each team is responsible for selecting five players from those on
the field of play at the end of the match and the order in which
they will take the kicks.
The highest score after five penalty kicks is declared the winner.
The referee keeps a record of the kicks being taken.
Subject to the conditions explained below, both teams take five
kicks.
The kicks are taken alternately by the teams.
If, before teams have taken five kicks, one has scored more goals
than the other could score, even if it were to complete five kicks,
no more kicks are taken.
If, after both teams have taken five kicks, both have scored the
same number of goals, or have not scored any goals, kicks
continue to be taken in the same order until one team has scored
a goal more than the other from the same number of kicks.
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A goalkeeper who is injured while kicks are being taken from the
penalty mark and is unable to continue as a goalkeeper may be
replaced by a named substitute.
With the exception of foregoing case, only players who are on the
field of play at the end of the match, which includes extra time
where appropriate, are eligible to take penalty kicks.
If at the end of the match one team has a greater number of
players than its opponents, it must reduce its numbers to equate
with that of its opponents. The team captain must inform the
referee of the name and number of the excluded player. The
referee must ensure that an equal number of players from each
team remains within the center circle and they shall take the kicks.
Each kick is taken by a different player and all eligible players must
take a kick before any player can take a second kick.
Once all eligible players have taken a penalty kick, the same
sequence does not have to be followed as in the first round of
kicks.
An eligible player may change places with the goalkeeper at any
time when kicks from the penalty mark are being taken.
In Unified Sports penalty kicks, alternate kicks by athletes and
partners must be taken, with the athlete taking the first penalty
kick for each team.
Coaching from the Bench Area
A team bench area will be provided for each team.
Each bench area will be defined by a marked off rectangle, 15 meters in length,
located on the sideline at least 5 meters away from the sideline and within 10
meters of the halfway line.
A team bench should be provided within each area.
Coaches and substitutes must remain within the bench area at all times. Only
one coach can stand. Failure to adhere to this may lead to the coach being sent
from the field of play. Coaches are expected to restrict their coaching to simple
verbal encouragement.
Verbal abuse of players or officials, or excessive and explicit coaching from the
sidelines, will be considered unsportsmanlike conduct and may result in a
warning from the Referee. If such behavior persists, the referee may eject the
offending coach from the field.
11-a-side Football
The Field of Play
The 11-a-side field of play must be rectangular. The length of the touch line
must be greater than the length of the goal line.
Maximum dimensions of 120 meters by 90 meters, minimum dimensions of 90
meters by 45 meters.
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The goal size shall be 7.32 meters by 2.44 meters.
The recommended playing surface is grass.
The Ball
Ages 8-12: Size 4 ball, not more than 66 centimeters (26 in) and not less than
63.5 centimeters (25 in).
All other players: Size 5 ball, not more than 70 centimeters (28 in) and not less
than 68 centimeters (27 in).
The Number of Players
Allowable roster size is to be determined by the Competition Committee. At the
Special Olympics World Games, the roster size may not exceed 16 players.
The game is played between two teams, each consisting of not more than
eleven players, one of whom shall be the goalkeeper. A minimum of seven
players shall be on the field at any one time.
Substitutions: Teams are allowed to use all substitutions named on the playing
roster. Once substituted, a player cannot return to the field. Exceptions to this
rule can be made by the Competition Committee (e.g., with lower ability
divisions) if they consider that the quality of the game will be significantly and
adversely affected. In these cases, “unlimited” substitution can be allowed
where players can return to the field after being substituted. A decision as to
which rule is being used must be communicated to participating teams well in
advance of the event.
The Players’ Equipment
Shirts must be numbered.
Shin pads are required.
No metal studs are allowed.
The Referee
Each match is controlled by one referee who has full authority to enforce the
Laws of the Game in connection with the match to which he has been appointed.
The Assistant Referees
Two assistant referees are appointed to each match.
The Duration of the Match
The Competition Committee may adjust the length of the game (from the
standard two, 45-minute halves) depending on the ability levels and overall
physical condition of the teams playing.
The minimum allowable game duration shall be two 20-minute halves.
The Start of Play
A ball must be kicked forward from the center spot before being touched by
another player. A goal can be scored directly from a kick off.
The Ball In and Out of Play
Ball over the sideline results in a throw in.
Ball over the end line results in a goal kick or a corner kick.
The ball must be completely over the line to be considered out of play.
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The Method of Scoring
The whole of the ball must have completely crossed the line inside the goal to
count as a goal.
Fouls and Misconduct
Tripping, pushing, handball or charging result in a direct free kick. Obstruction or
dangerous play results in an indirect.
If a player is expelled from the game (receives two yellow cards or a red card),
this player may not re-enter the game. His team must play a player down for the
rest of the game.
Free Kicks
Opposing players must retire at least 9.15 meters (10 yd) from the ball for all
free kicks.
The Penalty Kick
A penalty kick is taken from the penalty mark. All players except the kicker and
the goalkeeper must retire outside the penalty area and arc. The goalkeeper
must stand on his/her goal line until the penalty kick is taken.
The Throw In
When the whole of the ball passes over a sideline, it shall be thrown back into
the game, from the place where it crossed the line (on the sideline), by a player
from the opposing team to that of the player who last touched it. The ball
cannot be played again by the thrower until it has been touched by another
player. The players from the opposing team must retire at least 5 meters from
the spot where the throw is being taken.
A goal cannot be scored directly from a throw in.
The Corner-Kick
Awarded to the attacking team when a player from the defending team kicks
the ball over his/her own end line.
Opposing players must retire at least 9.15 meters (10 yd) from the ball.
In the case of extreme heat, the official representative from the Competition
Committee (e.g., Field Manager) may signal to the referee to introduce a water
break (maximum of three minutes) at a natural break in play, approximately
halfway through each half.
Overtime/Penalty Kick
In regular league play, ties are considered final.
In tournament play, overtime periods shall be seven and one-half minutes each.
If the game is still tied after the overtime periods, penalty kicks shall be used to
decide the game.
The referee chooses the goal at which the kicks will be taken.
The referee tosses a coin and the team whose captain wins the
toss decides whether to take the first or second kick.
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Each team is responsible for selecting 5 players from those on the
field of play at the end of the match and the other in which they
will take the kicks.
The highest score after five penalty kicks is declared the winner.
The referee keeps a record of the kicks being taken,
Subject to the conditions explained below, both teams take five
kicks.
The kicks are taken alternately by the teams.
If, before teams have taken five kicks, one has scored more goals
than the other could score, even if it were to complete five kicks,
no more kicks are taken.
If, after both teams have taken five kicks, both have scored the
same number of goals, or have no scored any goals, kicks continue
to be taken in the same order until one team has scored a goal
more than the other from the same number of kicks.
A goalkeeper who is injured while kicks are being taken from the
penalty mark and is unable to continue as a goalkeeper may be
replaced by a named substitute provided his team has not used
the maximum number of substitutes permitted under the
competition rules.
With the exception of foregoing case, only players who are on the
field of play at the end of the match, which include extra time
where appropriate, are eligible to take penalty kicks.
If at the end of the match one team has a greater number of
players than its opponents, it must reduce its numbers to equate
with that of its opponents. The team captain must inform the
referee of the name and number of the excluded player. The
referee must ensure that an equal number of players from each
team remains within the center circle and they shall take the ticks.
Each kick is taken by a different player and all eligible players must
take a kick before any player can take a second kick.
Once all eligible players have taken a penalty kick, the same
sequence does not have to be followed as in the first round of
kicks.
An eligible player may change places with the goalkeeper at any
time when kicks from the penalty mark are being taken.
In Unified Sports penalty kicks, alternate kicks by each athlete and
partners must be taken, with the athlete taking the first penalty
kick for each team. Only players who are on the field of play at the
end of the second period of extra time may be used.
Coaching from the Bench Area
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A team bench area will be provided for each team.
Each bench area will be defined by a marked off rectangle, 15 meters in length,
located on the sideline at least five meters away from the sideline and within 10
meters of the halfway line.
A team bench should be provided within each area.
Coaches and substitutes must remain within the bench area at all times. Only
one coach can stand. Failure to adhere to this may lead to the coach being sent
from the field of play.
Coaches are expected to restrict their coaching to simple verbal
encouragement.
Verbal abuse of players or officials, or excessive and explicit coaching from the
sidelines, will be considered unsportsmanlike conduct and may result in a
warning from the referee. If such behavior persists, the referee may eject the
offending coach from the field.
Futsal
The Special Olympics rules for this format follow the current rules for Futsal printed by FIFA.
Unified Sports Team Competition (11-a-side, 7-a-side and 5-a-side)
The Number of Players
The roster shall contain a proportionate number of athletes and partners.
During play, a team should not exceed:
11-a-side Lineup: A team is allowed to play with a maximum of 11
and a minimum of seven players during competition. Only the
following lineups are allowed:
6 athletes and 5 partners
5 athletes and 5 partners
5 athletes and 4 partners
4 athletes and 4 partners
4 athletes and 3 partners
4.5.1.2.1.1. Failure to adhere to the required ratio results in a
forfeit.
7-a-side Lineup: A team is allowed to play with a maximum of
seven and a minimum of five players during competition. Only the
following lineups are allowed:
4 athletes and 3 partners
3 athletes and 3 partners
3 athletes and 2 partners
4.5.1.2.2.1. Failure to adhere to the required ratio results in a
forfeit.
5-a-side Lineup: A team is allowed to play with a maximum of five
and a minimum of three players during competition. Only the
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following lineups are allowed:
3 athletes and 2 partners
2 athletes and 2 partners
2 athletes and 1 partner
4.5.1.2.3.1. Failure to adhere to the required ratio results in a
forfeit.
Each team shall have an adult non-playing coach responsible for
the lineup and conduct of the team.
Individual Skills Competition (ISC)
The ISC consists of three events: dribbling; shooting; and run and kick. Competitors should
first go through a divisioning round where each athlete performs each event once. The total
score from the three events is then used to place players in divisions with others of similar
abilities for the competition (medal) round. In the medal round, each player should perform
each event twice. The total score from the two rounds is added together to give the final
score.
Individual Skills Competition — Event Number 1: Dribbling

LINE

ZONE
Equipment
4.6.1.1.1.1.
Description
4.6.1.1.2.1.

Scoring
4.6.1.1.3.1.
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Size four or size five balls, tape or chalk, four large
cones to mark the finish zone
The player dribbles from the starting line to the
finish zone, staying inside the marked lane. The
finish zone should be marked off with cones as well
as chalk. The clock is stopped when both the player
and the ball are stopped inside the finish zone. If the
player overshoots the finish zone, he/she must
dribble it back in to finish.
The time (in seconds) elapsed while the player is
dribbling is converted into points using the scale
below. A deduction of five points is made for each
time the ball runs over the sidelines of the lane or if
a player touches the ball with his/her hands (note: If
the ball runs over the sideline, the referee will
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immediately place another ball in the center of the
lane opposite the point at which the ball went out).
Scoring conversion chart:
Dribble Time (Seconds)
Point Score
5–10 .......................
60 points
11–15 .....................
55 points
16–20 .....................
50 points
21–25 .....................
45 points
26–30 .....................
40 points
31–35 .....................
35 points
36–40 .....................
30 points
41–45 .....................
25 points
46–50 .....................
20 points
51–55 .....................
15 points
55 or more .............
10 points
Individual Skills Competition — Event Number 2: Shooting

Equipment
4.6.1.2.1.1.
Description
4.6.1.2.2.1.
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Size four or size five balls, tape or chalk, four meter
by two meter five-a-side goal with net.
Athlete begins at the start line and walks or runs
forward to shoot the ball into the goal from a
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distance of six meters. Athlete is only allowed to
kick the ball once. The athlete returns to the line.
Ball placer (official) places the next ball to be shot.
Athlete repeats. Total of five shots. When the player
kicks the last ball, the clock is stopped at a maximum
of two minutes.
Scoring
4.6.1.2.3.1. Each successful goal scores 10 points.
Individual Skills Competition — Event Number 3: Run and Kick

Equipment
Four, size four or size five, balls.
A central starting point should be marked.
A two-meter wide target gate (cones or flags) set up two meters
ahead of each ball.
Description
Player begins at the starting marker. Athlete runs to any ball and
kicks it through a target gate. Athlete is only allowed to kick the
ball once. The player then runs and kicks another ball through a
target gate. When the player kicks the last ball, the clock is
stopped.
Scoring
The total time (in seconds) elapsed from when the player starts to
when he/she kicks the last ball is recorded and converted into
points using the conversion chart below.
A bonus of five points is added for each ball kicked successfully
through a target gate.
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Scoring Conversion Chart
Dribble Time (Seconds) Point Score
11–15 .....................
50 Points
16–20 .....................
45 points
21–25 .....................
40 points
26–30 .....................
35 points
31–35 .....................
30 points
36–40 .....................
25 points
41–45 .....................
20 points
46–50 .....................
15 points
51–55 .....................
10 points
55 or more ............
5 points
5. FOOTBALL TEAM SKILLS ASSESSMENT TEST
Events
The following tests may be used to determine player and team ability levels for initial divisioning
only. They are not to be confused with Individual Skills Competitions found in Section C.5.
Football (Soccer) Team Skills Assessment Test — Dribbling

Setup
12-meter dribbling slalom: five cones (minimum 18 in high), two
meters apart, staggered 0.5 meters from central line. Three to five
balls at the start line.
Test
Time: One minute
Player dribbles through slalom as quickly as possible, rounding all
cones.
Player leaves ball over the finish line (ball must be stopped) and
sprints back to the start.
If there is time remaining, player starts with the second ball and
repeats.
Player continues to repeat until one minute has elapsed.
A whistle will be blown when one minute has elapsed to signify
the end of the test.
Scoring
Player scores five points for each cone passed (to the outside) (i.e.,
25 points per successful run).
Cones that are knocked down do not count.
Football (Soccer) Team Skills Assessment Test—Control and Pass
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Setup
Two cones to form a “passing gate” five meters wide, seven
meters from the starting line.
Two passing “target gates” (cones and one-meter flags if possible)
as shown.
Four to eight soccer balls. (If balls are in short supply, use four
balls but have an efficient retrieval system for returning balls to
the coach).
Test
Time: One minute
Coach rolls the ball at moderate pace to the waiting player.
The player may wait on the line or move toward the ball once it
has been rolled.
Player controls the ball and dribbles through the passing gate.
Coach randomly calls and physically indicates “left” or “right” to
designate target.
Players can dribble as close as they like before passing the ball
through the target.
The coach will roll the next ball as soon as the player returns to
the starting line.
After one minute, a whistle will be blown to signify the end of the
test.
Scoring
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Player scores 10 points for each successful pass through a target
gate.
A ball that hits the cone and goes through will count.
Football (Soccer) Team Skills Assessment Test — Shooting

Setup
Penalty area and full-size goal with nets, on a regulation field.
Four to eight balls at the top of the penalty arc. (If balls are in
short supply, the test can be run with four to five balls with a good
retrieval and return system).
Test
Player starts at the penalty spot. Runs to the first ball. Collects the
ball. Dribbles into the penalty area and shoots. Attempting to
shoot the ball in the air into the goal.
Players can shoot from whatever distance they choose once they
are inside the penalty area.
As soon as the player has shot, he/she returns and repeats with
another ball.
A whistle will be blown after one minute to signify the end of the
test.
Scoring
Player scores ten points for each shot traveling from foot to goal
in the air; Five points for each shot that touches the ground before
entering the goal.
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2016 Rule Change Summary
Football
Change From

Change To

Old Formatting

New Formatting with numerical system for ALL sections
See also date change at footer to reflect June 2016

Section C – Rules of Competition.

5. Unified Sports Team
Competition (11-a-side, 7-aside, 5-a-side)

ADD
4.5 Unified Sports Team Competition (11 a side, 7 a side, 5 a side)
4.5.1 The Number of Players
4.5.1.1. The roster shall contain a proportionate number of
athletes and partners.
4.5..1.2 During play, a team should not exceed:
4.5. 1.2.1 11-a-side Lineup: A team is allowed to play
with a maximum of 11 and a minimum of
seven players during competition. Only the
following lineups are allowed:
6 athletes and 5 partners
5 athletes and 5 partners
5 athletes and 4 partners
4 athletes and 4 partners
4 athletes and 3 partners
Failure to adhere to the required ratio
results in a forfeit.

4.5.1.2.2 7-a-side Lineup: A team is allowed to play
with a maximum of seven and a minimum of
five players during competition. Only the
following lineups are allowed:
4 athletes and 3 partners
3 athletes and 3 partners
3 athletes and 2 partners

Failure to adhere to the required ratio results
in a forfeit.

4.5.1.2.3 5-a-side Lineup: A team is allowed to play
with a maximum of five and a minimum of
www.specialolympics.org
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three players during competition. Only the
following lineups are allowed:
3 athletes and 2 partners
2 athletes and 2 partners
2 athletes and 1 partner

Failure to adhere to the required ratio results
in a forfeit.
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Soccer Individual Assessment Form
Name:

Delegation:

Jersey Number:

Coach's Name:

Team Name:

Evaluator's Name:

Check one:

q Athlete

q Partner

Date of Evaluation:

/

/

Instructions:

1) Complete one Soccer Individual Assessment Form for each player on the team.
2) Assesment of each player should take place during game play and not during drills or other skill tests.
3) Players will receive a score of 2, 3, 4, 5, 6, 7 or 8 in each of the Skill Areas below. (A through F)
4) Scores of 3, 5 or 7 should be given when a player's abilities fall between two of the listed skill levels.
5) After scoring each Skill Area, add the scores for A through F and write the total next to TOTAL SCORE.
6) Divide the TOTAL SCORE by 6 to determine OVERALL RANKING.
(Round off to the nearest tenth. EXAMPLE: 4.97 = 5.0 or 3.53 = 3.5)

Skill Areas:
A. Ball Skills

Choose one number (2 through 8) which is most representative of the athlete's skill level)

Has difficulty dribbling and trapping ball (2
Can control ball with dominant foot only (4)
Has ability to dribble either direction with token pressure (6)
Has ability to beat defender (while dribbling) regularly with either foot (8)

Score:
B. Passing

Choose one number (2 through 8) which is most representative of the athlete's skill level)

Has difficulty completing a pass/short pass to a teammate (2)
Can only complete a pass to teammate after looking directly at him/her or with prompting (4)
Has ability to consistently complete a one touch or two touch pass to an open teammate (6)
Controls game with ability to complete a pass to open player when they are in good position (8)

Score:
C. Movement

Choose one number (2 through 8) which is most representative of the athlete's skill level)

Maintains a stationary position; does not move to a loose ball (2)
Moves toward ball; but reaction time is slow and only in a limited area of the field (4)
Good field coverage; reasonably aggressive (6)
Exceptional field coverage; aggressive anticipation (8)

Score:
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Soccer Individual Assessment Form continuted
D. Game Awareness

Choose one number (2 through 8) which is most representative of the athlete's skill level)

Sometimes confused on offense and defense; may not always understand where they are on the field (2)
Limited understanding of the game and can make some offensive or defensive decisions – coach prompted (4)
Moderate understanding of the game, some off and def. Decisions and can occasionally participate in an offensive
Counter-attack (6)

Score:
E. Shooting

Choose one number (2 through 8) which is most representative of the athlete's skill level)

Periodically can strike ball on goal from close range of 7 yards or closer (2)
Can make shots inside of close range and occasionally attempts a mid range shot of 8 to 12 yards (4)
Can consistently make close and mid range shots and will attempt shots beyond 12 yards (6)
Has excellent shooting form, can strike the ball with pace and makes shots from any range (8)

Score:
F. Defense

Choose one number (2 through 8) which is most representative of the athlete's skill level)

Does not understand defensive position or principle, often beaten by defender on the dribble or to loose balls (2)
More understanding of defensive position, can perform a tackle, goes after loose balls within 3 to 4 steps (4)
Good understanding of defensive position and principles, does not get beat often, aggressively goes after
loose balls, gets many, ability to clear ball (6)

Score:
G. GoalKeeping

Choose one number (2 through 8) which is most representative of the athlete's skill level)

Does not understand goalkeeping position, tentative when shots come at goal (2)
Some understanding of goalkeeping position, can block and catch shots directly at him/her (4)
Good understanding of goalkeeping position, can move to save some more difficult shots, can distribute the ball
to an open player (6)
Exceptional ability to save shots, aggressively goes after loose balls in the goal box, distributes effectively to
start the offense (8)

Score:
TOTAL SCORE:
Divide TOTAL SCORE by 6 to determine OVERALL RATING

Round off to the nearest tenth.
EXAMPLE: 4.97 = 5.0 or 3.53 = 3.5)

OVERALL RATING:

Proceed to the appropriate Soccer Team Assessment Form:

Traditional teams use the Soccer Team Assessment Form.
Unified teams with athletes and partners ranked 3 and above, use the Soccer Team Assessment Form.
Unified teams with athletes ranked 2.9 and below, or with a Team Skill Spread greater than 3, use the
Unified Soccer Training Team Assessment Form.
Please review the Unified Team Formation Rules before
beginning practice or registering for any competition.

DO NOT include Individual Assessment Forms with
competition registration. Send only Team Assessment
Forms with Area or State registration.

Soccer Team Assessment Form
Delegation:

Team Name:

Check One:

Traditional Team

Unified Team

Team Gender:

Male

Co-ed

Female

Summary of Individual Assessments
Name

Age Group*:

8 - 15

16 & Over

*For safety reasons, athletes and partners may
only play on teams in their own age bracket.

Please list players in order from highest to lowest Average Scores:

Jersey #

Athlete /
Partner

Ball Skills

Passing

Movement

Game
Awareness

Shooting

Instructions:

Defense

Make copies of this form as needed.
Local programs should keep a copy for their records.
Include this form with Area and State Soccer Registration.
Transfer each player's score from their Soccer Individual Assessment Form.
Record players from highest to lowest Average Score.
To calculate Team Total Score: Add the Average Scores for all team members.
To calculate Team Overall Rating: Divide the Team Total Score by the number of players on the team.
To calculate Top 5 Players' Average: Add the 5 highest scoring players' Average Scores and divide by 5. If Unified Team, add the top
2 partners and 3 athletes.
To calculate Bottom 5 Players' Average: Add the 5 lowest scoring players' Average Scores and divide by 5.
Note: If roster is less than 10 players, please still include bottom 5 players. If Unified Team, add the bottom 2 partners and 3 athletes.
Unified Teams ONLY: To calculate Unified Team Skill Spread: Subtract the lowest player's Average Score from the highest player's
Average Score. To be eligible for competition, the Skill Spread may not be higher than 3. (See SOAZ Unified Team Formation Rules.)
Determine team's Division according to Team's Overall Rating:
Traditional and 3 on 3 Teams: 6.6 to 8 = Division 1
5 to 6.5 = Division 2
3.6 to 4.9 = Division 3
2 to 3.5 = Division 4

Unified Teams: 7 to 8 = Division 1
Page ___ of ___

5 to 6.9 = Division 2

3 to 4.9 = Division 3

1.6 to 2.9 = Division 4 Training

Date this form was completed:

Goalkeeping

Total Score

Team
Total Score
Team Overall
Rating
Top 5 Players'
Average
Bottom 5 Players'
Average
Unified Team
Skill Spread
Division

Average
Score
(Total ÷ 6)

Unified Soccer Training Team Assessment Form
Note: Only Unified Teams with athletes ranked lower than 1.6 (1.5 to 2.9)
or with a team Skill Spread greater than 3 should use this form.
Delegation:
Team Gender:

Team Name:
Male

Female

Summary of Individual Assessments
Name

Age Group*:

Co-ed

16 & Over

Please list athletes first, then partners; each in order from highest to lowest Average Scores:

Jersey #

Athlete /
Partner

Instructions:

Ball Skills

Passing

Movement

Game
Awareness

Make copies of this form as needed.
Local programs should keep a copy for their records.
Include this form with Area and State Soccer Competition Registration.
Unified Partners' information should be included on this form, but should not be used to calculate Team
Total Score or Rating.
Transfer each player's score from their Soccer Individual Assessment Form.
LIST ATHLETES FIRST from lowest to highest Average Score.
Then list Partners from lowest to highest Average Score.
To calculate Team Total Score: Add the Average Scores for athletes only.
To calculate Team Overall Rating: Divide the Team Total Score by the number of athletes on the team.

Page ___ of ___

8 - 15

*For safety reasons, athletes and partners may
only play on teams in their own age bracket.

Date this form was completed:

Shooting

Defense

Goalkeeping

Total Score

Team
Total Score
Team Overall
Rating

Average
Score
(Total ÷ 6)

UNIFIED SOFTBALL UNIT
HISTORY/ENVIRONMENT/CULTURAL INFLUENCES
WHEN:

1887

WHERE:

Chicago, Illinois

WHO:

G. W. Handcock

ORIGINAL GAME:
 Baseball players needed a way to practice and play during the winter months,
G.W. Handcock developed “Indoor Baseball”.
 Ball was 17 inches for safety indoors.
 The 1st International Special Olympics Summer Games were held in Soldier Field in Chicago,
Illinois where 1,000 athletes with intellectual disabilities from 26 U.S. States and Canada
compete in track and field and swimming on July 19-20, 1968.
 Special Olympics Arizona was officially started in 1975, Phoenix, Arizona.
 Unified Sports® introduced to United States in mid-1980s, a major focus in Arizona in 2008.
WHAT IS UNIFIED SPORTS®?
 Unified Sports® is a program which combines athletes with and without intellectual disabilities
to form sports teams for training and competition.
 Unified Sports® dramatically increase inclusion of people with intellectual disabilities in to the
community by breaking down historical barriers which kept these people apart.
 An estimated 50,000 athletes now participate worldwide in Unified Sports® programs in
cooperation with schools, civic association, Parks and Recreation departments, and other
community sports organizations.
 Unified Sports® is a program endorsed and developed by Special Olympics International.
 Unified Sports® presently includes athletics, swimming, basketball, bocce, bowling,
cheerleading, flag football, floor ball, badminton, golf, kayaking, soccer, softball, tennis and
volleyball with several other sports undergoing field testing.
HISTORY OF SPECIAL OLYMPICS UNIFIED SPORTS®
 The concept of Unified Sports®, originally called “Integrated Sports,” was brought to the
attention of Special Olympics Founder Eunice Kennedy Shriver at the 1983 Special Olympics
National Conference in Park City, Utah.
 The idea was generated through Special Olympics Massachusetts (SOMA) due to changes
occurring in the field of intellectual disabilities. Most of the agency director and leadership of
this period were interested in programs putting people with intellectual disabilities together with
people without disabilities. Social integration was the buzzword of that time period. It was in
this climate SOMA created an integrated softball tournament.
 Luckily for Special Olympics, Eunice Kennedy Shriver approved further research. The name
was changed from “Integrated Sports” to “Unified Sports®” and in 1989 she announced to the
world the endorsement of this new program.
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CULTURAL INFLUENCES:
 Played worldwide.
 Youth, high school and collegiate programs encourage both male and female participation.
 People from all socio-economic backgrounds can play because athletics is an inexpensive
sport to play.
BENEFITS OF SOFTBALL:
 Health Benefits
 Increase energy level
 Increase cardiovascular endurance, strength, and flexibility
 Decrease risk of diseases (heart attack, stroke, cancer, diabetes)
 Decrease stress and tension levels
 Social Benefits
 Learn concepts of teamwork
 Learn to follow rules
 Learn discipline and commitment
 Social interaction with peers and/or friends
 Enjoyment
 Travel opportunities and increase cultural awareness

SAFETY RULES:
Teachers/Coaches will provide adequate supervision as defined by Professional, Legal,
District, and Special Olympic Guidelines to ensure students behave properly in light of
any foreseeable dangers.
Listed below are the Guidelines:
 Misbehavior of any type must not be tolerated.
 Failure to act or improper action is grounds for liability.
 The greater the degree of danger, the higher the level of supervision should be.
 Students must never be left unattended, except in an emergency where the potential
harm is greater than the perceived risk to students. Even then, risk should be minimized
or responsibility transferred to another authorized person if the situation allows.
Points to remember:
 Teachers/Coaches should use the proper equipment and teach the athletes how to use
and perform all activities the “right” way the first time and every time.
 Teachers/Coaches should be aware of equipment problems and hazardous areas so as to
correct or avoid them.
 Teachers/Coaches should perform periodic safety inspections and preventative maintenance
on all equipment and playing field areas.
 Teachers/Coaches should review rules and stress the words “Let’s Play Safe Out There” on a
daily basis.
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SPECIAL OLYMPICS ARIZONA UNIFIED SOFTBALL OFFICIAL EVENT:
 Unified Sports® Slow Pitch Team Competition
SPECIAL OLYMPICS SOFTBALL RULES:
 Please see Special Olympics Summer Sports Softball Rules.
 Please visit, www.SpecialOlympics.org, every January for a copy of updated International
Rules. Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
UNIFIED SPORTS® RULES:
There are few differences in the rules for Unified Sports® competition as stipulated in the
Official Special Olympics Sports Rules Book and modifications outlined in the rules book.
The additions are highlighted below:
 A roster consists of a proportionate number of athletes and partners.
 An athlete is a person with intellectual disabilities.
 A partner is a person without intellectual disabilities.
 Teams are division for competition based primarily on ability.
 Team sports must have an adult, non-playing coach. Player-coaches are not allowed in
team sports.
Field Dimensions and Equipment:
3rd Base

Home
Plate

Foul Line

Left Field
Pitcher’s
Mound
1st
Base

2nd Base
Center Field

Right Field

Foul
Line

FIELD DIMENSIONS:
 Infield: The bases shall be 5.5 meters (18 feet) apart.
 Pitcher’s Mound: 13 1/2 feet from home plate.
 Foul Lines: Extend from home plate, past 1st and 3rd base, to the outfield fence.
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SOFTBALL EQUIPMENT:
 Only bats marked by the manufacturer as “Official Softball” may be used.
 A first baseman’s trapping-type mitt may be worn by first basemen and catchers only.
 The catcher must wear a facemask, catchers helmet, chin strap, shin guards,
and chest protective
 All batters and base runners must wear a batter’s helmet with chin strap.
 A 30.5-centimeter (12-inch) red-stitch restricted softball must be used.
 Matching Team Uniforms (athletes wear even numbers, partners wear odd numbers).
DEFINITIONS:
Ball

A pitch that crosses home plate outside of the strike zone.

Base on Balls Four pitches are judged by the plate umpire to be balls.
The batter is awarded first base.
Batter

An offensive player who enters the batter’s box with the intention of aiding his team
to score runs. When batting he is either declared out or becomes a batter/runner.

Batter’s Box

Area to which the batter is restricted to stand when batting.

Batting Order

Official listing of offensive players in the order the team must come to bat.

Bunt

A batted ball not swung at, but met with the bat and tapped slowly in the infield.

Catch

Legally caught ball.

Catcher

The player behind home plate who catches the pitches.

Catcher’s Box Area where the catcher must remain until the pitched ball is batted.
Center Fielder The player responsible for the area of the outfield directly out from 2 nd base.
Dead Ball

Umpire has ruled ball dead and play is finished.

Defensive
Team

The team in the field.

Double Play

When two offensive players are legally put out as a result of continuous action.

Dugout

An area in dead ball territory designated for players, coaches, bat boys or girls,
and official representatives of the team only.

Fair Ball

A ball which settles or is touched on or over fair territory.
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DEFINITIONS CONTINUED:
Fair
Territory

Part of the playing field within the first and third base lines from home base
to the bottom of the playing field fence and perpendicularly upwards.

Fly Ball

A ball batted into the air.

Foul Ball

Ball which settles on or over foul territory.

Foul
Territory

Any part of the playing field which is not included in fair territory.

Foul Tip

A batted ball hit in foul territory.

Helmet

Is a hard plastic hat worn by the catcher and batter.

Home Team

Team on whose grounds the game is played on.

Infield

It is the portion of the field in fair territory.

Inning

Each team has the opportunity to bat until three outs are registered against that team.
(6 total outs per inning)

Left Fielder

They are the player responsible for the area of the outfield on the 3 rd base side
of the field.

Line Drive

A ball in flight is batted sharply and directly into the playing field.

Line Up

Batting order of players who are currently playing offensive and defensive positions.

Offensive
Team

The team at bat.

On-Deck
Batter

Offensive player whose name follows the name of the batter in the batting order.

On-Deck
Circle

Designated area where the on-deck batter may warm-up.

Out

When a fly ball is caught, when the runner is touched with the ball before reaching
base or if the ball reaches the base before the runner.

Outfield

The portion of the field which is outside the diamond formed by the baselines.

Pitch

Act performed by the pitcher in delivering the ball to the batter.

Pitcher

Player responsible for throwing the ball across home plate for the batters to hit.

Play Ball

Term used by the plate umpire to indicate the play shall begin.
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DEFINITIONS CONTINUED:
Right Fielder

Player responsible for the area of the outfield on the 1st base side of the field.

Runner

Player of the team at bat who has reached 1st base and has not been put out.

Shortstop

The player responsible for the area between 2nd and 3rd base.

Strike

A pitch which crosses home plate in the strike zone, when the batter swings
at the ball and misses, or a foul ball (except when there are already two strikes).

Strike Out

When a batter has three strikes called during the same at bat.

Strike Zone

The area from the batter’s knees to the middle of the batter’s chest and the width
of home plate.

Walk

When a batter is thrown four balls during the same at bat, the batter
goes to1st base automatically.

1st Baseman

Player responsible for making plays at 1st base.

2nd Baseman

Player responsible for making plays at 2nd base.

3rd Baseman

Player responsible for making plays at 3rd base.
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1. GOVERNING RULES
The Official Special Olympics Sports Rules for Softball shall govern all Special Olympics competitions. As an
international sports program, Special Olympics has created these rules based upon World Softball
Confederation (WBSC) Rules for slow pitch softball found at http://www.internationalsoftball.com/. ISF or
National Governing Body (NGB) rules shall be employed except when they are in conflict with the Official
Special Olympics Sports Rules for Softball or Article I. In such cases, the Official Special Olympics Sports
Rules for Softball shall apply.
Refer to Article 1, http://media.specialolympics.org/resources/sports-essentials/general/Sports-RulesArticle-1.pdf, for more information pertaining to Codes of Conduct, Training Standards, Medical and Safety
Requirements, Divisioning, Awards, Criteria for Advancement to Higher Levels of Competition, and Unified
Sports.
2. OFFICIAL EVENTS
The following is a list of official events available in Special Olympics.
The range of events is intended to offer competition opportunities for athletes of all abilities. Programs
may determine the events offered and, if required, guidelines for the management of those events. If
deemed appropriate/necessary by a Program, softball Games Management Team (GMT), venue team
and/or competition manager/director, Program-specific modifications are permitted on a case-by-case
basis to address certain competition requirements. Coaches are responsible for providing training and
event selection appropriate to each athlete’s skill and interest.
Individual Skills Competition
Base Race
Bat for Distance
T-Ball Competition
Coach Pitch Team Competition
Slow Pitch Team Competition
Unified® Sports Slow Pitch Team Competition
3. EQUIPMENT
The Official Bat
Shall be of one-piece construction, multi-piece permanently assembled or two-piece
interchangeable construction. If the bat is designed with interchangeable components it
must meet the following criteria:
Mating components must have a unique locking key to prevent uncertified
equipment combinations in the field.
All component combinations must meet the same standards as if it were a onepiece bat when combined or a portion of a one-piece bat if separated.
Shall be made of one piece of hardwood or formed from a block of wood consisting of two or
more pieces of wood bonded together with an adhesive in such a way that the grain direction
of all pieces is parallel to the length of the bat.
Shall be metal, bamboo, plastic, graphite, carbon, magnesium, fiberglass, ceramic, or any
other composite material approved by the ISF Equipment Standards Commission or NGB
Standards.
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Can be laminated, but must contain only wood or adhesive and have a clear finish (if finished).
Shall be round and shall be smooth.
Shall not be more than 86.4cm (34 in) long, nor exceed 1077.0 g (38 ounces) in weight.
Shall not be more than 5.7cm (2 ¼ in) in diameter at its largest part. A tolerance of 0.80mm
(1/32 in) is permitted to allow for expansion.
If metal, may be angular.
Shall not have exposed rivets, pins, rough or sharp edges, or any form of exterior fastener
that would present a hazard. A metal bat shall be free of burrs and cracks.
If metal, shall not have a wooden handle.
Shall have a safety grip of cork, tape (no smooth, plastic tape), or composition material. The
safety grip shall not be less than 25.4cm (10 in) long and shall not extend more than 38.1cm
(15 in) from the small end of the bat. Resin, pine tar, or spray substances placed on the safety
grip to enhance the grip are permissible on the grip only. NOTE: Tape applied to any bat must
be continuously spiral. It does not have to be a solid layer of tape. It shall not exceed two
layers.
Shall have a safety grip of cork, tape (no smooth, plastic tape), or composition material. The
safety grip shall not be less than 25.4cm (10 in) long and shall not extend more than 38.1cm
(15 in) from the small end of the bat. Resin, pine tar, or spray substances placed on the safety
grip to enhance the grip are permissible on the grip only.
Note: Tape applied to any bat must be continuously spiral. It does not have to be a solid layer
of tape. It shall not exceed two layers.
If metal and not made of one-piece construction with the barrel end closed, shall have a
rubber or vinyl plastic or other material insert approved by the ISF Equipment Standards
Commission or NGB Standards, firmly secured in the large end of the bat.
The insert of the end cap shall be firmly and permanently sealed so it cannot be
removed by anyone other than the manufacturer without damaging or destroying
the end cap or barrel.
The bat shall be free of rattles.
The bat shall not have signs of tampering.
Note: A bat that is not free of rattles or shows signs of tampering shall be considered an altered bat.
Shall have a safety knob of a minimum of 0.6cm (one fourth inch) protruding at a 90-degree
angle from the handle. It may be molded, lathed, welded, or permanently fastened. Note: A
“flare" or "cone" grip attached will be considered an altered bat.
Shall be marked by the manufacturer in a prominent manner so as to be easily visible:
“OFFICIAL WBSC or NGB APPROVED SOFTBALL” or other notification as may be selected and
approved by the ISF Equipment Standards Commission or NGB Standards. If the approval
notice cannot be read due to wear on the bat, the bat may still be permitted in play if it is in
compliance with ISF or NGB Rules in all other respects and that compliance is determinable
with reasonable certainty.
The weight, distribution of weight, or length of the bat must be permanently fixed at the
time of manufacture and may not be altered in any way thereafter, except as otherwise
specifically provided.
The official bat shall not be an ‘Altered Bat.’ The weight, distribution of weight, and length of
the bat, as well as all other characteristics of the bat must be permanently fixed at the time
of manufacture and may not be altered in any way thereafter, except as otherwise
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specifically provided in or a specification approved by the ISF Equipment Standards
Commission or NGB Standards.
Note: Bats included on the WBSC (http://www.wbsc.org/softball/softball-batlist) and NGB
Bat Lists that continue to meet the provisions approved for use. Should a bat no longer meet
the requirements of Section B. Subsection 1 it shall be considered an illegal bat and not
approved for use.
Warm-Up Bats
The warm-up bat must be of one-piece construction, and it shall comply with the safety grip
and safety knob requirements of the official bat. It must be marked "warm-up" in 3.2cm (1 ¼
in) letters on the barrel end. The barrel end must be in excess of 5.7cm (2 ¼ in).
The Official Softball
Shall be a regular, smooth-seamed, concealed stitched or flat surfaced ball.
Shall have a center core made of either No. 1 quality long fiber kapok, a mixture of cork and
rubber, a polyurethane mixture, or other materials approved by the ISF Equipment Standards
Commission or National Governing Body Standards.
May be hand or machine wound with a fine quality twisted yarn and covered with latex or
rubber cement.
Shall have a cover cemented to the ball by application of cement to the underside of the
cover and sewn with waxed thread of cotton or linen, or shall have a molded cover bonded to
the core or molded integrally with the core, and have authentic facsimile of stitching, as may
be approved by the ISF Equipment Standards Commission or National Governing Body
Standards.
Shall have a cover of the finest quality No. 1 chrome tanned horsehide or cowhide, made of
synthetic material, or made of other materials approved by the ISF Equipment Standards
Commission or National Governing Body Standards.
Softballs used in Special Olympics play must meet the standards set by the ISF Equipment
Standards Commission or National Governing Body Standards and must be stamped with the
ISF or NGB Slow Pitch approved mark adopted and approved by the Equipment Standards
Commission or NGB.
The completed 30.5cm (12 in) ball shall be between 30.2cm (11 7/8 in) and 30.8cm
(12 1/8 in) in circumference, and shall weigh between 178.0g (6 ¼ ounces) and
198.4g (7 ounces). The flat seam style shall have not less than 88 stitches in each
cover, sewn by the two-needle method.
The completed ball shall have a coefficient of restitution (COR) and compression
standard as shall be determined and set by the ISF Equipment Standards
Commission or NGB.
The red-stitch 30.5cm (12 inch) ball with a compression of 300 and a COR of .52 and under
shall be used in all divisions, and must have a marking of MSP-52, in addition to the ISF or
NGB logo.
Gloves and Mitts
No top lacing, webbing, or other device between the thumb and body of the glove or mitt
worn by a first baseman, pitcher, or catcher or a glove worn by any fielder, shall be more than
12.7cm (5 in) in length.
Gloves worn by any player may be any combination of colors, provided none of the colors
(including the lacing) are the color of the ball.
Gloves with yellow optic circles on the outside, giving the appearance of a ball, are illegal for
all players. (SEE DRAWING AND SPECIFICATIONS)
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Any player may wear a glove or mitt.
SPECIFICATIONS:
(a) Palm width (top)

20.3cm (8 in)

(b) Palm width (bottom)

21.6cm (8 1/2 in)

(c) Top opening of web

12.7cm (5 in)

(d) Bottom opening of web

11.5cm (4 1/2 in)

(e) Web top to bottom

18.4cm (7 1/4 in)

(f) 1st finger crotch seam

19.0cm (7 1/2 in)

(g) Thumb crotch seam

19.0cm (7 1/2 in)

(h) Crotch seam

44.5cm (17 1/2 in)

(i) Thumb top to bottom edge

23.5cm (9 1/4 in)

(j) 1st finger top to bottom edge

35.6cm (14 in)

(k) 2nd finger top to bottom edge

33.7cm (13 1/4 in)

(l) 3rd finger top to bottom edge

31.1cm (12 1/4 in)

(m) 4th finger top to bottom edge

27.9cm (11 in)

Shoes
The soles may be either smooth or have soft or hard rubber cleats.
No metal cleats are allowed in any division at any level of play.
No hard plastic, nylon or polyurethane spikes similar to a metal sole and heel plate are
allowed.
Shoes with detachable cleats that screw onto the shoe are not allowed; however, shoes with
detachable cleats that screw into the shoe are allowed.
Effect: After a warning from the umpire, shall result in the ejection of the player from the game.
Protective Equipment
Athlete, partner and coach safety are paramount to the sport of Softball. Use of ISF/NGBapproved protective equipment/gear is required or recommended to address potential and
preventable injuries. When considering use of protective gear, please ensure the equipment
is not only age appropriate, but also adequate to provide protection for the maximum
number of offensive and defensive participants. For example, teams should make sure to
have enough batting helmets to accommodate 2 base coaches, 3 base runners, 1 batter, 1 ondeck batter and a catcher, in addition to having replacement helmets available, if necessary.
Also, teams should make sure to have a wide selection of helmet sizes available to
accommodate all athletes, partners and coaches, regardless of age. Protective gear should
be routinely checked to ensure it is in good working order/condition and if not, replaced with
equipment that is.
Masks: Catchers must wear a mask with throat protector and ISF or NGB approved helmet. An
extended wire protector may be worn in lieu of an attached throat protector.
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Note: The ice hockey goalie style facemask is approved for use by catchers. If there is no
throat protector built onto the mask, the throat attachment must be added to the mask
before using.
Facemasks: Any defensive or offensive player can wear an ISF or NGB approved plastic face
mask/guard. Face masks/guards that are cracked or deformed, or if padding has deteriorated
or is missing, are prohibited from use and must be removed from the game. Catchers cannot
wear the plastic face mask/guard in place of the regular mask with throat protector.
Body/Chest Protectors: It is recommended that catchers wear a body/chest protector. It is
also recommended that male athletes and partners that may play catcher also wear a
protective cup, as long as it is place in the undergarments. Any defensive player that desires
to wear protective body equipment is permitted to do so, as long as the equipment meets ISF
or NGB standards and is in good working order/condition.
Shin Guards: It is recommended that catchers wear shin guards that will offer protection to
the kneecap.
Helmets:
Any defensive player may wear a cap or an ISF or NGB approved helmet (should be
of similar color of the team uniform).
ISF or NGB approved helmets are mandatory on offense for batters, on-deck
batters, batter-runners, runners and youth age representatives that participate as a
bat boy or girl while on the field or in the dugout. They are recommended for all
base coaches, including athletes and partners that may serve as base coaches.
Chinstraps for helmets are also recommended, but are not required.
Effect: Failure to wear the approved batting helmet when ordered to do so by the umpire
shall cause said player to be declared out.
Exception: Catchers, on-deck batters or youth age representatives will be ejected from the
game after a warning.
Deliberately wearing the helmet improperly or deliberately removing the helmet
during a live ball play, except on a home run hit over the fence, and seen by the
umpire as a deliberate act shall cause the violator to be declared out immediately.
The ball remains live.
Exception: If a thrown or batted ball contacts the deliberately removed helmet, the ball
becomes dead and runners must return to the last base held at the time of such contact.
Note: Calling a runner out for removing a helmet deliberately does not cancel any force play
situation.
If a helmet is accidentally dislodged from its proper place on a batter, batter-runner
or runner, there is no penalty and the ball remains live.
If a thrown or batted ball hits the helmet while it is detached from its proper place
on his person and this contact interferes with the play being made, or a defensive
player comes in contact with the helmet while it is on the ground and this contact
prevents him from making a play, the ball is dead, the offensive player who was
wearing the helmet shall be called out, even if he had scored and the run is
nullified.
Equipment on Playing Field
The ball is dead if it contacts equipment that is not part of the official equipment.
For offensive equipment causing a blocked ball (and creating interference), the player being played
on is out.
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If no apparent play is obvious, no runner will be called out, but all runners will return to the last base
touched at the time of the dead ball declaration.
For defensive equipment causing a blocked ball, runners are awarded:
one base from the base last touched at the time of the pitch on a pitched ball,
two bases from the base last touched at the time of the throw on a thrown ball, or
two bases from the base last touched at the time of the pitch on a fair batted ball.
All Equipment
Notwithstanding the foregoing, accredited Special Olympics Programs reserve the right to withhold
or withdraw approval of any equipment which, in the Program’s sole determination, significantly
changes the character of the game, affects the safety of participants or spectators, or renders a
player's performance more a product of his equipment rather than his individual skill.
4. UNIFORM
All players on a team shall wear uniforms alike in color, trim and style. Reference to coaches’ uniform is
found in section 14.
Exception: Players and coaches may, for religious reasons, be permitted to wear specific head covering and
apparel that does not conform to standard uniform requirements without penalty.
Caps
Caps, visors, and headbands are optional for players but can be mixed. If more than one type is worn,
they all must be of the same color and each of the same type must be of the same color and style.
Plastic or hard visors are not allowed.
Undershirts
Players may wear a uniform, solid colored undershirt (it may be white). It is not mandatory that all
players wear an undershirt but if one player wears one, those that are worn must be alike. No player
may wear ragged, frayed, or slit sleeves on exposed undershirts
Pants/Sliding Pants
All player pants shall be either all long or all short in style. Players may wear a uniform solid color
pair of sliding pants. It is not mandatory that all players wear sliding pants, but if more than one
player wears them, they must be alike in color and style except temporary, snap-on or Velcro sliding
pads. No players may wear ragged, frayed or slit legs on exposed sliding pants.
Numbers
An Arabic number of contrasting color at least 15.2cm (6 in) high must be worn on the back of all
uniform shirts. No manager, coach, or player on the same team may wear identical numbers,
(numbers 1 and 01 are examples of identical numbers.) Only whole numbers 01 to 99 shall be used.
Players without numbers will not be permitted to play.
Names
Names: Individual names may be worn above the numbers on the back of all uniform shirts.
Casts
Casts (plaster, metal or other hard substances in its final form) may not be worn in a game.
Note: Any exposed metal (other than a cast) may be considered legal if adequately covered by a soft
material, taped and approved by the umpire.
Jewelry
No items, other than medical alert bracelets or necklaces, may be worn. Medical alert bracelets
and/or necklaces are not considered jewelry, but if worn, they must be taped to the body.
Effect: If a player refuses to comply with the provisions of Section 8, then that player will be removed
from the game.
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5. FIELD OF PLAY
(Refer to Drawing Showing Official Dimensions of Softball Diamond, Appendix 1-A.)
The Playing Field
Is the area within which the ball may be legally played and fielded.
Shall have a clear and unobstructed area with the minimum radius as set out in the Distance
Table.
Shall have an unobstructed area of not less than 7.62m (25 ft), nor more than 9.14m (30 ft) in
width, outside the foul lines and between home plate and the backstop.
Should have a warning track. If a warning track is used, it shall be:
An area within the playing field and adjacent to any permanent fence along the
outfield and side boundaries.
A minimum of 3.65m (12 ft) to a maximum of 4.57m (15 ft) from the outfield and/or
side fences.
Made of material (dirt, gravel) that is level with, but different from, the playing
surface. The material must distinguish itself from the outfield surface, and signals
players when they are approaching the fence.
Note: There is no requirement for facilities to cut a warning track in the permanent outfield surface
(grass or otherwise) when temporary fencing is used.
Ground or Special Rules

Any obstruction on fair territory less than 83.82m (275 ft) from home plate, should be clearly
marked for the umpire's information.
If using a baseball field, the mound should be removed and the backstop set at the
prescribed distance from home plate.
The Official Diamond Shall Have Base Lines As Follows:
65’ and may be modified to either 60 or 70 in accordance with NGB guidelines.
a.

18.29m (60 ft).

b. 19.81m (65 ft)
c.

21.33m (70 ft)

The Official Diamond Shall Have Two Pitching Plates As Follows:
d. Minimum pitching plate at 12.19m (40ft) and maximum pitching plate at 15.24m (50 ft)
e.

Unified competition may move maximum pitching plate to 16.76m (55ft.).

Note: If during the game, the base distance or the pitching distance is found to be at the wrong
distance, correct the error at the start of the next full inning and continue playing the game.
Diamond Layout
For the layout of the diamond, refer to drawing showing official dimensions of softball diamond. This
section serves as an example for laying out a diamond with 18.29m (60 ft) bases and a 14.02m (46 ft)
pitching distance.
To determine the position of home plate, draw a line in the direction it is desired to lay the
diamond. Drive a stake at the corner of home plate nearest the catcher. Fasten a cord to this
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stake and tie knots or otherwise mark the cord at 12.19m (40 ft), 15.24m (50 ft), 19.81m (65
ft), 28.02m (91 ft 11 in) and at 39.62m (130 ft).
Place the cord (without stretching) along the direction line and place a stake at the 12.19m
(40 ft) and 15.24m (50 ft) markers. These will be the front line at the middle of the pitcher’s
plates. Along the same line, drive a stake at the 28.02m (91 ft 11 in) marker. This will be the
center of second base. (For the 18.29m (60 ft) base distance, this line will be 25.86m (84 ft 10
¼ in).
Place the 39.62m (130 ft) marker at the center of second base and, taking hold of the cord at
the 19.81m (65 ft) marker, walk to the right of the direction line until the cord is taut and
drive a stake at the 19.81m (65 ft) marker-this will be the outside corner of first base and the
cord will now form the lines to first and second bases.
Again holding the cord at the 19.81m (65 ft) marker, walk across the field and in like manner,
mark the outside corner of third base. Home plate, first base, and third base are wholly inside
the diamond.
To check the diamond, place the home plate end of the cord at the first base stake and the
39.62m (130 ft) marker at third base. The 19.81m (65 ft) marker should now check at home
plate and second base.
In laying out a 18.29m (60 ft) base path diamond, follow the same procedure with the
following substitute dimensions: 18.29m (65 ft), 36.58m (120 ft), and 25.86m (84 ft 10 ¼ in).
Check all distances with a steel tape whenever possible.
The One-Meter (3 ft) Line is drawn parallel to and 0.91 m (3 ft) from the baseline,
starting at a point halfway between home plate and first base.
The Batters On-Deck Circle is a 1.52m (5 ft) circle 0.76m (2 1/2 ft) radius placed
adjacent to the end of players' bench or dugout area closest to home plate.
The Batter’s Box, one on each side of home plate, shall measure 0.91m (3 ft) by
2.13m (7 ft). The inside lines of the batter's box shall be 15.2cm (6 in) from home
plate. The front line of the box shall be 1.22m (4 ft) in front of a line drawn through
the center of home plate. The lines are considered as being within the batter's box.
The Catchers Box shall be 3.05m (10 ft) in length from the rear outside corners of
the batters' boxes and shall be 2.57m (8 ft 5 in) wide.
Each Coach’s Box is behind a line 4.57m (15 ft) long drawn outside the diamond.
The line is parallel to and 3.65m (12 ft) from the first and third baselines, extended
from the bases toward home plate.
The Home Plate shall be made of rubber. It shall be a five-sided figure 43.2cm (17
in) wide, across the edge facing the pitcher. The sides shall be parallel to the inside
lines of the batter's box and shall be 21.6cm (8 1/2 in) long. The sides of the point
facing the catcher shall be 30.5cm (12 in) long.
The Pitchers Plate shall be made of rubber, 61cm (24 in) long and 15.2cm (6 in)
wide.
The top of the plate shall be level with the ground.
The front line of the plate shall be the following distance from the back
or point of home plate:
12.19m (40 ft) & 15.24m (50 ft);
Note: The lines that define an area are part of that area.
Bases
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The double base is approved for use at first base. This base is 38.1cm by 76.2cm (15 in by 30
in), made of canvas or other suitable material and no more than 12.7cm (5 in) in thickness.
Half the base is secured in fair territory, and half the base (of a different solid contrasting
color) is secured in foul territory.
Note: The following rules apply to the double base:
A batted ball hitting the fair portion is declared fair, and a batted ball hitting the
foul portion only is declared foul.
If a play is made at first base on any batted ball, and the batter-runner touches only
the fair portion, and if the defense appeals prior to the batter-runner returning to
first base, the batter-runner is out.
Note: This is treated the same as missing the base.
A defensive player must use only the fair portion of the base at all times.
Exception: On any live ball play made from first base foul territory, the batter-runner
and the defensive player may use either base. When the defensive player uses the
foul portion of the double base, the batter-runner can run in fair territory and if hit
by a throw from the foul side of first base, it would not be interference. If intentional
interference is ruled, the batter-runner would be out. Note: The one meter line is
doubled on throws from foul territory
After the batter-runner passes first base, they may return to either portion of the
double base and may stand on either portion for the beginning of subsequent
plays. When tagging up on a fly ball, either portion of the base may be used.
Baserunner’s (Second) Home Plate
The Baserunner’s (second) home plate is approved for use. The dimensions for the second
home plate are the same as the regulation home plate. The specific diagram for placement of
the second home plate is below:

The second home plate should be located in foul territory 2.43m (8 ft.) from the back tip of
the regulation home plate extended from the first base foul line. The Commitment Line
should begin 6.09m (20 ft.) up the third base line from the tip of home plate and marked
through the baserunner’s line a minimum of .9m (3 ft.).
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Once a baserunner passes the commitment line defensive players can touch only the the
regulation home plate and baserunners can only touch the second home plate. Runners must
touch the second home plate to be declared safe at home and score a run. All plays at home
plate are force outs.
Passing the commitment line is defined by one foot stepping entirely beyond the marked line
or, if the line has been obscured, where that line was originally marked. Once the line has
been crossed, the baserunner may no longer return to third base. Exception: when a live ball
appeal for not tagging up on a fly ball or missing third base can be enforced, the baserunner
may return to legally touch the base.
A baserunner may not be tagged out after crossing the commitment line. They may be
tagged before crossing the line.
A baserunner who touches or crosses the regulation home plate shall be declared out (the
ball remains live).
6. INDIVIDUAL SKILLS COMPETITION RULES
Individual Skills Competition
The Individual Skills Competition is provided for athletes with limitations (such as walkers and
wheelchairs), younger athletes and athletes new to the sport of softball and older athletes
who still have the skills to play softball but cannot play an entire game. Individual skills is
NOT for athletes who can already play the game.
The Individual Skills Competition is composed of four events: Base Running, Throwing,
Fielding and Hitting.
The athlete’s final score is determined by adding together the scores achieved in each of
these four events.
Athletes will be pre-divisioned according to their total scores from these four events.
Each event is diagrammed with the suggested number and placement of volunteers who will
administer the event. It is also suggested that the same volunteers remain at an event
throughout the competition so that consistency is provided.
Base Running
Equipment: Three bases, home plate, stopwatch.
Purpose: To measure the athlete’s base-running ability.
Description: Bases are set up like a baseball diamond and positioned
19.81 meters (65 feet) apart. The athlete is instructed to start on home
plate, and run around the bases as fast as possible, touching each base
en route.
Scoring: The time starts when the athlete leaves home plate and stops
when the athlete returns to home plate after circling the bases. The
time elapsed in seconds is subtracted from 60 to determine the point
score. A penalty of five seconds for each base missed or touched in
improper order shall be assessed. The best score of two trials is
recorded.
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Throwing

Equipment: Regulation field, two measuring tapes, softballs, two small
cones or marking stakes
Purpose: To measure the athlete’s ability in throwing for distance and
accuracy.
Description: The player being tested stands behind the restraining line,
back far enough to take one or more steps in preparation for throwing.
The player has two trials to throw the softball as far and as straight as
possible down the throwing line, without stepping over the restraining
line. Coaches, assistants or other waiting players should be positioned in
the field to indicate, using a cone or marking stake, the spot where each
ball first touches the ground. The better of the two throws is measured
and recorded as the player’s score. If a player steps on or over the line
before releasing the ball, the trial must be repeated. There will be a
maximum of two repeats.
Scoring: The net throwing score equals the throwing distance, measured
at a point on the throwing line straight across from (perpendicular to)
the spot where the ball landed, minus the error distance, the number of
meters the ball landed off target, away from the throwing line. The
player’s score is the better of the two throws. Both error scores and
distance are measured to the nearest meter; for example, if a ball lands
even with (perpendicular to) the 50-meter point on the measuring tape,
but is 6 meters off to one side, the player’s score is 44 points (Distance
thrown [50] minus number of meters off target [6] results in a net score
of 44 meters). Athletes score one point per meter; for example, 44
meters equals 44 points. If the score falls between meters, the score
should be rounded down; for example, 44.73 equals 44 points
Fielding
Equipment: 30.5-centimeter (12-inch) softballs, measuring tape,
chalk/line, cones.
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Purpose: To measure athlete’s fielding ability.
Description: The athlete will stand between and behind the two cones.
The official must throw the ball on the ground to the athlete, between
the cones. The throw to the athlete must hit the ground before the 6.10meter (20-inch) chalk mark. The athlete may move aggressively toward
the ball. If the thrown ball is outside of the cones, the throw must be
repeated. Each athlete gets five fielding attempts per trial. Each athlete
receives two trials.
Scoring: The athlete receives five points for a clearly fielded ball (either
caught in glove or trapped against the body, but off the ground); two
points for a ball that is blocked; zero points for a missed attempt, for a
maximum score of 50
Hitting
Equipment — Batting tee, 30.5-centimeter (12-inch) red-stitch
restricted-flight softballs, bat, measuring tape and chalk.
Purpose — To measure the athlete’s ability to hit for distance when
hitting off a batting tee.
Description — Standing in a regulation-size batter’s box (i.e., 2.31
meters [7 feet, 7 inches] by 99 centimeters [3 feet, 3 inches]}, the
athlete is instructed to hit the ball off the tee. The athlete receives
three attempts.
Score — The distance of the longest hit shall determine the athlete’s
final score. The distance of a hit is measured from the batting tee to the
point where the ball first touches the ground. The distance is measured
to the nearest meter; for example, one meter equals one point; 46
meters equals 46 points. If the score falls between meters, scores
should be rounded down; for example, 46.73 equals 46 points. A player’s
final score is determined by adding together the scores achieved in each
of the four events which comprise the Individual Skills Competition.
Base Race
Base Race is a single event intended for athletes with limitations (such as walkers and wheelchairs)
from participating in other softball competitions, as well as younger athletes that are new to the
sport of softball, If athletes are capable of participating in the Individual Skills Competition listed
above, they should NOT participate in the Base Race.
Equipment — Four bases or markers, whistle, stopwatch, tape, measuring tape, chalk.
Set-up:
Arrange the bases in a square, with a distance of 5 meters (16 feet, 5 inches)
between each base.
Number the bases one to four using the tape.
Make a straight line between each base using chalk.
Rules:
Athlete starts the race standing on base number four.
Athlete begins race at the sound of the whistle.
Athlete must touch each base in the proper order, which are bases one, two, three
and four.
Score:
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Athlete is timed from starting whistle to when he/she steps on base number four
to complete the race.
A penalty of five seconds is assessed on each occasion that an athlete fails to touch
a base or fails to touch a base in proper order.
Bat for Distance
Bat for Distance is a single event intended for athletes with limitations (such as walkers and
wheelchairs) from participating in other softball competitions, as well as younger athletes that are
new to the sport of softball. If athletes are capable of participating in the Individual Skills
Competition listed above, they should NOT participate in the Bat for Distance.
Equipment - 30-centimeter (11 3/4-inch) whiffle ball, whiffle ball tee, chalk, measuring tape.
Set-up
Mark with chalk a 2-meter (6 feet, 6 3/4 inch) by 2-meter square for a batting area.
Set the batting tee exactly in the middle of the square.
Rules
Whiffle ball is set on a tee by an official before each attempt.
Tee is arranged at a height so the ball is even with the athlete’s waist.
Athlete is allowed three nonconsecutive “at bats” to hit the ball.
Score
The distance of each hit is measured from the point where the ball first touches the
ground to the base of the tee.
Athlete’s final score is the cumulative distance of his/her “hits.”
Measure in meters; for example, one meter equals one point; round down to
nearest meter.
7. T-BALL TEAM COMPETITION
Divisioning
Teams will be divisioned according to a team score compiled in the Individual Skills
Competition and a classification round.
Coaches must submit an Individual Skills Competition score for each player prior to the
conducting of competition. A team score is determined by adding the 12 players’ scores and
dividing that total by 12.
Teams are initially grouped in preliminary divisions/pools according to their Individual Skills
Competition team scores. A preliminary pool play round shall then be conducted as a means
of finalizing the divisioning process.
In the classification round, teams will play one or more games with each game lasting no
longer than 60 minutes. Each team will be required to play all of the eligible and able-bodied
players whose Individual Skills Competition scores were submitted to determine the team
score. Both teams will be required to play all players at least one half-inning in the field and
provide each player with at least one at-bat.
Playing Area
The field shall conform to ISF standards, with the following modifications:
Bases may be modified from a standard distance of 18.29 meters (60 feet).
The distance from home plate to the pitcher’s rubber may be modified from a minimum
distance of 12.19m (40ft.).
A “neutral zone” will be marked in an arc of 14 meters (45 feet, 11 1/4 inches) from home
plate. Any batted ball that does not cross this line will be designated a foul ball.
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A coaches’ circle will be located 3 meters (9 feet, 10 1/4 inches) beyond second base and
made with a 1.8-meter (5 feet, 11 inch) diameter. One coach from the defensive team may be
allowed to stand in this circle while his/her team is on the field.
Equipment: Same as Slow Pitch Team Competition
Team and Players
Each team must have 10 players in the following positions to start a game:
Pitcher: Defensive position is on the rubber
Catcher: Defensive position is behind home plate
First Baseman: Normal defensive position
Second Baseman: Normal defensive position
Third Baseman: Normal defensive position
Shortstop: Normal defensive position
Four Outfielders: Must play a minimum of 3 meters (9 feet, 10 1/4 inches) behind infielders
General Rules and Modifications
A batting tee will be placed directly on home plate.
A coach from the batting team will adjust the tee to fit the batter.
To start play, the catcher will place the ball on the tee and the umpire will say “play ball.”
The batter will step in the batter’s box and hit the ball.
If the batter completely misses the ball and the tee, the attempt shall be ruled a strike.
All defensive players must stand behind the neutral zone before the ball is hit. They may
come into the neutral zone after the ball is hit to field it. If they touch a ball within the
neutral zone, and a defensive player does not touch it, the ball will be called a foul ball.
If the batter has two strikes and fouls off the third attempt, he or she shall be declared out.
The batting team’s half of the inning shall end when three outs have been made or the
batting order is complete.
The batter must hit the ball within the foul lines and beyond the 14-meter (45 feet, 11 1/4
inch) neutral zone to be ruled a fair ball. If a batted ball does not leave the neutral zone, and
the defensive player does not touch it, the ball will be called a foul ball.
A regulation game consists of six innings. A time limit of one hour shall be in force for all
games.
The umpires are empowered to make all decisions on the playing field. If a protest is made, it
shall be brought before the Softball Rules Committee who will then make a final decision. A
protest will not be considered which pertains to any judgment call made by an umpire.
After a ball is hit into fair territory and the batter has left the batter’s box, the umpire shall
remove the tee from home plate and set it in foul territory.
Substitutions
Substitutions may be made whenever a “timeout” is called.
Any of the starting players may leave and re-enter the game. This may be done by each
starting player only once, with the provision that the players occupy the same position in the
batting order as the one they occupied when they left the game. A starting player may only
re-enter the game for the person who substituted for him/her. Substitutes may re-enter the
game in the same manner.
Coaches Privileges
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Two base coaches are allowed for the offensive team, one in the first base coach’s box and
one in the third base coach’s box. The coaches must remain in those boxes while their team is
at bat.
One of the two base coaches must adjust the tee to the proper height for each batter and
return to the coach’s box.
One coach from the defensive team may be allowed on the field, and he/she must remain in
the coach’s circle behind second base. Also, he/she must make a reasonable attempt to avoid
any ball that is thrown in his/her direction.
8. TEAM & UNIFIED TEAM SLOW PITCH COMPETITIONS
Please reference Softball Skills Assessment information for teams, which will be used as part of the
divisioning process. Unified rules shown in italics.
Choice of Turn at Bat
The choice of the first or last bat in the inning shall be decided by a toss of a coin, unless another
procedure is defined by the Games Management Team or Tournament Director. Should a coin toss
be used, this should occur after the exchange of line-up cards prior to the start of the game.
2. Fitness of Ground
The fitness of the ground for a game shall be decided by the Games Management team.
Regulation Game
A full seven innings need not be played if the team second at bat scores more runs in six
innings or before the third out in the last of the seventh inning.
A game that is tied at the end of seven innings or has reached the maximum time limit shall
be continued by playing additional innings, or until one side has scored more runs than the
other at the end of a complete inning, or until the team second at bat has scored more runs in
their half of the inning before the third out is made; tiebreaker rule shall be in effect.
A game called by the umpire shall be regulation if five or more complete innings have been
played, or if the team second at bat has scored more runs than the other team has scored in
five or more innings. The umpire is empowered to call a game at any time because of
darkness, rain, fire, panic or other cause, which puts the patrons or players in peril.
A regulation tie game shall be declared if the score is equal when the game is called at the
end of five or more completed innings, or if the team second at bat has equaled the score of
the first team at bat in the incomplete inning.
These provisions do not apply to any acts on the part of players or spectators, which might
call for forfeiture of the game. The plate umpire may forfeit the game if any team member or
spectator attacks any umpire physically.
The plate umpire shall declare a forfeit in favor of the team not at fault in the following
cases:
If a team fails to appear on the field or, being on the field, refuses to begin a game
for which it is scheduled or assigned at the time scheduled or within a time set for
forfeitures by the organization in which the team is playing.
If, after the game has begun, one side refuses to continue to play, unless the game
has been suspended or terminated by the umpire.
If, after the umpire has suspended play, one side fails to resume playing within two
minutes after the umpire has called "PLAY BALL."
If a team employs tactics designed to delay or to hasten the game.
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If, after warning by the umpire, any one of the rules of the game is willfully
violated.
If the order for the removal or ejection of a player or any person authorized to sit
on the team bench is not obeyed within one minute.
If, because of the ejection of the player(s) from the game by the umpire or for any
cause there are less than 10 , 11 (with an EP) or 12 (Unified) players on either team,
or if a team cannot continue play with one player less that its line-up due to injury
or removal of a player.
If a declared Ineligible Player re-enters the game and one pitch has been thrown.
If an ejected player/coach/manager is discovered participating in the game again.
A game that is:
Not considered regulation, or
A regulation tie game, shall be replayed from the beginning. Original line-ups may
be changed when the game is replayed.
Exception: When the Tournament Umpire-In-Chief suspends a game of a World or National
championship, this game shall be resumed at the exact point where the game was suspended.
Winner of Game
The score of a called regulation game shall be the score at the end of the last complete
inning, unless the team second at bat has scored more runs than the first team at bat in the
incomplete inning. In this case, the score shall be that of the incomplete inning.
The score of a regulation tie game in preliminary or pool play shall be the tie score when the
game was terminated.
The score of a forfeited game shall be 7-0 in favor of the team not at fault.
Run Ahead Rule
A run ahead rule must be used as follow: Fifteen (15) runs after four (4) innings or twelve (12)
runs after five (5) innings.
Complete innings must be played unless the team second at bat scores the required number
of runs while at bat. When the team first at bat reaches the required number of runs in the
top half of the inning, the team second at bat must have their opportunity to bat in the
bottom half of the inning.
Tie-Breaker
Starting with the top of the eighth inning or after the time limit has expired, and each half
inning thereafter, the offensive team shall begin its turn at bat with the player who is
scheduled to bat last in that respective half-inning being placed on second base. The player
who is running can be substituted in accordance with the substitution rules.
Note: If an incorrect runner in the line-up is placed on second base, this error may be
corrected as soon as it is noticed. There is no penalty.
Scoring of Runs
One run shall be scored each time a runner legally touches first, second, third bases and
home plate before the third out of the inning.
Exception: When the tie-breaker is used, the runner starting at second base does not have to touch
first base in order for a legal run to be scored.
A run shall not be scored if the third and/or last out of the inning is a result of
The batter-runner being put out before legally touching first base.
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A runner being forced out (including on an appeal play) due to the batter becoming
a batter-runner.
The runner fails to keep contact with the base to which he is entitled until a pitch is
batted or reached home plate.
A preceding runner being declared out.
Additional out appeals may be made after the third out to remove a run(s).
Charged Conferences
Offensive Conferences.
There shall only be one charged offensive conference in an inning.
Note:
This includes the batter, runner, on-deck batter and the coaches among
themselves.
It is not a charged conference when a pitcher is putting on a warm-up jacket while
on base, or if the offense confers while the defensive team is in conference,
provided the offense is ready to play when the defense is ready.
Umpires should not permit any such conferences in excess of one per inning
Effect: A second charged conference shall result in the removal of the coach insisting on
another charged conference.
Defensive Conferences. There shall only be three charged defensive conferences in a seveninning game. For every inning beyond seven or after the time limit has expired, there shall
be one charged conference per inning.
Note:
A conference includes players in the field leaving their position and going to the
dugout for instructions, regardless of whether ‘Time’ has been requested or not.
Should a coach/manager notify a change of pitchers to the plate umpire, either
before or after crossing the foul line, it is not a charged conference.
The conference is over when the manager/coach crosses the foul line returning to
the dugout.
Conferences are accumulative and do not start over with a new pitcher entered
into the game.
If all three conferences are not used in the first seven innings, they are lost and a
team must then follow the one per extra inning rule.
It is not a charged conference for the defense if:
They confer during a charged offensive conference, provided they are
ready to play when the offense is ready.
They shout instructions from the dugout.
A manager playing in the game confers with any defensive player,
however an umpire may control meetings between a playing manager
and a pitcher by first issuing a warning and then ejecting the playing
manager.
Effect: The fourth, and each additional charged conference in a seven-inning game, or for any
charged conference in excess of one per inning in an extra inning game, shall result in the
pitcher, who is the listed pitcher at the time of the excess conference, being declared an
Illegal Pitcher who may not pitch again for the remainder of the game. NOTE: A declared
Illegal Pitcher can play another position on defense but cannot pitch again.
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Conferences will not be charged if they take place at any time when the umpire has
suspended play.
The first correction of a pitching distance used by any pitcher in that inning.
Effect: For every correction thereafter, a conference shall be charged.
Home Run Rule (Unified)
A. A limit of over-the-fence home runs will be used in all Unified divisions. The following
limitations are per team per game: Two (2)
Effect: For any in excess, the ball is dead, the batter is out, and no runners can advance.
Note:
Any fair fly ball touched by a defensive player that clears or has cleared over the
fence in fair territory, should be declared a four-base award and shall not be
included in the total of over-the-fence home runs.
A home run will be charged for any ball hit over the fence whether runs score or
not.
Both athlete and partner home runs count toward the Unified limit.
Time Limit Rule
If the schedule permits, games should be played to seven innings. If a time limit is to be used
when the schedule does not permit playing a complete seven inning game, it is
recommended that a minimum time limit of one (1) hour be used. When the time limit rule is
in effect, time begins with the first warm-up pitch. If the game is still tied after the time limit
has expired, the tie breaker rule shall be in effect at the start of the next inning. In medal
play, it is recommended that the lime limit be increased to 1 hour thirty minutes.
9. PITCHING REGULATIONS
N.B.
The Effect for All Sections 9.1 – 9.7 follow at end of Section 9.7:
Preliminaries
Shall not be considered in the pitching position unless the catcher is in position to receive the
pitch.
Must take a position with both feet firmly on the ground and with one or both feet in contact
with the pitcher's plate or selected pitching position, which may be any distance between
12.19m (40 ft) and 16.76m (55 ft) within the 61cm (24 in) width of the pitcher’s plate. Pitchers
may adjust their pitching distance, without penalty, if in the judgement of the umpire(s),
there is no attempt to gain an advantage.
Unified…the pitching distance shall be set at 50 ft.
Must come to a full and complete stop with the ball held in one or both hands in front of the
body. The front of the body must face the batter. This position must be held for not less than
one second and not more than ten seconds before starting the delivery.
Starting the Pitch
The pitch starts when the pitcher makes any motion that is part of his windup after the
required stop. Prior to the required stop, any motion may be used.
Legal Delivery
The pitcher must not make any motion to pitch without immediately delivering the ball to the
batter.
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The windup must be a continuous motion.
The pitcher must not use a windup in which there is a stop or reversal of the forward motion.
The pitcher must deliver the ball toward home plate on the first forward swing of the
pitching arm past the hip with an underhanded motion.
The pivot foot must remain in contact with the pitcher's plate until the pitched ball leaves the
hand. If a step is taken, it can be forward, backward, or to the side, provided the pivot foot is
in contact with the pitcher's plate and the step is simultaneous with the release of the ball.
The pitcher shall not pitch the ball
Behind his back, or
Through his legs, or
From the glove.
The pitch shall be released at a moderate speed.
Note: The speed is left entirely up to the judgment of the umpire. The umpire shall warn the
pitcher who delivers a pitch with excessive speed. If the pitcher repeats such an act after
being warned, he shall be declared an Illegal Pitcher and may not pitch again for the
remainder of the game.
The ball must be delivered with a perceptible arc of at least 1.83m (6 ft) and not more than
3.048m (10 ft), from the ground
The pitcher may not continue to windup after he releases the ball.
The pitcher has 10 seconds to release the next pitch after receiving the ball, or after the
umpire indicates, "play ball."
Defensive Positioning
The pitcher shall not deliver a pitch unless all defensive players, except the catcher who must
be in the catcher's box, are positioned in fair territory.
A fielder shall not take a position in the batter's line of vision or, with deliberate
unsportsmanlike intent, act in a manner to distract the batter.
Note: A pitch does not have to be released. The offending player shall be ejected from the game.
Foreign Substance
No member of the defensive team shall, at any time during the game, be permitted to use
any foreign substance on the ball.
Note: If any defensive team member continues to place a foreign substance on the ball, the pitcher
shall be ejected from the game.
Under the supervision and control of the umpire, powdered resin may be used to dry the
hands.
Applying resin to the ball, or into the glove and then placing the ball in the glove, is an illegal
act. Resin must be kept on the ground behind the pitcher’s plate when not in use.
The pitcher may not use any foreign substance on the pitching hand or fingers.
The pitcher shall not wear a batting glove on the pitching hand.
The Catcher
Must remain within the catcher's box until the pitched ball is batted, touches the ground,
plate, or batter or reaches the catcher's box.
Shall return the ball directly to the pitcher after each pitch, including after a foul ball.
Exception: This does not apply after a strikeout or put out made by the catcher.
Quick Return Pitch
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The pitcher shall not attempt a quick return of the ball
Before the batter has taken his position, or
When the batter is off balance as a result of a pitch.
The following is the effect for all sections 9.1 – 9.7 above:
Effect - Sections 9.1-9.7:
Any infraction of Sections 1-7 is an Illegal Pitch.
1. The umpire shall give a delayed dead ball signal.
2. A ball shall be called on the batter.
3. Runners are not advanced.
Exception: If a batter swings at any Illegal Pitch, it is nullified and all play stands.
Intentional Base on Balls
If the defensive team desires to have an intentional base on balls awarded to a batter, either
the pitcher, catcher or coach may do so by notifying the plate umpire who shall award the
batter first base. This notification to the umpire shall be considered a pitch. The ball is dead.
Note: The notification can occur at any time prior to a batter beginning and ending his time at
bat regardless of the count. The ball is dead; runners cannot advance unless forced.
Warm-Up Pitches
At the beginning of each half inning, or when a pitcher relieves another, not more than one
minute may be used to deliver not more than three pitches to the catcher or another team
member.
Exception: This does not apply if the umpire delays the start, or resumption, of play due to
substitution, conference, injuries, etc.
EffectFor excessive warm-up pitches, a pitcher shall be penalized by awarding a ball to the
batter for each pitch in excess of three.
Play shall be suspended during this time.
A pitcher returning to pitch in the same half inning will not be entitled to warm-up pitches.
Effect:
A ball shall be awarded to the batter for each pitch taken.
There is no limit to the number of times a player can return to the pitching position
provided he has not
Left the batting order, or
Been declared an Illegal Pitcher by the umpire.
No Pitch
No pitch shall be declared when
The pitcher pitches during a suspension of play.
A runner is called out for leaving his base before the pitched ball reaches home plate, is
batted, or touches the ground before home plate.
The pitcher pitches before a runner has retouched his base after a foul ball has been declared
and the ball is dead.
The ball slips from the pitcher's hand during his windup or during the back swing.
A player, manager, or coach
Calls "Time", or
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Employs any other word or phrase, or
Commits any act while the ball is alive and in play for the obvious purpose of trying
to make the pitcher commit an illegal pitch.

Effect : The ball is dead, and all subsequent action on that pitch is cancelled.
Illegal Pitcher
A pitcher, who has been declared an Illegal Pitcher as a result of
The team exceeding the charged defensive conference limit, or
Pitching with excessive speed,
may not return to the pitching position at any time for the remainder of the game.
Effect: If the Illegal Pitcher has returned and thrown one pitch, either legal or illegal, he is ejected from the
game. If the pitch is hit and he is discovered prior to the next pitch, the manager of the offensive team has
the option of:
Taking the result of the play, or
Having the play nullified, with
That batter returning to bat and assuming the ball and strike count he had prior to
the discovery of the Illegal Pitcher, and
Each runner returning to the base held at the time of the pitch.
Exception to Effect: If the play was the result of the completion of the batter’s turn at bat, and the option
is taken to nullify the play, that batter resumes batting, assuming the ball and strike count he had prior
to completing his turn at bat and runners are returned to the base held at the time of the pitch.
Non-charged Pitching Conference
One non-charged pitching conference will be allowed each inning for the purpose of a coach
adjusting a pitcher’s positioning. Effect- For each additional requested pitching adjustment a
conference will be charged. (A pitcher must be replaced after the third charged conference
and will be ineligible to pitch for the remainder of that game).
10. BATTING
The On-Deck Batter
At the start of an inning, is the leadoff batter, who must remain in his on-deck circle until
called to the batter’s box.
Once an inning has started, is the offensive player who in the batting line-up is the next
player to enter the batter’s box.
Shall take a position within on-deck circle nearest his bench.
May loosen up with no more than two official softball bats, an approved warm-up bat, or a
combination not to exceed two. Note: A bat with which the On-Deck Batter is loosening up
may not have anything attached to it other than an ISF approved bat attachment.
Effect- Sec. 10.1.3c: When using other than a legal bat while loosening up, the illegal equipment must
be removed from the game. Continued use of the equipment after removal would subject the player
using such equipment to ejection from the game.
May leave the on-deck circle
When he becomes the batter, or
To direct runners advancing from third to home plate, or
To avoid possible interference on fly ball or overthrown ball.
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May not interfere with the defensive player's opportunity to make a play
Effect - Sec 10.1.6: The ball is dead and if this interference is
With a defensive fielder’s attempt to retire a runner,
The runner closest to home plate at the time of the interference shall be called out,
and
Other runners are returned to the last base held at the time of the interference,
unless forced because the batter became a runner.
With a defensive fielder attempting to catch a fly ball, or with a fly ball that a fielder is
attempting to catch,
The batter-runner shall be called out, and
Runners are returned to the base held at the time of the pitch.
Batting Order
a. The batting order must show the first and last name, uniform number and the position on
the line-up card and must be delivered before the game by the manager or captain to the
plate umpire. In Unified, the line-up card shall designate “A” for athlete and “P” for partner next
to that players’ information.
b. The batting order of each team must be on the score sheet/line-up card and must be
delivered before the game by the manager or captain to the plate umpire. He shall submit it
to the inspection of the manager or captain of the opposing team.
UNIFIED) The batting order shall alternate athletes and partners.
NOTE: If playing under the shorthanded rule and the team has dropped a Partner, an out must be
taken when the line-up reaches that partner’s place in the batting order.
The batting order delivered to the umpire must be followed throughout the game unless a
player is replaced by a substitute. When this occurs, the substitute must take the place of the
removed player in the batting order.
The first batter in each inning shall be the batter whose name follows that of the last player
who completed a turn at bat in the preceding inning.

If the error is discovered while the incorrect batter is at bat
The correct batter may legally take his place, and assume the ball and strike count
of the incorrect batter.
Any runs scored or bases run while the incorrect batter is at bat shall be legal.
If the error is discovered after the incorrect batter has completed his turn at bat and before a
legal or illegal pitch has been made to another batter.
The player who should have batted is out.
Any advance or score made as a result of the improper batter becoming a batterrunner shall be nullified. Any out that is made prior to discovering this infraction,
remains out.
The next batter is the player whose name follows that of the player called out for
failing to bat. If the next player was the incorrect batter who was called out, go to
the next person in the line-up.
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If the batter declared out under these circumstances is the third out, the correct
batter in the next inning shall be the player who would have come to bat had the
player been put out by ordinary play.
If the third out is made on a runner prior to the discovery of the infraction, an
appeal may still be made in order to reinstate the correct batting order. This
appeal, if made, does not result in an additional out.
If the error is discovered after the first legal or illegal pitch to the next batter:
The turn at bat of the incorrect batter is legal.
All runs scored and bases run are legal.
The next batter in order shall be the one whose name follows that of the incorrect
batter.
No one is called out for failure to bat.
Players who have not batted and who have not been called out have lost their turn
at bat until reached again in the regular order
No runner shall be removed from the base he is occupying to bat in his proper place. He
merely misses his turn at bat with no penalty. The batter following him in the batting order
becomes the legal batter.
Exception: The batter-runner who has been taken off the base by the umpire as stated above.
When the third out in an inning is made before the batter has completed the turn at bat, that
batter shall be the first batter in the next inning, and the ball and strike count shall be
cancelled.
Batting Position
The batter must take his position in the batter’s box within 10 seconds after the umpire has
declared “Play Ball”.
Effect - Sec 10.3.1: The umpire shall call a strike. A pitch does not need to be thrown and the ball
becomes dead.
An offensive team member may not, under any circumstances, deliberately erase the lines of
the batter’s box at any time during a game. This includes a coach erasing the lines during the
pre-game meeting.
Effect – Sec 10.3.2: If a batter erases the lines, the umpire shall call a strike. A pitch does not need to
be thrown and the ball becomes dead. If the coach or a non-playing team member erases the lines, a
strike shall be called on the next scheduled batter (or his substitute) in the line-up.
Note: Should any person continue to deliberately erase a line after a first offense, that person shall
be ejected from the game
The batter must have both feet completely within the batter's box prior to the start of the
pitch. He may touch the lines, but no part of his foot may be outside the lines prior to the
pitch.
A Strike is Called by the Umpire
For each legally pitched ball entering the strike zone before touching the ground and at
which the batter does not swing.
Exception: It is not a strike if the pitched ball touches home plate and is not swung at.
For each pitched ball including an illegal pitch, struck at and missed by the batter.
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Note: Sec. 10.4.1 & 10.4.2 The batter cannot legally swing at any pitched ball that hits the ground or
plate. However, if the batter swings and misses the pitch prior to the ball hitting the ground or plate,
it is a strike.
Effect - Sec. 10.4.1 & 10.4.2: The ball is dead and runners may not advance.
For each foul tip.
Effect - Sec. 10.4.3: The batter is out if it is the third strike. The ball is dead on any strike.
For each foul ball when the batter has less than two strikes.
For each foul ball, including the third strike.
For each pitched ball struck at and missed which touches any part of the batter.
When any part of the batter's person or clothing is hit with his own-batted ball when he is in
the batter's box and he has less than two strikes.
When a pitched ball hits the batter while the ball is in the strike zone.
When the batter fails to enter the batter's box within 10 seconds after the umpire calls "PLAY
BALL."
When an offensive team member deliberately erases the lines of the batter’s box.
When, between pitches, the batter leaves the batter’s box illegally or does not return to the
batter’s box. No pitch has to be thrown.
Effect - Sec. 10.4.4-11: The ball is dead and runners must return to their bases without liability to be
put out.
A Ball is Called by the Umpire
For each legally pitched ball that
Does not enter the strike zone.
Touches the ground before reaching home plate.
Touches home plate and at which the batter does not swing.
The batter swings at, after the ball hits the ground or home plate.
Effect: The ball is dead. Runners may not advance.
For each illegally pitched ball not swung at.
Effect: The ball is dead. Runners may not advance.
When a delivered ball by the pitcher hits the batter outside of the strike zone.
For each excessive warm-up pitch.
Effect: The ball is dead. Runners may not advance.
When the catcher fails to return the ball directly to the pitcher as required.
When the pitcher fails to pitch the ball within 10 seconds.
Effect: The ball is dead and runners may not advance.
The Batter is Out
When the third strike is:
swung at and missed and the ball touches any part of the batter's person.
not swung at and the pitched ball hits the batter while the pitch is in the strike
zone.
When a batter enters the batter's box with, or is discovered using, an altered bat.
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Note: The batter is also ejected from the game.
When the batter enters the batter's box with, or is discovered using, an illegal bat.
Note: Sec. 10.6.2-10.6.3: The bat is removed from the game.
When his foot is completely outside the lines of the batter's box and touching the ground, or
any part of a foot is touching home plate when he hits the ball fair or foul.
When he leaves the box to gain a running start, but has returned to the box when he makes
contact with the ball.
Exception: If no contact is made with the pitched ball there is no penalty. If the batter swings and
misses, the ball is dead.
When a third strike is called, including an uncaught foul ball that is hit after two strikes.
When he bunts or chops the ball downward.
When he hits a fair ball with the bat a second time over fair territory.
Exception- Sec 10.6.9:
If the batter is standing in the batter's box and contact is made while the bat is in
his hands, a foul ball is ruled, even if the ball is hit a second time over fair territory.
If the batter drops the bat and the ball rolls against the bat over fair territory, and
in the umpire’s judgment, there was no intention to interfere with the course of
the ball, the ball should be ruled fair or foul depending on where it comes to rest or
is first touched by a player.
When playing shorthanded and it is the dropped player’s position in the batting order.
NOTE: (UNIFIED) It is the missing partner who shall be declared automatically out.
When he steps directly in front of the catcher to the other batter's box while the pitcher is in
position to pitch, or anytime thereafter prior to the release of the pitch.
Effect - Sec. 10.6.1-10.6.10: The ball is dead and each runner must return to the base that, in the
umpire's judgment, was touched at the time of the pitch.
When he


Hinders the catcher from catching or throwing the ball by stepping out of the batter's box, or



Intentionally hinders the catcher while standing within the batter's box, or



Intentionally interferes with a thrown ball while in or out of the batter’s box.

Effect: The ball is dead and each runner must return to the last base that, in the umpire's judgment,
was touched at the time of the interference.
11. Batter-Runner and Runner
The Batter becomes A Batter-Runner
When he legally hits a fair ball.
Effect - Sec. 11.1.1: The ball is in play and the batter becomes a batter-runner with liability to be put
out.
When four balls have been called by the plate umpire.
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Effect - Sec. 11.1.3: The batter is awarded one base without liability to be put out, provided he
advances to and touches first base. If the umpire mistakenly allows two walks at one time and the
first batter fails to touch first base, no appeal will be honored on the first batter.
The ball is dead and runners may not advance unless forced.
If the pitcher desires to walk a batter intentionally he may do so by notifying the
plate umpire who shall award the batter first base. If two batters are to be walked
intentionally the second intentional walk may not be administered until the first
batter reaches first base. The pitcher's notification to the umpire shall be
considered a pitch.
Note: This can occur at any time prior to a batter beginning and ending his time at
bat, regardless of the count. The ball is dead and runners cannot advance unless
forced.
(UNIFIED) The ball is dead and any walk to a partner, intentional or otherwise, will
result in a two base award. The next batter, an athlete, will bat.
Exception: With two outs, the athlete batter has the option to walk or bat.
Note: Should the athlete batter-runner pass a partner batter-runner when choosing to walk, no
out shall be called during this dead ball period.
When the catcher or any other defensive player obstructs, hinders, or prevents the batter
from striking at, or hitting a pitched ball.
Effect – Sec. 11.1.4:
The umpire shall give a delayed dead ball signal with the ball remaining live until
the end of play.
The manager of the offensive team has the option of:
Taking the award for "catcher obstruction", or
Taking the result of the play.
If the batter hits the ball and reaches first base safely, and if all other runners have
advanced at least one base on the batted ball, "catcher obstruction" is cancelled.
All action as a result of the batted ball stands. No option is given.
Note: Once a runner has passed a base, even if he misses it, he is considered to have reached
that base.
If the manager does not take the result of the play, "catcher obstruction" is
enforced by awarding the batter first base and advancing all other runners only if
forced.
When a fair ball strikes the person, attached equipment, or clothing of the umpire or a
runner.
Effect - Sec. 11.1.5: If the contact is made
After touching a fielder (including the pitcher), the ball is in play.
After passing a fielder, other than the pitcher, and no other fielder had a chance to
make an out, the ball is in play.
Before passing a fielder, excluding the pitcher, without being touched, the ball is
dead.
When a fair batted fly ball
Goes over the fence, or
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Goes directly off the fielder's glove or body and over the fence in fair territory, or
makes contact with the top of the fence and goes over the fence in fair territory, or
Contacts the foul pole above the fence line.
Effect - Sec. 11.1.5: The batter-runner is awarded a home run and must touch all bases in
regular order.
Exception: If
The ball passes out of the grounds at a distance less than those
prescribed in Rule 2, Sec 1, or
A fair-batted fly ball goes off a fielder's glove or body and over the
fence in foul territory, or
A fair-batted fly ball first contacts the fence, deflects off a fielder and
then goes over the fence, the batter-runner shall be awarded two bases
from the time of the pitch.
Note: The point at which the fence is less than the prescribed distance
from home plate shall be plainly marked for the umpire's guidance.
When any person, other than a team member, enters the playing field and interferes with
A fair batted ground ball, or
A fielder about to field or catch a thrown ball, or
A fielder about to throw a ball, or
A ball thrown by a fielder.
Effect - Sec. 11.1.6: The ball is dead and the batter-runner shall be awarded the base or
bases he would have made, in the umpire's judgment, had the interference not occurred.
Batter-Runner is Out
When a fielder legally catches a fly ball before it touches the ground, or any object or person
other than a defensive player.
When, after hitting a fair ball, he is tagged while off base or thrown out prior to reaching first
base.
When he fails to advance to first base and instead enters his team area
After a fair ball is hit, or
After a base on balls is issued, or
Anytime that he may legally advance to first base.
When an Infield Fly is declared.
Effect - Sec. 11.2.1-11.2.5: The ball is in play and runners may advance at their own risk.
Exception: When the ball is dead on an intentional walk, or on a base on balls, the batter-runner is not
out and runners cannot advance unless forced.
When, after he hits a fair ball, he touches only the fair portion of the double base on his first
attempt at that base and a play is made at the base.
Effect – Sec. 11.2.6: This is an appeal play and the defensive team loses the
privilege of putting the batter-runner out, if the appeal is not made before he
returns to first base, after over-running the base.
When he:
Runs outside the one meter (3 ft) lane and, in the umpire's judgment, interferes
with
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The fielder taking the throw at first base, or
The thrown ball, preventing a fielder from making a play at first base.
Note: A thrown ball striking a batter-runner does not necessarily constitute interference
Interferes with a fielder attempting to field a batted ball.
Note: The batter-runner may run outside the one-meter line to avoid a fielder attempting to
field the batted ball.
Interferes with a fielder attempting to throw a ball.
Intentionally interferes with a thrown ball.
Interferes with a fair-batted ball (out of the batter's box) before reaching first base.
Throws his bat, after batting the ball, in such a manner as to cause interference with a
fielder’s opportunity to make an out.
Note: If this interference is, in the umpire’s judgment, an obvious attempt to prevent a double
play, the runner closest to home plate at the time of the interference shall also be called out.
When he interferes with a play at home plate in an attempt to prevent an obvious out at the
plate.
Note: The runner is also out.
When he steps back toward home plate to avoid or delay a tag by a fielder.
If, when using the double base in a force play situation, he touches only the fair portion of
the base and collides with a fielder who is about to catch a thrown ball and who is also using
the fair portion of the base..
When a team member of the team at bat, who is not participating in the game, interferes
with a player attempting to field a batted foul fly ball or with a foul fly ball that a fielder is
attempting to catch.
Exception: If this interference occurs while there are runners on base, then the runner closest to
home at the time of the interference is out.
Note: In this case the batter-runner returns to bat with an additional strike on the foul ball,
provided the count prior to hitting the ball was less than two strikes. If this is the third strike, the
batter-runner is also out, unless the third out of the inning was the runner interference call, in
which case the batter-runner shall be considered to have completed his turn at bat.
Effect: The ball is dead and all runners must return to the last base legally touched at the
time of the pitch.
Exception: If a play is made on a runner prior to the interference, and
An out is made on the runner, the result of that play shall stand.
No out is made on the runner, the result of that play shall stand, unless the
interference by the batter-runner is the third out. Other runners not played on
must return to the last base legally held at the time of the pitch..
When, with less than two outs and a runner on first base, a fielder intentionally drops a fair
fly ball (including a line drive or a bunt) that could be caught by an infielder with ordinary
effort, after it is controlled with a hand or a glove.
Note: A trapped ball, or a fly ball allowed to bounce, shall not be considered as having been
intentionally dropped.
Effect: The ball is dead and the runners must return to last base held at the time of the pitch.
Note : If an infield fly is ruled, it has precedence over an intentionally dropped ball.
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When the immediate preceding runner who is not yet out intentionally interferes, in the
umpire's judgment, with a fielder who is attempting to
Catch a thrown ball, or
Throw a ball in an attempt to complete the play.
Effect: The ball is dead and the runner shall also be called out. All other runners must return to the
last base legally held at the time of the interference.
When any person, other than a team member, enters the playing field and interferes with
A fielder about to catch a fly ball, or
A fly ball that a defensive player, in the judgment of the umpire, is able to
catch.
Effect: The ball is dead and runners may be awarded a base or bases they would have made, in the
umpire's judgment, had the interference not occurred.
The Batter-Runner is Out
When a fielder makes a play on a batter-runner while using an illegal glove.
Effect - Sec. 11.3.1: The manager of the offended team has the option of
Taking the result of the play, or
Having the player resume batting, assuming the ball and strike count prior to the
pitch, with other runners returned to the base held at the time of the pitch.
Touching Bases in Legal Order
Runners must touch bases in legal order (i.e. first, second, third and home plate).
Exception: If a runner is obstructed at a base preventing the runner from touching that base.
When a runner is returning to
The base left before a caught fly ball is first touched, or
The missed base, while the ball is in play, he must touch the bases in reverse order.
Effect- Sec. 11.4.1: The ball is in play and runners must return with liability to be put out.
When a runner or batter-runner acquires the right to a base by touching it before being put
out, he is entitled to hold the base until he has legally touched the next base in order, or is
forced to vacate it for a succeeding runner.
When a runner dislodges a base from its proper position neither he nor succeeding runner(s)
in the same series of plays are compelled to follow a base unreasonably out of position.
Effect - Sec. 11.4.2-11.4.3: The ball is in play and runners may advance, or return, with liability to be
put out.
Two runners may not occupy the same base simultaneously.
Effect - Sec. 11.4.4: The runner who first legally occupied the base shall be entitled to it, unless forced
to advance. The other runner may be put out, by being touched with the ball.
Failure of a preceding runner to touch a base, or to leave a base legally on a caught fly ball
and who is declared out does not affect the status of a succeeding runner who touches bases
in proper order.
Exception: If the failure to touch a base in regular order or to legally tag up on a caught fly ball is the
third out of the inning, no succeeding runner may score a run.
No runner may return to touch a missed base or one left illegally, after a following runner has
scored, or he leaves the field of play.
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Bases left too soon on a caught fly ball must be retouched prior to advancing to awarded
bases.
Awarded bases must be touched in legal order.
Exception: Unless a runner is obstructed at a base preventing the runner from touching that base.
Effect - Sec. 11.4.5-8: The runner shall be declared out, if the defense makes a legal appeal before
the next legal or illegal pitch.
Runners are entitled to advance with liability to be put out
When a pitched ball is batted.
On a thrown ball or fair batted ball that is not blocked.
On a thrown ball that hits an umpire.
When a legally caught fly ball is first touched.
When a fair batted ball
Strikes an umpire or a runner after having passed a fielder other than the pitcher
and provided no other fielder had a chance to make an out, or
Has been touched by a fielder, including the pitcher.
When a live ball becomes lodged in a defensive player’s uniform or equipment.
Effect - Sec. 11.5.1-6: The ball is in play.
A Runner Forfeits His Exemption From Liability to be Put Out
If, at any time, he fails to touch a base he is entitled to before attempting to make the next
base.
Exception: If a runner is obstructed at a base preventing the runner from touching that base.
If, after overrunning first base, he attempts to continue to second base.
If, after dislodging a base, he attempts to continue to the next base.
When advancing beyond an entitled base due to
A fielder intentionally contacting a thrown ball with detached equipment.
A fielder intentionally contacting a fair batted ball with detached equipment.
When advancing beyond a protected or awarded base when he has been obstructed.
Runners are Entitled to Advance Without Liability to be Put Out
When forced to vacate a base because the batter was awarded a base on balls.
Effect - Sec. 11.7.1: The ball is dead.
When a fielder prevents the runner from making a base, or impedes the progress of a runner
or batter-runner who is legally running bases; if the fielder is
Not in possession of the ball, or
Not in the act of fielding a batted ball, or
Making a fake tag without the ball
In possession of the ball and he pushes a runner off a base in an attempt to gain an
out, or
In possession of the ball, but not in the act of making a play on the runner which
intentionally impedes the progresso0f that runner or batter-runner who is legally
running the bases.
Effect - Sec. 11.7.2: When any obstruction occurs (including a rundown)
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A Delayed Dead Ball should be signaled, with the ball remaining alive until the end
of the play.
The obstructed runner, and each other runner affected by the obstruction, will
always be awarded the base or bases they would have reached, in the umpire's
judgment, had there been no obstruction. If the umpire feels there is justification,
a defensive player making a fake tag could be ejected from the game.
If the obstructed runner is put out prior to reaching the base he would have
reached had there not been obstruction, a dead ball is called. The obstructed
runner and each other runner affected by the obstruction will be awarded the base,
or bases, they would have reached, in the umpire's judgment had obstruction not
occurred.
An obstructed runner may never be called out between the two bases where he
was obstructed:, Exception:
If the obstructed runner commits an act of interference after the
obstruction is ruled, or the runner is legally appealed for
11.7.2.9.1.1. Missing a base, unless the runner has been obstructed at
that base and the obstruction prevents him from
touching the base, or
11.7.2.9.1.2.
Leaving a base before a fly ball was first touched, of (c)
after
If the obstructed runner safely obtains the base he would have been
awarded, in the umpire’s judgment, and there is a subsequent play on a
different runner, the obstructed runner is no longer protected between
the bases where the runner was obstructed, and may be put out. The
ball remains alive.
Catcher obstruction on the batter is covered.
Note: Obstructed runners are still required to touch all bases in proper order, or they could
be called out on a proper appeal by the defensive team.
Exception: If a runner is obstructed at a base preventing the runner from touching that
base.
When a fielder intentionally contacts, or catches a fair batted, thrown, or pitched ball with his
cap, helmet, mask, protector, pocket, detached glove or any part of his uniform that is
detached from its proper place on his person.
Effect - Sec. 11.7.3: All runners, including the batter-runner, shall be entitled to
Three bases from the time of the pitch if on a fair batted ball, or
Exception – Sec. 11.7.3.1: If the illegal catch or touch is made on a fair hit ball that, in the
umpire’s judgment, would have cleared the outfield fence in flight, the batter-runner shall be
awarded a home run.
Two bases from the time of the throw if on a thrown ball, or in each situation, they
may advance farther at their own risk, as the ball remains alive.
When the ball is in play and is overthrown (beyond the boundary lines) or is blocked.
Effect: All runners, including the batter-runner, shall be awarded two bases, and the award
will be governed by the position of the runners when the ball left the fielder's hand. Runners
may return to touch a base left too soon on a caught fly ball, or a missed base. If two runners
are between the same bases, the award is based on the position of the lead runner.
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Exception:
When a fielder loses possession of the ball such as on an attempted tag, and the
ball enters the dead ball area or becomes blocked, each runner is awarded one base
from the last base touched at the time the ball entered the dead ball area or
became blocked.
If a runner touches the next base and returns to his original base, the original base
he left is considered the "last base touched'' for purposes of an overthrow award.
If the ball becomes blocked due to offensive team equipment, the ball is ruled dead
and runners are returned to the last base touched at the time of the blocked ball.
If the blocked ball prevented the defense from making a play, the runner being
played on is called out. (If this player has scored prior to the blocked ball being
ruled, the runner closest to home is called out).
When a fair-batted fly ball
Goes over the fence,
Goes directly off the fielder's glove or body and over the fence in fair territory, or
makes contact with the top of the fence and goes over the fence in fair territory, or
Contacts the foul pole above the fence level.
Effect: The ball is dead and all runners shall be entitled to advance to home plate.
Exception: If
The ball passes out of the grounds at a distance less than those prescribed in Rule
2, Sec. 1, or
A fair-batted fly ball goes off a fielder's glove, or body, and over the fence in foul
territory, or
A fair-batted fly ball that goes off the fence, deflects off the fielder and then over
the fence, then runners shall be awarded two bases from the time of the pitch.
When a fair ball bounces over, or rolls under or through a fence or any designated boundary
of the playing field. Also, if it deflects off
A defensive player or an umpire, or
A runner, after passing a fielder, excluding the pitcher, and provided no other
fielder had a chance to make an out and goes out of play in foul territory.
Effect: The ball is dead and all runners are awarded two bases from time of pitch.
When a live ball is unintentionally carried by a fielder from playable territory into dead ball
territory.
Note: A fielder carrying a live ball into the dugout or team area to tag a player is considered
to have unintentionally carried it there.
Effect: The ball is dead and all runners are awarded one base from the last base touched at
the time the fielder entered dead ball territory.
When, in the umpire's judgment, a fielder intentionally carries, kicks, pushes, or throws a live
ball from playable territory into dead ball territory.
Note: A dead ball line is considered in play.
Effect: The ball is dead and all runners are awarded two bases from the last base touched at
the time the fielder entered, or the ball was kicked, pushed, or thrown into, dead ball
territory.
When any person, other than a team member, enters the playing field and interferes with
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A fielder about to catch a fly ball, or
A fly ball that a defensive player is able to catch, or
A fair ball ground ball, or
A fielder about to field or catch a thrown ball, or
A fielder about to throw a ball, or
A ball thrown by a fielder.
Effect: The ball is dead and runners may advance to the base or bases they would have
reached, in the umpire's judgment, had the interference not occurred.
When a ball is lodged in:
Umpire gear or clothing, or
In offensive player’s clothing.
Effect: The ball is dead and the runners are advanced to the base or bases they would have
reached, in the umpire’s judgment, had the ball not been lodged.
A Runner Must Return to His Base
A runner must return to his base, but need not touch the intervening bases:
When a batted ball is declared foul.
When the umpire declares the ball to have been illegally batted.
When a batter-runner is called out for interference.
When the on-deck batter, or any other non-playing team member, creates interference.
When, with less than two out and a runner on first base, a fielder intentionally drops a fair fly
ball (including a line drive or a bunt) that could be caught by an infielder with ordinary effort,
after it is controlled with a hand or a glove.
Note: If an infield fly is ruled, it has precedence over an intentionally dropped ball.
Effect: The ball is dead and he must return, without liability to be put out, to the last base
legally held at the time of the pitch, unless forced to advance because the batter became a
batter-runner
When a batter, or runner, is called out for interference.
Effect: The ball is dead and he must return, without liability to be put out, to the last base
legally held at the time of the interference, unless forced to advance because the batter
became a batter-runner.
When a runner steals a base. Under no conditions is a runner permitted to steal a base when
a pitched ball is not batted. The runner must return to his base.
Effect: Base stealing is not allowed.
The Runner is Out
When, while running to any base in regular or reverse order, he runs more than 0.91m (3 ft)
from the base path to avoid being touched by the ball in the hand(s) of a fielder.
When, while the ball is in play and he is not in contact with a base, he is legally touched with
the ball in the hand(s) of a fielder.
When, on a force play, a fielder
While holding the ball, contacts the base to which the runner is forced to advance.
Touches the ball to the base before the runner reaches the base.
Tags the runner before he reaches the base.
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Note: If a forced runner, after touching the next base, retreats for any reason
toward the base he had last occupied, the force play is reinstated.
When, while the ball is in play, he fails to return to touch the base he previously occupied or
missed and a legal appeal is made.
When anyone, other than another runner, physically assists him while the ball is in play or
when the ball becomes dead after a home run or an award of bases
Note: If a fly ball is caught on the play, the batter-runner will also be out.
Effect – Sec. 11.9.1-5: The ball remains in play
Exception to Effect Sec. 11.9.5: When the runner is assisted after a home run or an award of
bases, the ball remains dead
When he physically passes a preceding runner before that runner has been called out.
Effect - Sec. 11.9.6: The ball remains in play.
Exception: When the runner passes a preceding runner during a dead ball play, the ball will
remain dead. If the ball becomes an uncaught fly foul ball, the runner who passed is not out.
When he leaves his base to advance to another base before a caught fly ball has touched a
fielder.
When he fails to touch the intervening base, or bases, in regular or reverse order.
Exception: If a runner is obstructed at a base preventing the runner from touching that base.
When the batter-runner becomes a runner by touching first base, passes it, then attempts to
run to second base and is legally touched with the ball in the hand(s) of a fielder, while off
base.
When, in running or sliding for the second home plate, he fails to touch it, makes no attempt
to return to it and a fielder holds the ball in his hand(s), while touching the plate, and appeals
to the umpire for a decision.
Effect: These are appeal plays and the runner will not be out unless the appeal is made
legally.
Appeals may be made while the ball is alive or dead, but the defensive team loses
the privilege of making an appeal if it is not made.
Before the next legal, or illegal, pitch.
Before all fielders have clearly vacated their normal fielding positions
and have left fair territory on their way to the bench or dugout area. If a
fielder makes the appeal, the fielder must be in the infield when making
the appeal.
In the case of the last play of the game, before the umpires have left the
field of play.
Dead Ball Appeal. Once the ball has been returned to the infield and "Time" has
been called, or the ball becomes dead, any defensive team member in the infield,
with or without possession of the ball, may make a verbal appeal on a runner
missing a base, or leaving a base too soon on a caught fly ball. The administering
umpire should acknowledge the appeal, and then make a decision on the play. No
runner may leave his base during this period, as the ball remains dead until the next
pitch.
Exception: A runner who has left a base too soon on a caught fly ball, or who has missed a base,
may attempt to return to such base while the ball is dead.
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Note:
If the ball goes out of play, the dead ball appeal cannot be made until
the plate umpire places a new ball into the game.
If the pitcher has possession of the ball and is in contact with the
pitching plate when making a verbal appeal, no Illegal Pitch is called.
If the umpire has declared “Play Ball” and the pitcher then requests an appeal, the umpire
would again call “Time” and allow the appeal process.
Additional out appeals may be made after the third out as long as they are made
properly and are made to remove a run, or made to reinstate the correct batting
order
When he is struck with an untouched fair-batted ball in fair territory while off base, and in the
umpire's judgment, any fielder had an opportunity to make an out.
When he intentionally kicks a ball that a fielder has missed.
When he interferes with a fielder attempting to field a fair-batted ball, regardless of whether
the ball has first been touched by another fielder, including the pitcher, or intentionally
interferes with a thrown ball.
Note: If this interference, in the judgment of the umpire, is an obvious attempt to prevent a double
play, the immediate succeeding runner shall also be called out.
When he interferes with a fielder attempting to catch a batted foul fly ball or with a foul fly
ball that a fielder is attempting to catch, in which case the batter-runner returns to bat with
an additional strike on the foul ball, provided the count prior to batting the ball was less than
two strikes. If this is the third strike, the batter-runner is also out, unless the third out of the
inning was the runner interference call, in which case the batter-runner shall be deemed to
have completed his turn at bat.
When, after a runner, batter or batter-runner has been declared out, or after a runner has
scored, the runner, batter or batter-runner interferes with a defensive player’s opportunity
to make a play on another runner. A runner continuing to run and drawing a throw will be
considered a form of interference.
Note: The runner closest to home plate, at the time of the interference, will be called out
When one or more members of the offensive team stand at, or collect around, a base to
which a runner is advancing, thereby confusing the fielders and adding to the difficulty of
making the play.
Note: Members of a team include batboy, or any other person authorized to sit on the team's
bench
When the coach near third base runs in the direction of home plate on or near the baseline,
while a fielder is attempting to make a play on a batted or thrown ball, and thereby draws a
throw to home plate.
Note: It is the runner closest to home plate that shall be called out.
When a coach or any other non-playing team member:
Intentionally interferes with a thrown ball while in the coach's box, or
Interferes with the defensive team's opportunity to make a play on a runner, or
batter-runner.
Note: It is the runner closest to home plate, at the time of the interference, which shall be declared
out
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When a defensive player has the ball, and is waiting for the runner, and the runner remains on
his feet and deliberately crashes into the defensive player.
Note: If the act is determined to be flagrant, the offender shall be ejected.
Effect: The ball is dead and other runners must return to the last base legally held at the time of the
interference, unless forced to advance because the batter became a batter-runner
When he runs bases in reverse order, or off the base line, while not attempting to advance, in
an attempt to either confuse the fielders or to make a travesty of the game.
Effect: The ball is dead and all other runners must return to the last base legally held at the time of
the runner being declared out, unless forced to advance because the batter became a batter-runner.
When he fails to keep contact with the base to which he is entitled, until a pitched ball
touches the ground, reaches home plate, or is batted.
Effect: The ball is dead, a "No Pitch" is declared and other runners must return to the last base
legally held at the time of the pitch
When he abandons a base and enters his team area, or leaves the field of play, while the ball
is alive.
When he positions himself behind, and not in contact with, a base to get a running start on
any fly ball.
Effect: The ball remains live
When a batter-runner, interferes with a play at home plate, in an attempt to prevent an
obvious out on an advancing runner at the plate.
Effect – Sec. 11.9.25: The ball is dead, the batter-runner is also declared out, and the other runners
must return to the last base held at the time of the pitch.
When following an offensive conference, base runners switch positions on the bases they
occupied prior to the conference.
Effect – Sec 11.9.26: Each runner on an improper base shall be declared out. In addition, the head
coach shall be ejected for unsportsmanlike conduct. NOTE: This can be brought to the umpire’s
attention anytime until all runners are in the dugout or the inning is over. If one improper runner is
on a base, both he and all runners who had switched bases will be out, even if they had scored, and
any run(s) scored by improper base runners will be nullified
When runners switch positions on the bases.
Effect – Sec. 10.9.27. This is an appeal play. When properly appealed, each runner discovered to have
switched positions on the bases shall be declared out and the Head Coach shall be ejected for
unsportsmanlike conduct.
Note: The appeal can be made any time until all runners, who switched positions are in the dugout
or the inning is over. If one of the runners who switched bases is on a base, both he and all runners
who had switched bases will be out, even if they had scored, and any run(s) scored by improper
runners will be nullified.
The Runner is Not Out
When he runs behind, or in front of the fielder and outside the base path, in order to avoid
interfering with a fielder attempting to field the batted ball in the base path.
When he does not run in a direct line to the base, provided the fielder in the direct line
does not have the ball in his possession.
When more than one fielder attempts to field a batted ball and the runner comes in
contact with the one who, in the umpire's judgment, was not entitled to field the ball.
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When he is hit with a fair, untouched batted ball while off base, that in the umpire's
judgment, no fielder had an opportunity to make an out.
When he is hit with a fair, untouched batted ball over foul territory and, in the umpire's
judgment, no fielder had an opportunity to make an out.
When he is hit with a fair-batted ball after it touches, or is touched by, any fielder, including
the pitcher, and he could not avoid contact with the ball.
When he is touched while off base
With a ball not securely held by a defensive player, or
With a hand or glove of a defensive player and the ball is in the other hand
When the defensive team does not request the umpire's decision on an appeal play until
after the next legal or illegal pitch, or until after all fielders have clearly vacated their
normal fielding positions and have left fair territory on their way to the bench or dugout.
When a batter-runner becomes a runner, by touching first base, passes it and then returns
directly to the base.
When he is not given sufficient time to return to a base. He will not be called out for being
off base before the pitcher releases the ball and he may advance as though having left the
base legally.
When he has legally started to advance. He may not be stopped by the pitcher receiving
the ball while on the pitching plate, nor by the pitcher stepping onto the plate while
holding the ball.
When he holds his base until a fly ball touches a fielder and then attempts to advance.
When he is hit by a fair, untouched batted ball while in contact with his base, unless he
intentionally interferes with the ball, or a fielder making a play.
Note: The ball will become dead or remains alive, depending on the position of the fielder closest to
the base.
When he slides into a base and dislodges it from its proper position. The base is considered
to have followed the runner.
Note: A runner reaching a base safely will not be out for being off that base, if it becomes dislodged.
He may return to that base without liability to be put out when the base has been replaced. A runner
forfeits this exemption, if he attempts to advance beyond the dislodged base before it is again in
proper position
When a fielder makes a play on a runner while using an illegal glove.
Note: A pitch by the pitcher is not considered making a play.
Effect – Sec. 11.10.15:
The manager of the offended team has the option of
Taking the result of the play, or
Having the entire play nullified, with runners returning to the last base held at
the time of the play.
Exception to Effect: If the play was the result of the completion of the batter’s turn at bat, and the
option is taken to nullify the play, that batter resumes batting, assuming the ball and strike count he
had prior to completing his turn at bat, and runners are returned to the bases held at the time of the
pitch
When a coach unintentionally is hit with a thrown ball or batted fair ball while in the
coaches’ box.
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Courtesy Runner
Any eligible player on the official line-up including available substitutes may be used as a courtesy
runner. Only one courtesy runner may be used per inning. (Unified- Only an Athlete may courtesy
run for an athlete and only a Partner may courtesy run for a partner)
Courtesy Runners
A courtesy runner is in the game when announced by the offensive team
representative.
A courtesy runner whose turn at bat comes while on base:
Effect: Will be called out. The courtesy runner will be removed from the base and come to bat. A
second courtesy runner cannot be substituted at this time.
Baserunner’s (Second) Home Plate
Defensive players can only touch the original home plate and runners can only touch the
second home plate.
Runners must touch the second home plate located adjacent to the right-handed batter’s box
in order to be safe at home.
Runners tagged by a defensive player will not be out if past the commitment line.
Should a defensive player touch the second home plate and still touch the original home
plate before the runner reaches the second home plate, the runner would be out.
If the runner touches the original home plate, the runner will be out and the ball will remain
live
Once a runner passes the commitment line (20 foot marking), from a second home plate, the
runner cannot return to third base.
Effect: The runner will be called out if the runner returns, and the ball remains live.
If the runner has passed the commitment line (20 foot marking) and continues to run on the
original foul line and interferes with the fielder taking a throw at or in contact with the
original home plate:
Effect: A dead ball should be declared, the runner is out and interference rules shall be enforced.
12. Dead Ball, Ball in Play
The Ball is Dead
The ball is dead and not in play in the following circumstances.
When the ball is batted illegally.
When the batter steps from one box to another when the pitcher is on the pitching plate.
When "no pitch" is declared.
When a pitched ball touches any part of the batter's person or clothing whether the ball is
struck at or not.
When a foul fly ball is not caught.
When the offensive team causes interference.
When a fair-batted ball strikes an umpire, or runner.
Before touching a fielder, including the pitcher, and
Before passing a fielder, other than the pitcher, without being touched, or
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After passing a fielder, excluding the pitcher, and in the umpire’s judgment another
fielder had a chance to make an out.
When the ball is outside the established playing limits of the playing area.
When an accident to a batter-runner or runner prevents him from proceeding to the awarded
base, he may be substituted. The substitute will be allowed to proceed to any awarded bases.
The substitute must legally touch all awarded or missed bases not previously touched.
When the batter bunts or chops the pitched ball.
When the umpire calls “Time”.
When any part of the batter's person is hit with his own-batted ball, while still in the batter's
box.
When the runner runs the bases in reverse order, or off the base line, while not attempting to
advance, in an attempt to either confuse the fielders or to make a travesty of the game.
When the coach near third base runs in the direction of home plate, on or near the baseline,
while the fielder is attempting to make a play on a batted or thrown ball and thereby draws a
throw to home plate.
When one or more members of the offensive team stand or collect at, or around, a base to
which a runner is advancing, thereby confusing the fielders and adding to the difficulty of
making a play.
When a runner fails to keep contact with the base to which he is entitled, until a legally
pitched ball has reached home plate.
After each strike or ball.
When a blocked ball is declared.
When a batter enters the batter's box with, or uses, an altered bat.
When a batter enters the batter's box with, or uses, an illegal bat.
When, with less than two out and a runner on first base, a fielder intentionally drops a fair fly
ball (including a line drive) that could be caught by an infielder with ordinary effort, after it is
controlled with a hand or glove.
NOTE: If an infield fly is ruled, it has precedence over an intentionally dropped ball.
When a fielder carries a live ball into dead ball territory.
When “Time” has been called and a defensive player is making an appeal.
When the batter fails to enter the batter's box within 10 seconds after the umpire calls "PLAY
BALL."
When any person, other than a team member, enters the playing field and creates
interference.
When the batter-runner steps back toward home plate to avoid or delay a tag by a fielder.
When an offensive team member deliberately erases the lines of the batter’s box.
When the pitcher issues an Intentional Walk to a batter.
The Ball is in Play
The ball is in play in the following circumstances.
At the start of the game and each half inning, when the pitcher has the ball while standing in
his pitching position and the plate umpire has called ''PLAY BALL."
When the Infield Fly rule is enforced.
When a thrown ball goes past a fielder and remains in playable territory.
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When a fair ball strikes an umpire, or runner, on fair ground after.
Passing a fielder, excluding the pitcher, and no other fielder had a chance to make
an out, or
Touching a fielder, including the pitcher
When a fair ball strikes an umpire on foul ground.
When the runners have reached the bases to which they are entitled, after the fielder
illegally fields a batted, thrown or pitched ball.
When a runner is called out for passing a preceding runner.
Exception: When a runner is called out for passing a preceding runner while the ball is dead,
the ball will remain dead.
When no play is being made on an obstructed runner, the ball shall remain alive until the play
is over.
When a fair ball is legally batted.
When a runner must return in reverse order, while the ball is in play.
When a runner acquires the right to a base, by touching it before being put out.
When a base is dislodged, while runners are progressing around the bases.
When a runner runs more than 0.91m (3 ft) from his base path in regular, or reverse order, to
avoid being touched by the ball in the hand of a fielder.
When a runner is tagged, or forced out.
When the umpire calls the runner out, for failure to return and touch the base when play is
resumed after a suspension of play.
When a live ball appeal play is legally being made.
When the batter hits the ball.
When a live ball strikes a photographer, groundskeeper, policeman, etc., assigned to the
game.
When a fly ball has been legally caught.
When a thrown ball strikes an offensive player.
If the batter drops the bat and the ball rolls against the bat in fair territory and, in the
umpire's judgment, there was no intention to interfere with the course of the ball.
When a thrown ball strikes an umpire.
Whenever the ball is not dead, as provided in Section 1 of this rule
When a thrown ball accidentally strikes a coach.
As long as there is a play as a result of the hit by the batter. This includes a subsequent
appeal play.
When a runner is called out, for getting a running start from a base on any fly ball.
When a runner abandons a base, does not attempt to advance to the next base, enters his
team area, or leaves the field of play and is called out.
When a runner is called out for being physically assisted by anyone other than another
runner.
Exception: When assisted on a foul ball not caught, the ball will remain dead
The ball remains live until the umpire calls “Time”; this should be done when the ball is held
by a player in the infield and, in the opinion of the umpire, all play has ceased.
Delayed Dead Ball
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There are five situations when a violation of the rule occurs. An umpire recognizes it and the ball
remains live until the conclusion of the play. These situations are
An illegal pitch.
Catcher's obstruction
Obstruction
Detached equipment contacting a thrown ball, a pitched ball, or a fair-batted ball
13. Umpires
Power and Duties
The umpires are the representatives of the league or organization by which they have been assigned
to a particular game, and as such, are authorized and required to enforce each section of these rules.
They have the power to order a player, coach, captain or manager to do or omit to do any act which in
their judgment is necessary to give force and effect to one or all of these rules and to inflict penalties
as herein prescribed. The plate umpire shall have the authority to make decisions on any situations
not specifically covered in the rules.
General Information for Umpires
The umpire shall not be a member of either team. Examples: player, coach, manager, officer,
scorer or sponsor.
The umpire should be sure of the date, time and place for the game and should arrive at the
playing field 20-30 minutes ahead of time, start the game on time and leave the field when
the game is over.
The male and female umpire must wear
A powder blue long or short-sleeved shirt.
Dark navy blue socks.
Dark navy blue slacks or shorts.
Dark navy blue cap with white and blue trimmed ISF (or NGB) letters on the front.
Dark navy blue ball bag (plate only).
Dark navy blue jacket and/or sweater.
Black shoes and belt.
A white T-shirt worn under the powder blue shirt.
Umpires must not wear exposed jewelry that may pose a hazard.
Exception: Medical Alert Bracelets and/or necklaces.
The umpires should introduce themselves to the captains, managers and scorers.
The umpires should inspect the playing field boundaries, equipment and clarify all ground
rules to both teams and their coaches.
Each umpire shall have the power to make decisions on violations committed any time during
playing time or during suspension of play until the game is over.
Neither umpire has the authority to set aside or question decisions made by the other within
the limits of their respective duties as outlined in these rules.
An umpire may consult his associate at any time. However, the final decision shall rest with
the umpire whose exclusive authority it was to make the decision and who requested the
opinion of the other.
In order to define their respective duties, the umpire judging balls and strikes shall be
designated as the '"Plate Umpire," the umpire judging base decisions as the "Base Umpire."
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The plate umpire or base umpire shall have equal authority to
Call a runner out for leaving a base too soon.
Call ''TIME" for suspension of play.
Remove, or eject, a player, coach or manager from the game for violation of
rules.
Call all illegal pitches.
Call an infield fly
The umpire shall declare the batter or runner out without waiting for an appeal for such
decision in all cases where such player is retired in accordance with these rules.
Note: Unless appealed to, the umpire does not call a player out or penalize him for having failed to
touch base, leaving a base too soon on a caught fly ball, batting out of order, being an unreported
substitute, being an Illegal Re-Entry, the replacement player or returning withdrawn player do not
report, being a runner who switched positions on bases with another runner, or making an attempt to
go to second base after reaching first base, as provided in these rules.
Umpires shall not penalize a team for infraction of a rule when imposing the penalty would
be to the advantage of the offending team.
Failure of umpires to adhere to Rule 10 shall not be grounds for protest. These are guidelines
for umpires.
The Plate Umpire
Shall take a position in back of the catcher. He shall have full charge of, and be responsible
for, the proper conduct of the game.
Shall call all balls and strikes.
Shall, by agreement and in cooperation with the base umpire, call plays, hit balls, fair or foul,
legal or illegal caught balls. On plays that would necessitate the base umpire leaving the
infield, the plate umpire shall assume the duties normally required of the base umpire.
Shall determine and declare whether
A batter bunts, or chops, a ball.
A batted ball touches the person, or clothing, of the batter
Shall render base decisions when required to do so.
Shall determine when a game is forfeited.
Shall assume all duties, when assigned as a single umpire to a game.
The Base Umpire
Shall take such positions on the playing field as required in accordance with the relevant
umpire systems.
Shall assist the plate umpire in every way, to enforce the rules of the game.
Responsibilities of a Single Umpire
If only one umpire is assigned, his duties and jurisdiction shall extend to all points. The umpire's
starting position for each pitch shall be from behind home plate. On each batted ball or play that
develops, the umpire shall move out from behind the plate and into the infield to obtain the best
position for any play that develops.
Change of Umpires
Umpires cannot be changed during a game by the consent of the opposing teams, unless an umpire is
incapacitated by injury, or illness.
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Umpires Judgment
There shall be no appeal from any decision of any umpire, on the grounds that he was not
correct in his conclusion as to whether a batted ball was fair or foul, a runner safe or out, a
pitched ball a strike or ball, or on any play involving accuracy of judgment. No decision
rendered by any umpire shall be reversed, except that he be convinced it is in violation of one
of these rules. In case the manager, captain, or either team does seek a reversal of a decision
based solely on a point of the rules, the umpire whose decision is in question shall, if in
doubt, confer with his associate before taking any action. But under no circumstances shall
any player or person, other than the manager or the captain of either team, have any legal
right to protest on any decision and seek its reversal, on a claim that it is in conflict with these
rules.
Under no circumstances shall any umpire seek to reverse a decision made by his associates,
nor shall any umpire criticize or interfere with the duties of his associates, unless asked to do
so by him.
The umpires, in consultation, may rectify any situation in which the reversal of an umpire's
decision, or a delayed call by an umpire, places a batter-runner or runner in jeopardy, or
places the defensive team at a disadvantage.
Note: This correction is not possible after one legal, or illegal, pitch has been thrown, or if all players
on the defensive team have abandoned fair territory.
Signals
To indicate that play shall begin, or be resumed; the umpire shall call "PLAY BALL" and, at the
same time, motion the pitcher to deliver the ball.
A STRIKE shall be indicated by raising the right hand upward, indicating the number of strikes
by the fingers and, at the same, time calling "STRIKE" in a clear and decisive voice, followed
by calling the number of the strike.
To indicate a BALL, no arm signal is used. The number of the ball follows the call of "BALL".
To indicate the total COUNT of balls and strikes, the balls are called first.
To indicate a FOUL, the umpire shall call "FOUL BALL" and extend an arm horizontally away
from the diamond, according to the direction of the ball.
To indicate a FAIR BALL, the umpire shall extend an arm toward the center of the diamond,
using a pumping motion.
To indicate a batter or runner OUT, the umpire shall raise the right hand upward above the
right shoulder, with fist closed.
To indicate that a player is SAFE, the umpire shall extend both arms horizontally to the side
of the body, with palms toward the ground.
To indicate suspension of play, the umpire shall call "TIME" and, at the same time, extend
both arms above the head. The other umpires shall immediately acknowledge the suspension
of play, with similar action.
To indicate a DELAYED DEAD BALL, the umpire shall extend the left arm horizontally, with
fist closed.
To indicate a TRAPPED BALL, the umpire shall extend both arms horizontally to the side of
the body, with palms toward the ground.
To indicate a GROUND RULE DOUBLE, the umpire shall extend the right hand above the head
and at the same time indicate, with two fingers, the number of bases awarded.
To indicate a HOME RUN, the umpire shall extend the right hand, with closed fist closed,
above the head and circle the arm in a clockwise movement.
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To indicate an INFIELD FLY, the umpire shall call "INFIELD FLY, IF FAIR, THE BATTER IS OUT."
The umpire shall extend one arm above the head.
To indicate NOT TO PITCH, the umpire should raise one hand, with the palm facing the
pitcher. "NO PITCH" shall be declared, if the pitcher pitches while the umpire has his hand in
said position.
8. Suspension of Play
An umpire may suspend play when, in his judgment, conditions justify such action.
Play shall be suspended whenever the plate umpire leaves his position to brush the plate, or
to perform other duties not directly connected with the calling of plays.
The umpire shall suspend play whenever a batter, or pitcher, steps out of position for a
legitimate reason.
An umpire shall not call "TIME", after pitcher has started the windup.
An umpire shall not call "TIME", while any play is in progress.
In case of injury, except in the umpires' judgment with a serious injury (which may put the
player in danger), "TIME" shall not be called until all plays in progress have been completed,
or runners have been held at their base.
Effect – Sec. 13.8.6: In the case of injury, when time is called, the ball is dead and runner(s) may be
awarded a base or bases that they would have made, in the umpire’s judgment, had the injury not
occurred
Umpires shall not suspend play at the request of players, coaches or managers, until all action
in progress by either team has been completed.
When, in the opinion of an umpire, all immediate play is apparently completed, "TIME" should
be called.
Violations and Penalties
Players, coaches, or managers shall not make disparaging, or insulting, remarks to, or about,
opposing players, officials, or spectators, or commit other acts that could be considered
unsportsmanlike conduct.
The penalty for violations by a player is either prompt REMOVAL, or EJECTION, of the
offender from the game.
The penalty for violations by a manager, coach or other team official shall be
For a first offense, the offender may be warned.
For a second offense, or if a first offense is considered serious enough by the
umpire, the offender is EJECTED.
Note: In the event the Head Coach is ejected from a game, he shall submit to the umpire the
name of the person who is to assume the Head Coach duties for the remainder of the game
A player REMOVED from the game may sit on the bench but shall not participate further in
the game except as a coach.
An adult athlete, manager, coach, or other team official EJECTED from the game, shall go
directly to the dressing room for the remainder of the game, or leave the grounds. NOTE: An
athlete or minor partner may remain in the dugout if there is no team representative or
delegate to escort them away from the grounds. If they remain in the dugout and participate
in any way, the result is the forfeiture of the game.
Failure of a person so REMOVED, or EJECTED, to leave the game immediately, will warrant a
forfeiture of the game.
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14. COACHES, PLAYERS, & SUBSTITUTES
Coaches
The Head Coach is responsible for signing the line-up card.
Coaches must be neatly attired, including the wearing of suitable footwear, or dressed in
team uniform in accordance with the color code of the team. If a coach wears a cap, it must
be approved headwear.
An offensive team coach (base coach) is an eligible member of the team at bat who takes his
place on the field, within the coach’s box.
Two coaches are allowed to give words of assistance and direction to the members
of their team while at bat.
One shall be stationed near first base and one near third base and they are
obligated to stay within the confines of their respective coach’s box.
Exception: A coach may leave the coach’s box to signal a runner to slide, advance
or return to a base, or move out of a fielder’s way, as long as he does not interfere
with the play.
A base coach may address only his own team members.
One coach can have in his possession in the coach’s box, a score book, pen or pencil
and an indicator, all of which shall be used for score keeping or record keeping
purposes only
A defensive team coach/manager is an eligible member of the team in the field, who may be
either a non-playing coach who remains in the dugout, or a playing coach who takes his place
on the field. This coach may give direction and assistance to his team while they are playing
defense.
Coaches may not use language that will reflect negatively upon players, umpires or
spectators.
No communication equipment is allowed between:
The coaches on the field;
The coaches and the dugout;
The coaches and any player;
The spectator area and the field, including the dugout, coaches and players
Effect: Any infraction shall result on a warning for the first occurrence. Any subsequent
infraction by a coach/manager of the same team shall result in the ejection of that
coach/manager.
Line-Up Cards and Rosters
Official line-up cards are to be completed and submitted to the Official Scorerand the home
plate umpire, at the start of each game. The plate umpire retains the card for the duration of
the game.
A player’s name shall not be on the starting line-up, unless the player is present
in the team area and in uniform.
All available substitutes should be listed in the designated place, by their last
name, first name and uniform number.
Eligible roster members may be added to the available substitute list at any
time during the game.
The name of the head coach/manager must be listed on the line-up card.
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Unified: Athletes (designated by an “A”) and Unified partners (designated by a “P”)
must alternate on the line-up card/roster.
Players
A team shall consist of players in the following positions:
Ten players: pitcher (F1), catcher (F2), first baseman (F3), second baseman (F4),
third baseman (F5), shortstop (F6), left fielder (F7), left center fielder (F8), right
fielder (F9) and right center fielder (F10).
With Extra Player (EP). Eleven players: same as slow pitch plus an EP who bats in
the line-up.
Unified: Ten players – (five athletes and five partners) with the following
positioning requirements: two athletes and two partners in both the infield and the
outfield, and one athlete and one partner as pitcher or catcher.
Unified with Extra Players (EP). Twelve players – six athletes and six partners: same
as Unified plus two EP’s who bat in the line-up.
Note: Players of the team in the field may be stationed anywhere on fair territory, except the catcher,
who must be in the catcher's box, and the pitcher, who must be in a legal pitching position at the start
of each pitch.
Shorthanded Rule
To start a game:
A game may begin or finish with one less than required to start with an
automatic out taken in the sport of the shorthanded player.
The vacant position must be listed last in the batting order.
An out will be recorded when the vacant position in the batting order is
scheduled to bat.
(Unified) If a team plays shorthanded with either three in the infield or outfield, at least two of
the three must be athletes and at least one of the three must be a partner
To continue a game once started with a full team listed on the line-up card:
If a team begins play with the required number of players as listed, that team
may continue a game with one less player than is currently in the line-up
whenever a player leaves the game for any reason other than ejection. Under
no circumstances shall a team be permitted to bat less than nine.
If playing shorthanded, and a substitute arrives, the substitute must be
inserted immediately into the vacant spot. If the substitute refuses to enter for
any reason, that player becomes ineligible for the remainder of the game.
If another player arrives, of the correct designation (athlete/partner), that
player must be inserted into the line-up in the vacant spot by alternating
athlete/partner.
If the player leaving the game is a runner or batter, the runner or batter shall
be declared out.
When the player who has left the game is scheduled to bat, an out shall be
declared for each turn at bat. An inning or the game can end with an automatic
out.
The player who has left the game cannot return to the line-up.
The batting order must still alternate and the defensive positioning remains as
required. Rule 4, Section 1C, Rule 7, Section 2D
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Exception: A player who has left the game under the blood rule may return even
after missing a turn at bat.
Effect - Failure to have the required number of eligible players to start or continue a game will
result in a forfeit
A team must have the required number of players present in the team area to start or
continue a game.
Exception: (UNIFIED) A team may play with an uneven number of athletes and partner as long as
there are more athletes.
Effect- Sec. 3b: The game is forfeited.
EXCEPTION: (UNIFIED) When there are legal numbers of athletes and Unified partners, the game
is not forfeited, but an out must be declared when two athletes or Unified partners bat back-toback.
Starting Players
A starting player shall be official when the line-up card is inspected, and approved, by the plate
umpire and team representative at the pre-game meeting.
The names may be entered on the official line-up card in advance of this meeting.
However, in case of injury or illness, changes may be made at the pre-game meeting with the
umpires. A listed substitute may take the place of a player whose name is in his team’s
batting order. He would then be considered the starting player.
The player so replaced at the meeting could enter the game, as a substitute, at any time later
in the game.
Extra Player
An "EXTRA PLAYER," referred to as an "EP" is optional, but if one is used, it must be made
known prior to the start of the game, and the player’s name listed on the line-up card as one
of the eleven hitters in the batting order.
If the EP is used, he must be used the entire game. c. If an EP is used, all eleven must bat and
any ten can play defense. Defensive positions can be changed, but the batting order must
remain the same.
(UNIFIED) If two EP’s are used, all twelve must bat and any ten (five athletes and five partners)
may play defense. Defensive positioning may change as long as the Unified positioning is
followed. The batting order must remain the same throughout the game.
EXCEPTION: If a team cannot complete the game with two EP’s, they may continue with only the
athlete EP, but an out must be automatically recorded when the missing Unified partner EP is
due to bat.
The EP must remain in the same position in the batting order for the entire game.
The starting EP may re-enter the game one time after having been substituted, as long as he
returns to the position in the batting order that he occupied when he left the game, other
than as a Replacement Player.
Effect – Sec. 6a-f: When a team violates any of the above provisions (except Sec. 6d), or uses an Illegal
EP, the player in violation shall be ejected.
Re-Entry
Any player may be substituted or replaced and re-entered once, provided such players occupy
the same batting position whenever they are in the line-up.
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Exception: If the starting player (currently not in the line-up) is brought into the line-up as a
Replacement Player.
Note: The original player and the substitute(s) cannot be in the line-up at the same time.
If a manager/coach removes a substitute from the game and re-enters the same substitute
later in the game, this is not considered an Illegal Re-Entry.
When a starting player re-enters the game and occupies a different position in the offensive
line-up, it is considered an Illegal Re-entry.
Effect:
Violation of the re-entry rule is handled as an appeal, which may be made at any
time while the Illegal Substitute is in the game.
The appeal need not be made prior to the next pitch; however, all plays that
occurred while the Illegal Substitute was in the game shall stand.
The penalty for an Illegal Re-Entry is: the ejection of both the manager/coach
(whose name appears on the line-up card) and the Illegal Substitute.
NOTE: If the Illegal Re-Entry also violates the unreported substitute ruling
(Rule 4, Sec 8g) those penalties would also be in effect.
The name of the new coach who is to assume responsibility for the team must
be provided to the umpire.
Substitutes/Illegal Player
A substitute may take the place of a player whose name is in his team’s batting order. The following
regulations govern player substitutions.
The coach or team representative of the team making the substitution shall immediately
notify the plate umpire at the time the substitute enters. The plate umpire shall report the
change to the scorer. A substitute is not officially in the game until a pitch has been thrown
or a play made.
If a substitute enters the game without reporting, and after a pitch has been thrown (legal or
illegal), or after a play has been made, the player will be “Declared Ineligible” when
discovered. The use of an unreported substitute, an illegal substitute, an unannounced
replacement player, or the unannounced return of a withdrawn player, under the
Replacement Player Rule, is handled as an appeal by the offended team and must be brought
to the attention of the umpire while such player is in the game. If the team manager or the
player in violation informs the umpire prior to the offended team’s appeal, there is no
violation regardless of how long the player or players were illegally in the game. All action
prior to the discovery is legal. If the team in violation has no substitutes to replace the player
“Declared Ineligible” (or if the starter has re-entered one time), the game is forfeited.
Exception (8b)
If an Unreported Substitution on offense bats and reaches base safely, and
then is discovered and appealed before a pitch to the next batter, or if at the
end of the game and before the umpires leave the field, all runners (including
the batter) will return to the base occupied on the batted ball, and the
Unreported Substitute is called out. All outs that occur on this play will stand.
If the Substitute is an Illegal Player for any reason, the substitute will be
subject to the penalty for that violation.
Note: The use of an Illegal Substitute, an unannounced Replacement Player, or the
unannounced return of a withdrawn player under the Replacement Player rule, is an appeal
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play that must be brought to the attention of the umpire by the offended team, while the
Illegal Substitute, or player in violation of the Replacement Player rule, is in the game.
Any player may be substituted from the game during any dead ball.
If an injury to a batter-runner (or runner) prevents them from proceeding to an awarded
base, and the ball is dead, the batter-runner (or runner) may be substituted for. The
substitute will be allowed to proceed to any awarded base(s). The substitute must legally
touch any awarded or missed base(s) not previously touched.
A player substituted from the game shall not participate in the game again, except as a coach.
Exception: The starting line-up may re-enter once only.
Multiple substitutions can be made for the player listed on the starting line-up, but no
substitute can return to the game after being withdrawn from the line-up, except as a
Replacement Player or Courtesy Runner.
Note: The provisions not apply in the event of the required use of a “Replacement Player,” unless
such player is legally appealed for failure to report to the umpire.
An Illegal Player is a player who takes a position in the line-up, either on offense or defense,
who does not have a legal right to that position. A player will not violate the Illegal Player
rule until one pitch (legal or illegal) has been thrown or a play made.
Effect: Illegal Players Include:
Illegal Pitcher: An illegal pitcher is a player who returns to pitch after being removed from
the pitching position by the umpire. PENALTY: Once discovered, the Illegal Pitcher shall be
declared ineligible.
Note: A pitcher, who has been removed from the pitching position as a result of the
defensive team exceeding their limit of charged conferences, or for pitching with excessive
speed, may re-enter, but not as a pitcher.
Illegal Runner: An Illegal Runner occurs when the offensive team places a player already in
the line-up as a runner for another offensive runner.
Illegal re-entry/unreported substitute: An illegal re-entry occurs:
A starting player re-turns to the game a second time after being substituted
twice.
A starting player re-turns to the game, but is not in his starting position in the
batting order.
Effect: Any action that occurs while the Unreported Substitute/Illegal Player is in the game
is governed as follows:
OFFENSE: If the Illegal player/Unreported Substitute is discovered by the defense:
While the illegal player is at bat, the Illegal Player is “Declared
Ineligible”, and a replacement shall resume the ball and strike
count. Any advance of runners while the Illegal Player is at bat,
shall be legal
After the Illegal Player has completed a turn at bat, and before the
next legal or illegal pitch, before the defensive team has left the
field, or before the umpires have left the game, the Illegal Player is
called out and “Declared Ineligible.” Any advance of runners as a
result of the Illegal Player becoming a batter-runner is nullified.
Any additional outs that were recorded on the play will stand.
53

VERSION: June 2018
© Special Olympics, Inc., 2018
All rights reserved

SOFTBALL
SPORT RULES

After the Illegal Player has completed a turn at bat, and after the
next legal or illegal pitch, or after the defense has left the field, the
Illegal Player is “Declared Ineligible.” If still on base, a legal
substitute will take that base. Any advance of runners as a result of
the Illegal Player becoming a batter-runner is legal.
If the player is in the game illegally as a runner, and it is brought to
the attention of the umpire before the next legal or illegal pitch
has been thrown or a play made, this is a correctable situation.
If the player is in the game illegally as a runner, and is discovered
after a legal or illegal pitch has been thrown, or a play made, the
player is “Declared Ineligible” and replaced on the base. Any
advance of the runner(s) is legal.
DEFENSE: If the Illegal Player/Unreported Substitute is discovered by the offense:
After the Illegal Player makes a play and before the next legal or
illegal pitch, before the defense has left the field, and before the
umpires have left the game, the Illegal Player Is ”Declared Ineligible
and the offensive team has the option of:
14.7.10.2.6.1.
Taking the result of the play, or
14.7.10.2.6.2.
Having the last batter return and assume the ball and
strike count the batter had, prior to the discovery of the
Illegal Player. Each runner would return to the base
occupied prior to the play.
After a legal or illegal pitch to the next batter, the Illegal Player is
“Declared Ineligible”, and all play stands.
Note: The provisions
Note 1: Should an Ineligible Player return to the game; it is declared a forfeit in favor of the
team not at fault.
Note 2: After an upheld appeal for an unreported substitute or an illegal re-entry, the
original starting player or his substitute is considered to have left the game.
Disqualified or Ejected Participant
A disqualified player is prohibited from playing but can remain in the team area or serve
as a coach.
Effect: If found playing, the game is forfeited.
An ejected adult Unified partner must leave the grounds and have no contact with the
umpires or participants in the game.
Effect: The Game is forfeited
Any arguing on the judgment of balls and strikes or judgement calls for plays in the field will
constitute a team warning.
Effect: Any repeat offense shall result in the ejection of that team member
If a player is disqualified a team can play shorthanded, however if a player is ejected and the
team does not have enough players, play cannot continue.
Effect: The game is forfeited.
Disputed Calls
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Any team member disputing any judgment decision by an umpire will constitute a team
warning. Any repeat offense shall result in the ejection of that team member.
Dugout Conduct
Coaches, players, substitutes or other bench personnel shall not be outside the designated
dugout area, except when the rules allow or when considered justified by the umpire.
Note: This includes players other than the on-deck batter (who must remain in the on-deck circle) at
the start of the game, between innings, or when a pitcher is warming up.
There shall be no tobacco use in the designated dugout area.
Effect – Sec. 13.19: The first offence is a team warning. Any repeat offence shall result in the ejection
of that team member.
15. REPLACEMENT PLAYER
Replacement Player
In the event of any player bleeding during the game, that player must be withdrawn from the game if
the bleeding cannot be stopped within a reasonable time, or his uniform becomes covered with
blood. The withdrawn player shall not return to the game until all bleeding ceases, the injury cleaned
and covered and, if necessary, his uniform replaced.
Note: If a change of number is required due to the new uniform shirt, there is no penalty, but the
umpire should be notified of the new number.
The withdrawn player shall be replaced by a Replacement Player, who may act for the
withdrawn player for the remainder of the inning in progress (i.e., until the end of the inning
of the team batting second), AND for the following complete inning.
The umpire MUST be advised that a Replacement Player is entering the game.
Effect:
The use of an ineligible” Replacement Player” shall be considered an Illegal ReEntry with the relevant penalties to apply.
Failure to notify the umpire of the use of a “Replacement Player” shall, upon a legal
appeal, subject the player to the provisions of the “Unreported Substitute” rule
The Replacement Player shall be permitted to bat in the turn of the withdrawn player and
field for the withdrawn player under all circumstances that would apply to the withdrawn
player.
The withdrawn player may return to the game at any time during the period of time as
described in (a) above without being treated as a substitution.
The umpire MUST be advised that the withdrawn player is returning to the game.
Effect:
Should the withdrawn player not be able to return to the game after being out for
the time described in (a) above, the Replacement Player must be treated as a
substitute in accordance with the provisions of the substitute rule.
If the replacement player is one who has previously been in the game, then he must
be replaced by a legal substitute who has not yet been in the game.
Should the team not have a legal substitute available to meet the requirements of
the shorthanded rule, the game will be forfeited.
Failure to notify the umpire of the return of the withdrawn player shall, upon a
legal appeal, subject the player to the provisions of the Unreported Substitute rule
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The withdrawn player may subsequently re-enter the game after the expiration of the time
described in (a) above, subject to the provisions of the Re-entry rule.
(UNIFIED) When a “Replacement Player” is used, the player must be of the same designation
(athlete/partner) as the injured and bleeding player.
The use of a “Replacement Player” is not subject to the provisions of the “Substitute Rule”
(except when unannounced to the umpire), provided the “Withdrawn Player” returns to the
game within the time permitted.
16. Protest Procedures
Protests that will not be received
Protests shall not be received, or considered, if they are based solely on a decision involving the
accuracy of judgment on the part of an umpire, or if the team lodging the protest won the game.
Examples of protest that will not be considered are
Whether a batted ball was fair, or foul.
Whether a runner was safe, or out.
Whether a pitched ball was a strike, or a ball.
Whether a pitch was legal, or illegal.
Whether a runner did, or did not, touch a base.
Whether a runner left the base too soon on a caught fly ball.
Whether a fly ball was, or was not, caught legally.
Whether it was, or was not, an Infield Fly.
Whether there was, or was not, an interference.
Whether there was, or was not, an obstruction.
Whether a player, or live ball, did or did not, enter a dead ball area, or touch some object or
person in a dead ball area.
Whether a batted ball did, or did not, clear the fence in flight.
Whether the field is fit to continue, or resume, play.
Whether there is sufficient light to continue play.
Any other matter involving only the accuracy of the umpire's judgment.
Protests That Will be Received
Protests that shall be received and considered include matters of the following types
Misinterpretation of a playing rule.
Failure of an umpire to apply the correct rule to a given situation.
Failure to impose the correct penalty for a given violation.
Note:
Protests for the above must be made before the next pitch, or before all infielders
have left fair territory or, if on the last play of the game, before the umpires leave
the playing field.
After one pitch has been thrown (legal or illegal), no change can be made on any
umpire’s ruling
Eligibility of a team roster member.
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Note: Protests for the above are to be submitted to the appropriate authority (not the
umpires) and may be made at any time, subject to the provisions of Rule 11 Section 5.
d. Should a policy of meaningful inclusion be enforced, whereby every eligible and ablebodied athlete and/or Unified partner participate in each game, a coach can file a protest if
the opposing team did not follow the policy. Exception: if the coach notified the opposing
team, umpire and scorekeeper prior to or during the game that the athlete or Unified partner
would not participate. Protest (i.e. due to medical reasons) would follow procedures in
accordance with Article I, with penalties and consequences to be determined by the Sports
Rules Committee, Games Rules Committee or Games Management Team
Protests Involving Judgment and Interpretation of Rule
Protests may involve both a matter of judgment and the interpretations of a rule.
An example of a situation of this type follows:
With one out and the runners on second and third bases, the batter flied out. The
runner on third tagged up after the catch, the player on second did not. The runner
on third crossed the plate before the ball was played at second base for the third
out. The umpire did not allow the run to score. The questions as to whether the
runners left their bases before the catch and whether the play at second was made
before the player on third crossed the plate are solely matters of judgment and are
not grounds for protest. The failure of the umpire to allow the run to score was a
misinterpretation of a playing rule and was a proper subject for protest.
Notification of Intent to Lodge Protest
The notification of intent to protest must be made immediately before the next pitch. (EXCEPTION):
Player ineligibility.
The manager, or acting manager, of the protesting team shall immediately notify the plate
umpire that the game is being continued under protest. The plate umpire shall, in turn, notify
the opposing manager and official scorekeeper.
All interested parties shall take notice of the conditions surrounding the making of the
decision that will aid in the correct determination of the issue.
Note: On appeal plays, the appeal must be made before the next pitch, legal or illegal or before the
defensive team has left the field. For the purpose of this rule, the defensive team has "left the field"
when the pitcher and all players have left fair territory, on the way to the bench or dugout area.
Time to Lodge an Official Protest
The official written protest must be filed within a reasonable time.
In the absence of a league or tournament rule fixing the time limit for filing a protest, a
protest should be considered if filed within a reasonable time, depending upon the nature of
the case and the difficulty for obtaining the information on which to base the protest.
Within 30 minutes after the umpires have left the playing field is generally considered a
reasonable time.
Information Required for Written Protest
The formal written protest should contain the following information.
The date, time and place of the game.
The names of the umpires and scorers.
The rule and section of the Official Rules, or local rules, under which the protest is made.
The decision and conditions surrounding the making of the decision.
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All essential facts involved in the matter protested.
Result of Protest
The decision made on a protested game must result in one of the following
The protest is found invalid and the game score stands as played.
When a protest is allowed for misinterpretation of a playing rule, the game is replayed from
the point at which the incorrect decision was made, with the decision corrected.
When a protest for ineligibility of a team roster member is allowed, the game shall be
forfeited by the offending team.
17. DIVISIONING
Teams will be divisioned according to:
Scores compiled from each athlete’s score on the four Softball Skills Assessment Tests (SATs)
of Base Running, Throwing, Fielding and Batting. These tests are for player/team assessment
only and are not competition events for medals and ribbons. (Information regarding these
Softball Skill Assessment Tests follow in Section C).
A classification/preliminary pool play round of games
Coaches shall submit a Softball Skills Assessment Test Score for each player on their rosters prior to
the competition.
The “team score” shall be determined by adding the top 12 players’ scores and then dividing that
total by 12.
Teams are initially grouped in preliminary divisions according to their SAT team score and input from
coaches. A classification/preliminary pool play round of games shall then be conducted as a means of
finalizing the divisioning process.
In the classification/preliminary pool play round, teams will play one or more games. The length or
amount of time for each game shall be no less than 60 minutes and no longer than 75 minutes, based
upon the overall event schedule capacity. Each team shall be required to play all eligible and ablebodied players whose scores were used to determine the “team score.” Both teams shall be required
to play each player at least one half-inning in the field and provide each player at least one at-bat.
Teams shall play to the best of their ability levels during all games, including games in the
classification/preliminary round. Should teams not follow this protocol, teams shall be warned they
may be in violation of the Maximum Effort policy. If teams continue to circumvent the Maximum
Effort policy, penalties may be levied upon the head coach, any assistant coach and/or players.
Procedures for enforcing Maximum Effort and any corresponding penalties should be determined
and communicated to teams prior to the beginning of the competition
18. Awards
See Sport Rules Article 1
The shortening of a competition due to inclement weather or other unforeseen conditions may
require the Games Management Team or Competition Committee to modify the awarding of medals,
ribbons, and trophies at their discretion.
Tiebreakers
Within pool play and/or medal round competition, the following criteria should be used in the
following order to determine final placement of teams for awards:
Head-to-Head record
Runs against vs. tied teams only
Runs against vs. pool/division
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Coin toss
19. Unified Sports
The roster shall contain a proportionate number of athletes and partners. There shall never be more
partners than athletes.
During competition, the line-up shall never exceed five athletes and five partners (six athletes and six
partners if the EP is used) at any time. Failure to adhere to the required ratio results in a forfeit.
Exception: When a team is playing with fewer partners than athletes under the shorthanded rule
(14.3.2)
Each team shall have an adult non-playing coach responsible for the lineup and conduct of the team
during competition.
The batting order shall be an alternation of athletes and partners.
During competition, the position requirements are as follows: two athletes and two partners in both
the infield and the outfield, and one athlete and one partner as pitcher and catcher.
20. GLOSSARY OF TERMS
Altered Bat:
a.

A bat is altered when the physical structure of a legal bat has been changed. Examples of altering a bat
are: replacing the handle of a metal bat with a wooden or other type handle, inserting material inside
the bat, applying excessive tape (more than two layers) to the bat grip, or painting a bat at the top or
bottom for other than identification purposes. Replacing the grip with another legal grip is not
considered altering the bat. A "flare" or "cone" grip attached to the bat is considered an altered bat.

b. Engraved identification “ID” marking on the knob end only of a metal bat is not considered an altered
bat. Engraved “ID” marking on the barrel end of a metal bat is considered an altered bat. Laser marking
for “ID” purposes anywhere on the bat is not considered an altered bat.
Appeal Play:
A live or dead ball appeal is a play or situation on which an umpire cannot make a decision unless requested by a
manager, coach or player of the non-offending team. A coach or manager may only make a dead ball appeal and
only after stepping onto the playing field.
If made by a fielder, the fielder must be in the infield when making the appeal. The appeal may not be made
after anyone of the following has occurred.
a.

A legal pitch has been thrown or an illegal pitch has been called.
Exception:
1. An appeal for the use of an Illegal Substitute, Illegal Re-entry, a Replacement Player or
Withdrawn Player (either leaving or returning to the line-up under the Replacement Player
Rule) and not reporting to the umpire can be made anytime while such player is still in the
game.
2. An appeal for runners switching positions on the bases they occupied may be made at any
time until all such runners are in the dugout or the half- inning is over.

b. The pitcher and all defensive players have left fair territory; or
c.
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These are the types of appeals:
1. Missing a base
2. Leaving a base on a caught fly ball before the ball is first touched
3. Batting out-of-order
4. Attempting to advance to second base after making a turn at first base
5. Illegal substitutions
6. The use of unannounced players under the Replacement Player Rule
7. Illegal re-entry
8. Runners switching positions on the bases they occupied.
Ball Compression:
Ball Compression is the “Load force” in kilograms (pounds) required to compress a softball 6.5mm (0.25
inches) when measured in accordance with the ASTM (American Society for Testing Measurements) test
method for measuring compression-displacement of softballs.
Ball Cor.:
The Coefficient of Restitution of a softball when measured with the ASTM (American Society for
Testing Measurements) test method for measuring the Coefficient of Restitution of softballs.
Base:
There are four bases that are to be used during competition; first, second, third and home plate. In
addition, there is a double base approved for use at first base, as well as a (baserunner’s) home plate.
Base Line:
A Base Line is a direct line between bases.
Base on Balls:
A base on balls occurs when four pitches are judged by the plate umpire to be balls, including illegal
pitches. The batter is awarded first base. This is sometimes referred to as a Walk. Effect: The ball is dead.
Base Path:
A base path is a direct line between a base and the runner’s position at the time a defensive player is
attempting (or about to attempt) to tag a runner.
Baserunner’s (Second) Home Plate:
Shall be placed in foul territory, eight feet from the back tip of home plate on a line extended from first
base. A line shall be drawn from third base to the safety home plate.
1. Defensive players can only touch home plate and runners can only touch the second home plate.
2. Runners must touch the second home plate located adjacent to the right-handed batter’s box in
order to be safe at home.
3. Runners tagged by a defensive player will not be out if past the commitment line.
4. Should a defensive player touch the second home plate and still touch the original home plate
before the runner reaches the second home plate, the runner would be out.
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5. If the runner touches the original home plate, the runner will be out and the ball will remain live
6. Once a runner passes the commitment line (20 foot marking), from a second home plate, the
runner cannot return to third base.
Effect: The runner will be called out if the runner returns, and the ball remains live.
7. If the runner has passed the commitment line, 20 foot marking, and continues to run on the
original foul line, and interferes with the fielder taking a throw at, or in contact with the original
home plate:
Effect: A dead ball should be declared and the runner is out.

Batted Ball:
A batted ball is any ball that hits the bat, or is hit by the bat, and lands either in fair or foul territory. No
intention to hit the ball is necessary.
Batter:
A batter is an offensive player who enters the batter’s box with the intention of aiding his team to
score runs. He continues to be a batter until he is either declared out by the umpire or he becomes a
batter-runner.
Batter’s Box:
The batter's box is the area to which the batter is restricted while in position with the intention of
helping his team to obtain runs. The lines are considered as being within the batter's box.
Batter-Runner:
A batter-runner is a player who has finished a turn at bat but has not yet been put out or touched first
base.
Batting Order:
The batting order is the official listing of offensive players in the order in which members of that team
must come to bat. When the line-up card is submitted, it shall also include each player's position.
Blocked Ball:
A blocked ball is a batted, thrown or pitched ball that:
1. Becomes lodged in the fencing, or
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2. Is touched, stopped or handled by a person not engaged in the game, or
3. Touches any object that is not part of the official equipment or playing area, or
4. Is a ground ball that is touched by a defensive player who is in contact with the ground that is not
part of the playing area.
Bunt:
A bunt is a batted ball not swung at, but intentionally met with the bat and tapped slowly within the
infield.
Catch:
A catch is a legally caught ball, which occurs when the fielder catches a batted or thrown ball with his
hand(s) or glove.
1. In establishing a valid catch, the fielder shall hold the ball long enough to prove the ball is securely
held and/or that the release of the ball is voluntary and intentional. If the player drops the ball
after reaching into the glove to remove it or while in the act of throwing, it is a valid catch.
2. If the ball is merely held in the fielder’s arm(s) or prevented from dropping to the ground by some
part of the fielder’s body, equipment, or clothing, the catch is not completed until the ball is in the
grasp of the fielder’s hand(s) or glove.
3. The fielder’s feet must be:
I. When moving toward the out-of-play line, the feet must either: (a) be within the playing area, (b)
touching the ‘out-of-play’ line or(c) both feet in the air after leaving the playing area, in order to
have a valid catch.
II. A player, who is in dead ball territory and returns to the playing area, must have both feet
touching the playable area. In order to have a legally caught ball
4. It is not a catch, if a fielder (while gaining control), collides with another player, umpire or a fence,
or falls to the ground and drops the ball as a result of the collision or falling to the ground.
5. A batted ball striking anything other than a defensive player while it is in flight is ruled the same as
if it struck the ground.
Catcher’s Box:
The catcher's box is that area within which the catcher must remain until the pitched ball is batted,
touches the ground, plate, or batter, or reaches the catcher's box. The lines are to be considered within
the catcher's box. The catcher is considered within the box except when touching the ground outside
the catcher's box.
Charged Conference:
A charged conference takes place when
1. Offensive Conference: The offensive team requests a suspension of play to allow the manager, or
other team representative, to confer with any member of their team.
2. Defensive Conference: The defensive team requests a suspension of play to allow

62

VERSION: June 2018
© Special Olympics, Inc., 2018
All rights reserved

SOFTBALL
SPORT RULES

I. A representative of the defensive team to enter the playing field to communicate with any
defensive player,
II. A fielder leaves his position and goes to the dugout and gives the umpire reason to believe that
he received instruction.
Note: It is not a charged conference if the coach/manager notifies the plate umpire of a change of
pitchers before or after crossing the foul line.
Chopped Ball:
A chopped hit ball is one at which the batter strikes downward with a chopping motion of the bat so
that the ball bounces high into the air.
Coach:
a.

A coach is a person who is responsible for the team’s actions on the field and he represents the team
in communications with the umpire and opposing team.

b. For the purpose of these rules, the manager of a team is considered to be the Head Coach.
Coach’s Box:
The area in which the two base coaches (one per box) are restricted to prior to the pitch.
Courtesy Runner:
A courtesy runner is any player who runs for a runner without a charged substitution.
Dead Ball:
A dead ball is one that
1. Touches any object that is not part of the official equipment or official playing area or a
player/person not engaged in the game,
2. Lodged in umpire’s gear or in an offensive player’s clothing, or
3. The umpire has ruled dead.
Defensive Team:
The defensive team is the team in the field.
Delayed Dead Ball:
A Delayed Dead Ball is game situation in which the ball remains alive until the conclusion of a play.
When the entire play is completed, the umpire shall rule a dead ball, and enforce the appropriate
ruling. (Refer to Rule 9, Sec. 3)
Dislodged Base:
A dislodged base is a base dislodged from its proper position.
Double Play:
A double play is a play by the defense in which two offensive players are legally put out as a result of
continuous action.
Dugout:
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An area in dead ball territory designated for players, coaches, bat boys or girls, and official
representatives of the team only. There shall be no smoking in this area.
Ejection from the Game:
Ejection is the act of any umpire ordering a player, official or any team member to leave the game and
the grounds for the duration of the game. An athlete or minor partner is allowed to remain in the
dugout ONLY if there is no team representative or delegate to assist them away from the grounds.
Fair Ball:
A fair ball is a legally batted ball which
1. Settles or is touched on or over fair territory between home and first base or between home and
third base.
2. Bounds past first or third base on or over fair territory, regardless of where the ball hits after going
over the base.
Touches first, second or third base.
3. While on or over fair territory touches the person or clothing of an umpire or player.
4. First falls on fair territory beyond first and third base.
5. While over fair territory, passes out of the playing field beyond the outfield fence.
6. Hits the foul line pole on the fly.
Note:
1. A fair fly shall be judged according to the relative position of the ball and the foul line, including the
foul pole, and not as to whether the fielder is on fair or foul territory at the time of touching the
ball. It does not matter whether the ball first touches fair or foul territory, as long as it does not
touch anything foreign to the natural ground in foul territory and complies with all other aspects of
a fair ball.
2. The position of the ball at the time of interference determines whether the ball is fair or foul,
regardless if the ball rolls untouched to foul or fair territory.
Fair Territory:
Fair territory is that part of the playing field within, and including, the first and third base foul lines
from home base to the bottom of the extreme playing field fence and perpendicularly upwards.
Fake Tag:
A ‘fake tag’ is a form of obstruction on a runner, while advancing or returning to a base, by a fielder
who is not in possession of the ball, and that impedes the progress of the runner. The runner does not
have to stop or slide. Merely slowing down when a fake tag is simulated would constitute obstruction.
Fielder:
A fielder is any defensive player of the team on the field.
Fly Ball:
A fly ball is any ball batted into the air.
Force Out:
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A force-out is an out which can be made only when a runner loses the right to the base which he is
occupying because the batter becomes a batter-runner, and before the batter-runner or a succeeding
runner has been put out. On an appeal play the force out is determined at the time the appeal is made;
not at the time of the infraction.
Forfeit:
A forfeit is the act of the plate umpire ruling that the game is over by declaring the non-offending team
the winner.
Foul Ball:
A foul ball is a legally batted ball which:
1. Settles on foul territory between home and first base or between home and third base.
2. Bounds past first or third on or over foul territory.
3. First touches on foul territory beyond first or third base.
4. While on or over foul territory touches the person, attached or detached equipment or clothing of
an umpire or player, or any object foreign to the natural ground.
5. Touches the batter or the bat in the batter’s hand(s) a second time while the batter is within the
batter's box.
6. Goes directly from the bat, not higher than the batter’s head, to any part of the catcher’s body or
equipment and is caught by another fielder.
7. Hits the pitcher’s plate and rolls untouched to foul territory before reaching first or third base.
Note:
1. A foul fly shall be judged according to the relative position of the ball and the foul line,
including the foul pole, and not as to whether the fielder is on fair or foul territory at the time
of touching the ball.
2. The position of the ball at the time of interference determines whether the ball is fair or foul,
regardless if the ball rolls untouched to foul or fair territory.
Foul Territory:
Foul territory is any part of the playing field that is not included in fair territory.
Foul Tip:
A foul tip is a batted ball which
1. Goes directly from the bat to the catcher's hands.
2. Goes not higher than the batter's head, and
3. Is legally caught by the catcher.
Note: It is not a foul tip unless caught; and any foul tip that is caught is a strike. The ball is dead. It is not
a catch if it is a rebound, unless the ball first touched the catcher's hand(s) or glove.
Helmet:
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a.

A helmet must have two ear flaps (one on each side) and shall be the type that has safety features equal
to or greater than those provided by the full plastic cap with padding on the inside. A liner covering the
ears only does not meet the rule specifications.

b. A helmet worn by a catcher may be the skull type without the earflaps.
c.

A helmet worn by a defensive player, other than the catcher does not need earflaps.

d. Any helmet that is cracked, broken, dented or altered shall be declared an illegal helmet and removed
from the game.
Home Team:
The home team is the team on whose grounds the game is played, or if the game is played on neutral
ground, the home team shall be designated by mutual agreement or by a flip of a coin.
Illegal Bat:
An illegal bat is one that does not meet the requirements of Rule 3. Sec. 1.
Illegal Extra Player:
An Illegal Extra Player is one who violates any of the provisions of Rule 4, Sec. 6.
Illegal Pitcher:
An Illegal Pitcher is a player legally in the game, but one who may not pitch as a result of
1. Being removed from the pitching position, by the umpire or the manager, as a result of the
defensive charged conference limit being exceeded, or
2. Being removed from the pitching position by the umpire, as a result of pitching with excessive
speed after a warning.
Illegal Player:
An illegal player is a player who takes a position in the line-up, either on offensive or defense, who has
not been reported to the plate umpire, including: These are the types of “Illegal Players”
1. A REPLACEMENT PLAYER entering the game (under the Replacement Player rule) without
reporting to the plate umpire.
2. A WITHDRAWN PLAYER (under the Replacement Player rule) returning to the game without
reporting to the plate umpire.
Illegal Re-Entry:
An Illegal Re-entry occurs when:
1. A starting player returns to the game a second time after twice being substituted.
2. A starting player returns to the game after being substituted but not in his original position in the
offensive line-up.
3. A substitute who has legally been in the game returns to the game after being replaced by either
the original starting player or another substitute.
Illegal Substitute:
An Illegal Substitute is a player who has entered the game without being announced to the umpire. He
may be:
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1. A substitute who has not previously been in the game;
2. An Illegal Player;
3. A declared Ineligible Player;
4. An Illegal Re-entry; or
5. An Illegal EP.
6. A replacement player who remains in the game as an unannounced substitute for a withdrawn
player who has not returned to the game within the time permitted under the provisions of the
replacement player rule.
Illegally Batted Ball:
An illegally batted ball occurs when the batter hits the ball fair or foul:
1. While his entire foot is completely out of the batter’s box, on the ground, when he makes contact
with the ball.
2. While any part of the batter’s foot is touching home plate, when he makes contact with the ball.
3. While contacting the ball with an illegal, non-approved, or altered bat.
4. After he steps with his entire foot out of the batter’s box, and returns to contact the ball while
inside the batter’s box.
Illegally Caught Ball:
An illegally caught ball occurs when a fielder catches a batted, thrown, or pitched ball with his cap,
mask, glove, or any part of his uniform while it is detached from its proper place.
Ineligible Player:
An Ineligible Player is a player who may no longer legally participate in the game, because the umpire
has removed him.
Ineligible Replacement Player:
An Ineligible Replacement Player is a player who may NOT enter the game to replace a player who must
leave the game to attend to an injury that has caused bleeding. An Ineligible Replacement Player is one
who:
1. Has been either removed or ejected from the game by the umpire for a violation of the rules.
2. Is in the current line-up.
In Flight:
In flight describes any batted, thrown, or pitched ball that has not yet touched the ground or some
object other than a fielder.
In Jeopardy:
In jeopardy is a term indicating that the ball is in play and an offensive player may be put out.
Infield:
The infield is that portion of the field in fair territory that includes areas normally covered by infielders.
Infielder:
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An infielder is a defensive player, including the pitcher and catcher, who is generally positioned
anywhere near or within the lines of the base paths forming fair territory. A player who normally plays
in the outfield may be considered an infielder if he moves into the area normally covered by infielders.
Infield Fly:
An Infield Fly is a fair fly ball (not including a line drive or an attempted bunt) that can be caught by an
infielder with ordinary effort when first and second, or first, second, and third bases are occupied,
before two are out. The pitcher, catcher, and any outfielder that positions himself in the infield on the
play shall be considered infielders for the purpose of this rule.
Note: When it seems apparent that a batted ball will be an infield fly, the umpire shall immediately
declare, "INFIELD FLY, IF FAIR-THE BATTER IS OUT," for the benefit of the runners. The ball is alive and
runners may advance at the risk of the ball being caught, or retouch and advance after the ball is
touched, the same as on any fly ball. If the hit becomes a foul ball, it is treated the same as any foul.
If a declared infield fly is allowed to fall untouched to the ground, and bounces foul before passing first
or third base, it is a foul ball. If a declared infield fly falls untouched to the ground outside the baseline,
and bounces fair before passing first or third base, it is an infield fly.
Inning:
An inning is that portion of a game within which the teams alternate on offense and defense, and in
which there are three outs for each team. A new inning begins immediately after the final out of the
previous inning.
Intentional Base on Balls:
An intentional base on balls occurs when the defensive team desires to place the batter on first base
without the requirement to deliver four pitched balls. This is referred to as an Intentional Walk. The ball
is dead.
Intentionally Dropped Fly Ball:
An intentionally dropped fly ball is a fair fly ball, including a line drive or a bunt, with less than two outs
and a runner on first base, which can be caught by an infielder with ordinary effort, and the infielder
intentionally drops, after it is controlled with a hand or a glove. A trapped ball or a fly ball allowed to
bounce shall not be considered as having been intentionally dropped.
Interference:
Interference is the act of:
1. An offensive player or team member that impedes, hinders, or confuses a defensive player
attempting to execute a play.
2. An umpire who impedes a catcher’s attempt to throw out a runner who is off the base.
3. An umpire being hit with a fair-batted ball prior to it passing an infielder, excluding the pitcher.
4. A spectator who reaches into the playing field and impedes a fielder playing the ball, or makes
contact with the ball that a fielder is attempting a play on.
Legal Touch (Tag):
A legal touch (tag) is the action of a fielder in touching (or tagging):
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1. A batter-runner or runner who is not in contact with a base, while it is securely held in a fielder's
hand or glove. The ball is not considered as having been securely held if it is juggled or dropped by
the fielder after touching (tagging) the runner, unless the runner deliberately knocks the ball from
the hand of the fielder. The runner must be touched (tagged) with the hand or glove with which
the ball is held.
2. A base with the ball securely held in his hand(s) or glove. The base may be touched (tagged) with
any part of the body to be a legal touch (tag), (e.g., the fielder could touch (tag) the base with a
foot, with a hand, sit on the base, etc.) This would apply on any force out or appeal situation.
Legally Caught Ball:
A legally caught ball occurs when a fielder catches a batted, thrown or pitched ball, provided it is not
caught in the fielder's cap, helmet, mask, protector, pocket, or other part of his uniform. It must be
caught and firmly held in the hand(s) or glove.
Line Drive:
A line drive is a ball in flight that is batted sharply and directly into the playing field.
Line-Up and Line-Up Card:
A line-up (batting order) is the list of players who are currently involved playing offensive and
defensive positions in the game, including the EP, if being used. The line-up card will contain
1. The last name, first name, position and uniform number of the starting players in the batting order
(line-up), and
2. The last name, first name and uniform number of available substitutes, and
3. The last name and first name of the manager.
4. (UNIFIED) Alternating Athletes and Partners must be identified with an A (Athlete) or P (Partner).
Note: If an incorrect uniform number is listed on the line-up card, it may be corrected and the game
continued with no penalty. If a player wearing an incorrect number violates any rule, the violation has
precedence and must be enforced. If the player remains in the game following the violation, then
correct the number and continue to play.
Obstruction:
a.

Obstruction is the act of:
1. A defensive player or team member that hinders or prevents a batter from striking or hitting a
pitched ball.

b. A fielder who impedes the progress of a runner or batter-runner who is legally running bases while:
1. not in possession of the ball, or
2. not in the act of fielding a batted ball, or
3. Making a fake tag without the ball, or
4. In possession of the ball and who pushes a runner off a base, or
5. In possession of the ball, but not in the act of making a play on the runner which intentionally
impedes the progress of that runner, while he is legally running the bases.
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Offensive Team:
The offensive team is the team at bat.
Official Equipment:
Official Equipment is considered to be any equipment (bats, gloves, helmets, etc.) in current use by the
defensive or offensive team in the course of play. Defensive equipment (gloves for example) left on
the field by the team playing offense would not be considered as Official Equipment.
On-Deck Batter:
The on-deck batter is the offensive player whose name follows the name of the batter in the batting
order.
On-Deck Circle:
The on-deck circle is that area closest to the player’s bench where the on-deck batter may warm-up or
takes practice swings, while waiting his turn to enter the batter’s box.
One Meter (Three Foot) Line:
The One-Meter (Three Foot) Line is the area the last half distance between home and first base where a
batter-runner must run to avoid being called out for interfering with a thrown ball from the home plate
area, or with a fielder’s attempt to take such a throw, while running to first base.
Option Play:
An Option Play is a play in which the offensive coach/manager is given the choice of taking the
enforcement of the illegal action or the result of the play. Such options include
1. Catcher obstruction
2. Use of illegal glove
3. Illegal substitution
4. Illegal pitch
5. Illegal pitcher returned to game and pitching
Outfield:
The outfield is that portion of the field that is outside the diamond formed by the baselines or the area
not normally covered by an infielder and within the foul lines beyond first and third bases, and
boundaries of the grounds.
Over-Slide:
An over-slide is the act of an offensive player when as a runner he over-slides a base he is attempting to
reach. It is usually caused when his momentum causes him to lose contact with the base, which then
causes him to be in jeopardy. The batter-runner may over-slide first base without being in jeopardy if he
immediately returns to that base.
Overthrow:
An overthrow is a play in which a ball is thrown from one fielder to another, resulting in the ball going
beyond the boundary lines of the playing field or becoming blocked.
Pitch:
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A pitch is the act performed by the pitcher in delivering the ball to the batter.
Note: If the pitch becomes blocked or goes out of play, one base is awarded all runners.
Pivot Foot:
The pivot foot is that foot which, when placed in contact with the pitcher’s plate by the pitcher, must
remain in contact with the pitcher’s plate until the pitched ball is released.
“Play Ball.”:
a.

"Play ball'' is the term used by the plate umpire to indicate that play shall begin or be resumed when
the pitcher holds the ball and is on or near the pitcher’s plate.

b. All defensive players, (except the catcher who must be in the catcher's box) must be in fair territory to
put the ball in play.
Pre-Game Meeting:
The pre-game meeting is a meeting held at the home plate area, at a pre-determined time, between
the umpires and the head coaches/managers or team representatives of the respective teams. This
meeting is held to:
1. a. Confirm and approve the line-ups of each team, and to distribute a copy to the opposition,
and
2. Review any special ground rules that may be applicable.
Protests:
A protest (separate from an appeal) is the action of a defensive or offensive team objecting to:
1. The interpretation or application of a playing rule by an umpire, or
2. The eligibility of a team roster member.

Quick Return Pitch:
A quick return pitch is one made by the pitcher with the obvious attempt to catch the batter off
balance. This would be before the batter takes his desired position in the batter's box or while he is still
off balance as a result of the previous pitch.
Re-Entry:
Re-entry is the act of any of the starting players, returning to the game after being legally or illegally
substituted.
Removal from the Game:
Removal is the act of the umpire declaring a player ineligible for further participation in the game as a
result of an infraction of the rules, other than ejection.
Note: Any Athlete (or Partner in Unified) so removed may continue to sit on the bench but shall not
participate further in the game except as a coach.
Replacement Player:
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a.

A Replacement Player is a player required to enter the game for a defined period of time to replace a
player who must leave the game to attend to an injury that is causing bleeding.

b. The Replacement Player may be:
1. A listed substitute who has not yet been in the game.
2. A listed substitute who has been in the game but subsequently substituted from the game. Or
3. A starting player who is no longer in the line-up and who is no longer eligible to re-enter the game
c.

A Replacement Player is not classified as a substitute, but must be reported to the umpire.

Runner:
A runner is a player of the team at bat who has finished a turn at bat, reached first base, and has not yet
been put out.
Starting Players:
Starting Players are the players listed on the official line-up given to the Umpire-In-Chief and/or the
plate umpire.
Stealing:
Stealing is the act of a runner attempting to advance during or after a pitch to the batter. Stealing is
not allowed in Special Olympics play.
Strike Zone:
The strike zone is that space over any part of home plate that is between the batter's back shoulder
and his knees when the batter assumes his natural batting stance.
Substitute:
A substitute is a player listed on the official line-up card, who is:
1. A non-starting player who has not been in the game, other than as a Replacement Player.
2. A starting player who has left the game and legally returns to the game.
Note:
1. This is referred to as a re-entry.
2. The player may only return to his previous position in the batting order.
Tagging Up:
Tagging up is the action of a runner returning to his base, or remaining on his base, before he legally
advances on a batted fly ball that is first touched by a fielder. Not to be confused with the action of a
fielder tagging a base or a runner.
Team Member:
A team member includes any person authorized to sit on the team bench.
Throw:
A throw is the act performed by a fielder when throwing the ball to another fielder.
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Note: If the throw becomes blocked or goes out-of-play, two bases are awarded all runners from the
last base touched at the time of the throw.
Time:
“Time” is the term used by the umpire to order the suspension of play during which the ball is dead.
Trapped Ball:
A trapped ball is
1. A legally batted fly ball or line drive that hits the ground or a fence prior to being caught.
2. A legally batted fly ball that is caught against a fence with the glove or bare hand.
3. A thrown ball to any base for a force out which is caught with the glove over the ball on the ground
rather than under the ball.
Triple Play:
A triple play is a continuous action play by the defense on which three offensive players are put out.
Turn at Bat:
A turn at bat begins when a player first enters the batter's box and continues until the batter is put out
or becomes a batter-runner.
Wild Throw:
A wild throw is a play in which a ball is thrown from one fielder to another, and cannot be caught or
controlled, is not blocked and remains in play.
Withdrawn Player:
A Withdrawn Player is a player forced to leave the game (line-up) in accordance with the
Replacement Player ruling.
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Softball Skills Assessment for Individuals
Name:
Jersey Number:
Team Name:
Delegation:

Individual Assessment for Team Play
A. Hitting
Skill

Athlete
Coach's Name:
Evaluator's Name:
Date of Evaluation:

Partner
/

/

(Score: 1=Never; 2=Rarely; 3=Sometimes; 4=Frequently; 5=Always)

Score

Enters batter's box
Assumes proper batting stance
Tracks pitches to bat
Makes good pitch selections to swing at
Knows pitch count and situations
Has good bat control
Can hit the ball with power
Can hit the ball/place the ball to all fields

TOTAL SCORE
B. Base Running
Skill

0

(Score: 1=Never; 2=Rarely; 3=Sometimes; 4=Frequently; 5=Always)

Score

Can run bases with speed (rate 1 as slow and 5 as fast)
Avoids fielders while running
Rounds a base without breaking stride
Slides into a base when needed
Reacts to a base coach's signs, signals and directions
Can track the batted ball and decides to stop or continue along base path

Tags up on caught fly balls

TOTAL SCORE
C. Fielding and Catching
Skill

0

(Score: 1=Never; 2=Rarely; 3=Sometimes; 4=Frequently; 5=Always)

Score

Cleanly fields a ground ball hit directly at them
Moves laterally to a ground ball and fields it cleanly
Catches a fly ball hit at them
Cathes a fly ball on the run
Can leap to catch a fly or thrown ball
Can move laterally/dive to field a hit or thrown ball
Can position themselves at a base to catch a thrown ball

TOTAL SCORE

0

Softball Skills Assessment for Individuals
Name:
Jersey Number:
Team Name:
Delegation:

Athlete
Coach's Name:
Evaluator's Name:
Date of Evaluation:

Individual Assessment for Team Play
D. Throwing
Skill

Partner
/

/

(Score: 1=Never; 2=Rarely; 3=Sometimes; 4=Frequently; 5=Always)

Score

Can properly grip a softball
Can throw a softball accurately
Can throw a softball with velocity
Can throw a softball for distance (ie. From outfield to home plate)
Knows where to throw the softball without coaching
Has a quick release when throwing softball

TOTAL SCORE
E. Game Awareness
Skill

0

(Score: 1=Never; 2=Rarely; 3=Sometimes; 4=Frequently; 5=Always)

Score

Player needs frequent coaching during game (rate 1 as often & 5 as seldom)

Player has understanding of most basic game situations
Player can make some plays without coaching; moderate game knowledge
Player can make most plays without coaching; advanced game knowledge

Player required minimal coaching and is aware of in-game situations
Player has exceptional understanding and provides in-game leadership

TOTAL SCORE
F. Pitching (Minimum of 2 pitchers)
Skill

0

(Score: 1=Never; 2=Rarely; 3=Sometimes; 4=Frequently; 5=Always)

Score

Remains in contact with pitching rubber
Pauses on the pitcher's plate prior to the pitch
Can maintain a legal pitch arc
Pitches with accuracy
Knows the count and makes appropriate pitch selection
Finish the pitch in fielding-ready position
Can move from the pitcher's plate to cover bases as needed
Makes sure team is ready prior to each pitch
Provides direction and leadership to team while pitching

TOTAL SCORE

0

(Maximum Score for non-pitchers = 170; Maximum Score for pitchers = 215)

Divide TOTAL SCORE by 5 to determine OVERALL RATING; Divide by 6 for Pitchers
OVERALL RATING:

0

Softball Team Assessment Form
Delegation:

Team Name:

Check One:

Traditional Team

Unified Team

Team Gender:

Male

Co-ed

Female

Summary of Individual Assessments
Name

Age Group*:

16 & Over

8 - 15

*For safety reasons, athletes and partners may only
play on teams in their own age bracket.

Please list players in order from highest to lowest Average Scores:

Jersey #

Athlete /
Partner

Hitting

Base
Running

Fielding &
Catching

Throwing

Game
Awareness

Pitching
(min 2
pitchers)

Instructions:

Make copies of this form as needed.
Local programs should keep a copy for their records.
Include this form with Area and State Softball Registration.
Transfer each player's score from their Softball Individual Assessment Form.
Record players from highest to lowest Average Score.
To calculate Team Total Score: Add the Average Scores for all team members.
To calculate Team Overall Rating: Divide the Team Total Score by the number of players on the team.
To calculate Top 5 Players' Average: Add the 5 highest scoring players' Average Scores and divide by 5. If Unified Team, add the top
2 partners and 3 athletes.
To calculate Bottom 5 Players' Average: Add the 5 lowest scoring players' Average Scores and divide by 5.
Note: If roster is less than 10 players, please still include bottom 5 players. If Unified Team, add the bottom 2 partners and 3 athletes.
Unified Teams ONLY: To calculate Unified Team Skill Spread: Subtract the lowest player's Average Score from the highest player's
Average Score. To be eligible for competition, the Skill Spread may not be higher than 3. (See SOAZ Unified Team Formation Rules.)
Determine team's Division according to Team's Overall Rating:
Traditional and 3 on 3 Teams: 6.6 to 8 = Division 1
5 to 6.5 = Division 2
3.6 to 4.9 = Division 3
2 to 3.5 = Division 4
Unified Teams: 7 to 8 = Division 1

Page ___ of ___

5 to 6.9 = Division 2

3 to 4.9 = Division 3

1.6 to 2.9 = Division 4 Training

Date this form was completed:

Total Score

Average
Score
(Total ÷ 6)

Unified Softball Training Team Assessment Form
Note: Only Unified Teams with athletes ranked lower than 1.6 (1.5 to 2.9)
or with a team Skill Spread greater than 3 should use this form.
Delegation:
Team Gender:

Team Name:
Male

Female

Summary of Individual Assessments
Name

Age Group*:

Co-ed

8 - 15

16 & Over

*For safety reasons, athletes and partners may only
play on teams in their own age bracket.

Please list athletes first, then partners; each in order from highest to lowest Average Scores:

Jersey #

Athlete /
Partner

Instructions:

Hitting

Base
Running

Fielding &
Catching

Throwing

Make copies of this form as needed.
Local programs should keep a copy for their records.
Include this form with Area and State Softball Competition Registration.
Unified Partners' information should be included on this form, but should not be used to calculate Team
Total Score or Rating.
Transfer each player's score from their Softball Individual Assessment Form.
LIST ATHLETES FIRST from lowest to highest Average Score.
Then list Partners from lowest to highest Average Score.
To calculate Team Total Score: Add the Average Scores for athletes only.
To calculate Team Overall Rating: Divide the Team Total Score by the number of athletes on the team.

Page ___ of ___

Date this form was completed:

Game
Awareness

Pitching
(min 2
pitchers)

Total Score

Average
Score
(Total ÷ 6)

UNIFIED VOLLEYBALL UNIT
HISTORY/ENVIRONMENT/CULTURAL INFLUENCES
WHEN:

1895

WHERE:

Massachusetts

WHO:

William G. Morgan

ORIGINAL GAME:
 They first used the bladder of a basketball, then an actual basketball.
 Then a leather ball was developed with a bladder.
 First they named it Mintonette. It was changed to volleyball by Professor Halstead.
 The 1st International Special Olympics Summer Games were held in Soldier Field in Chicago,
Illinois where 1,000 athletes with intellectual disabilities from 26 U.S. States and Canada
compete in track and field and swimming on July 19-20, 1968.
 Special Olympics Arizona was officially started in 1975, Phoenix, Arizona.
 Unified Sports® introduced to United States in mid-1980’s, a major focus in Arizona in 2008.
WHAT IS UNIFIED SPORTS®?
 Unified Sports® is a program which combines athletes with and without intellectual disabilities
to form sports teams for training and competition.
 Unified Sports® dramatically increase inclusion of people with intellectual disabilities in to the
community by breaking down historical barriers which kept these people apart.
 An estimated 50,000 athletes now participate worldwide in Unified Sports® programs in
cooperation with schools, civic association, Parks and Recreation departments, and other
community sports organizations.
 Unified Sports® is a program endorsed and developed by Special Olympics International.
 Unified Sports® presently includes athletics, swimming, basketball, bocce, bowling,
cheerleading, flag football, floor ball, badminton, golf, kayaking, soccer, softball, tennis and
volleyball with several other sports undergoing field testing.
HISTORY OF SPECIAL OLYMPICS UNIFIED SPORTS®
 The concept of Unified Sports®, originally called “Integrated Sports,” was brought to the
attention of Special Olympics Founder Eunice Kennedy Shriver at the 1983 Special Olympics
National Conference in Park City, Utah.
 The idea was generated through Special Olympics Massachusetts (SOMA) due to changes
occurring in the field of intellectual disabilities. Most of the agency director and leadership of
this period were interested in programs putting people with intellectual disabilities together with
people without disabilities. Social integration was the buzzword of that time period. It was in
this climate SOMA created an integrated softball tournament.
 Luckily for Special Olympics, Eunice Kennedy Shriver approved further research. The name
was changed from “Integrated Sports” to “Unified Sports®” and in 1989 she announced to the
world the endorsement of this new program.

Special Olympics Arizona (SOAZ)
Permission from PUSD #11

1

06.01.2011

CULTURAL INFLUENCES:
 Played worldwide.
 Youth, high school and collegiate programs encourage both male and female participation.
 People from all socio-economic backgrounds can play because basketball is an inexpensive
sport to play.
BENEFITS OF VOLLEYBALL:
 Health Benefits
 Increase energy level
 Increase cardiovascular endurance, strength, and flexibility
 Decrease risk of diseases (heart attack, stroke, cancer, diabetes)
 Decrease stress and tension levels
 Social Benefits
 Learn concepts of teamwork
 Learn to follow rules
 Learn discipline and commitment
 Social interaction with peers and/or friends
 Enjoyment
 Travel opportunities

SAFETY RULES:
Teachers/Coaches will provide adequate supervision as defined by Professional, Legal,
District, and Special Olympic Guidelines to ensure students behave properly in light of
any foreseeable dangers.
Listed below are the Guidelines:
 Misbehavior of any type must not be tolerated.
 Failure to act or improper action is grounds for liability.
 The greater the degree of danger, the higher the level of supervision should be.
 Students must never be left unattended, except in an emergency where the potential
harm is greater than the perceived risk to students. Even then, risk should be minimized
or responsibility transferred to another authorized person if the situation allows.
Points to remember:
 Teachers/Coaches should use the proper equipment and teach the athletes how to use and
perform all activities the “right” way the first time and every time.
 Teachers/Coaches should be aware of equipment problems and hazardous areas so as to
correct or avoid them.
 Teachers/Coaches should perform periodic safety inspections and preventative maintenance
on all equipment and playing field areas.
 Teachers/Coaches should review rules and stress the words “Let’s Play Safe Out There” on a
daily basis.
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SPECIAL OLYMPICS ARIZONA UNIFIED VOLLEYBALL OFFICIAL EVENT:
 Unified Sports® Team Competition
SPECIAL OLYMPICS VOLLEYBALL RULES:
 Please see Special Olympics Summer Sports Volleyball Rules.
 Please visit, www.SpecialOlympics.org, every January for a copy of updated International
Rules. Step by step instructions are listed in Unified Sports® Curriculum Coaches Manual.
UNIFIED SPORTS® RULES:
There are few differences in the rules for Unified Sports® competition as stipulated in the
Official Special Olympics Sports Rules Book and modifications outlined in the rules book.
The additions are highlighted below:
 A roster consists of a proportionate number of athletes and partners.
 An athlete is a person with intellectual disabilities.
 A partner is a person without intellectual disabilities.
 Teams are division for competition based primarily on ability.
 Team sports must have an adult, non-playing coach. Player-coaches are not allowed in
team sports.
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COURT DIMENSIONS AND EQUIPMENT:
Side
Line

Net

End
Line

Modified
service
line

COURT DIMENSIONS:
 Official Court Dimensions: 18 meters by 9 meters, surrounded by a free zone of a minimum of
3-meters wide on all sides. For Special Olympics World Games, the free zone shall measure a
minimum of 5 meters from sidelines and 8 meters from end lines.
 The service line may be moved closer to the net, but no closer than 4.5 meters,
(14 feet, 9 inches). Note: There will be no modifications for Special Olympics World Games.
 Net Height – 2.43 meters (7 feet, 11 5/8 inches) for men and coed and 2.24 meters,
(7 feet, 4 1/8 inches) for women.
VOLLEYBALL EQUIPMENT:
 A lighter weight, leather, modified volleyball may be used. The size of the ball should be no
larger than 81 centimeters (32 inches) in circumference and weight no more than 226 grams
(8 ounces). It should be as close as possible to the regulation-size volleyball. The specified
standard ball only will be used in Special Olympics World Games.
 Matching Team Uniforms (athletes wear even numbers, partners wear odd numbers).
DEFINITIONS:
Antenna

A flexible pole extended up from the net, attached as part of the net extension
to designate the outside boundaries of the court.

Attack Line The line across the court at three meters from the center. Back row players
may not attack a ball on or in front of this line.

Special Olympics Arizona (SOAZ)
Permission from PUSD #11

4

06.01.2011

DEFINITIONS CONTINUED:
Back Row
Attack

Back row player attacks the ball on or in front of the attack line.

Back Row
Block

Back row player blocks a ball at the net.

Ball In

Ball which lands on the court, on or inside of the boundary line.

Ball Out

Ball which lands outside of the court.

Base
Position

The designated position of an athlete at the time of the service.

Block

The skill of jumping at the net to stop a ball from entering your court.

Center Line The line directly under the net.
Contact,
Double

A violation in which a player hits the ball twice in succession or the ball contacts
various parts of his/her body in succession.

Contact,
A legal play which occurs during the team’s first hit, when successive contacts with
Successive various parts of the player’s body are permitted in a single action of playing the ball.
Contacts, A violation where as a player hits the ball two times consecutively.
ConsecutiveThere are exceptions to this rule see Special Olympics Rules.
Dead Ball

The ball is out of play, called by the officials.

Deciding
Set

The final (third or fifth) set to be played if the match is tied.

Dig

Usually the first reception by the team after an unblocked spike.

Divisioning A process to evaluate teams in an effort to achieve parity in competitive brackets
or pools.
Foot Fault

The server touches the end line at the same time as contacting the ball when serving.

Held Ball

A ball which is caught or thrown and not played cleanly.

Hitter or
Spiker

A player who attacks the ball with force to the opponent’s court.

Knee Pads Optional protective equipment to protect the knees of a player.
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DEFINITIONS CONTINUED:
Libero

A defensive specialist who only plays in a back row position; this player wears
a contrasting colored uniform and has several other restrictions.

Match

Predetermined number of sets.

Officials

First Referee: on the stand (R1); Second Referee: on the floor near the score table
(R2); scorekeeper; Libero tracker; line judges.

Overlap

Foul which occurs when players are in the incorrect rotation at the precise moment
of the serve.

Pancake

A play where a defensive player will put his/her hand palm down on the floor
to prevent the ball from hitting the floor.

Pass

Usually the first contact by a teammate to the setter.

Player
Act of the Libero either coming into or leaving the game.
Replacement
Playing
Captain

The player on the court who represents his/ her team and is the only team member
who can talk to the referee.

Points

Fifteen or twenty five points is required to win a set; in order to win, a team must be
at least two points ahead (Competition management may determine other limits
in certain situations).

Rally

The act of playing the ball back and forth over the net.

Rally
Scoring

Each play results in a point unless a replay is directed.

Red Card

A sanction resulting in the ejection of a player/coach from the set for rude
or unacceptable behavior with no point being awarded.

Replay

When an official instructs the team to play over the previous point due to an error
or other reasons.

Serve

The technique of putting the ball into play.

Setter

A player (usually the second team contact) who delivers the ball to a hitter.

Side Out/
Rotate

When the team wins the serve from the opposing team, the team will rotate
one position clockwise, often referred to as a Side Out.
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DEFINITIONS CONTINUED:
Spike

A hard driven ball into the opponent’s court, usually accomplished
by hitting the ball with an overhead arm swing.

Substitution The act by which a player enters a set to occupy the position of another player
who must leave the set.
Time-Out

A suspension of play requested by the playing captain or coach and granted by the R1.
The length of the time-out is governed by rule.

Touch

A ball touched by a player either intentionally or accidentally; both count as a Touch.

Yellow
Card

A warning to a player/coach for unacceptable behavior that results in a point
for the other team.
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1. GOVERNING RULES
The Official Special Olympics Sports Rules for Volleyball shall govern all Special Olympics competitions. As
an international sports program, Special Olympics has created these rules based upon Federation
Internationale de Volleyball (FIVB) Rules for volleyball found at http://www.fivb.org/. FIVB or National
Governing Body (NGB) rules shall be employed except when they are in conflict with the Official Special
Olympics Sports Rules for Volleyball or Article I. In such cases, the Official Special Olympics Sports Rules for
Volleyball shall apply.
Refer to Article 1, http://media.specialolympics.org/resources/sports-essentials/general/Sports-RulesArticle-1.pdf, for more information pertaining to Codes of Conduct, Training Standards, Medical and Safety
Requirements, Divisioning, Awards, Criteria for Advancement to Higher Levels of Competition, and Unified
Sports®.
2. OFFICIAL EVENTS
The range of events is intended to offer competition opportunities for athletes of all abilities. Programs
may determine the events offered and, if required, guidelines for the management of those events.
Coaches are responsible for providing training and event selection appropriate to each athlete’s skill and
interest.
The following is a list of official events available in Special Olympics:
2.1 Volleyball Juggle
2.2 Volleyball Pass
2.3 Volleyball Toss and Hit
2.4 Individual Skills Competition
2.5 Team Skills Volleyball
2.6 Team Competition
2.7 Unified Sports Team Competition
2.8 Modified Team Competition
3. COURT AND EQUIPMENT
3.1 Service Line
3.1.1 The service line may be moved closer to the net, but no closer than 4.5 meters (14 ft, 9 in).
Note: There will be no modifications for Special Olympics World Games.
3.2 Height of the Net
3.2.1 Male and Mixed Gender competition: 2.43 meters (7 ft, 11 5/8 in)
3.2.2 Female competition: 2.24 meters (7 ft, 4 1/8 in)
3.2.3 Unified Sports competition
3.2.3.1 Male and Coed competition: 2.43 meters (7 ft, 11 5/8 in)
3.2.3.2 Female competition: 2.24 meters (7 ft, 4 1/8 in)
3.3 Volleyball
3.3.1 A lighter weight, leather, modified volleyball may be used.
3.3.2 The size of the ball should be no larger than 81 centimeters (32 in) in circumference and
weigh no more than 226 grams (8 oz).
3.3.3 It should be as close as possible to the regulation-size volleyball.
3.3.4 The specified standard ball only will be used in Special Olympics World Games.
3
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3.4 Official Court Dimensions
3.4.1 18 meters by nine meters, surrounded by a free zone of a minimum of three meters wide on
all sides.
3.4.2 For Special Olympics World Games, the free zone shall measure a minimum of five meters
from sidelines and eight meters from end lines.
3.5 Players' Uniforms
3.5.1 The players’ jerseys must be numbered from 1 to 99. For Special Olympics World Games,
players’ jerseys must be numbered from 1 to 20.
3.5.2 The numbers must be a minimum of 15 centimeters (6 in) in height on the chest and a
minimum of 20 centimeters (8 in) in height on the back.
3.5.3 It is recommended (but not required) that the team captain have a stripe on his/her jersey
underlining the number on the chest.
3.5.4 The color and the design for the jerseys, shorts and socks must be uniform for the team
(except for the Libero). The uniforms must be clean.
4. TEAM COMPETITION RULES
4.1 Divisioning
4.1.1 Prior to competition, the head coach must submit the scores from the four Volleyball Skills
Assessment Tests (VSAT), i.e., serve, forearm pass, spike and bump-set, for each player on
his/her roster. (These tests are for player/team assessment only and are not competition
events for medals and ribbons. Information regarding the VSAT follows in Section D.)
4.1.2 The head coach also must identify his/her six best players in terms of their on-court playing
ability by placing a star next to their names on the roster.
4.1.3 A "team score" shall then be determined by adding the top eight players’ VSAT scores and
then dividing that total by eight.
4.1.4 Teams are initially grouped in divisions according to the VSAT team score.
4.1.5 A classification process shall then be conducted as a means of finalizing the divisioning
process. Suggestions for this process include, but are not limited to:
4.1.5.1 Playing classification rounds where teams will play one or more sets, with each set
lasting at least five minutes or 10 points, whichever comes first. Each team will be
required to play all team members.
4.1.5.2 Playing "pool play" rounds to establish divisions.
4.1.5.3 Tournament Directors are encouraged to require that all players on a roster
participate during the divisioning round for a minimum time or points as established
by the tournament committee.
4.2 Libero Player
4.2.1 Any team has the option to designate two Libero players on its roster for each match. There
are special rules if the Libero player is injured and cannot continue. The Libero jersey
number(s) must be placed on the lineup sheet for the first set of the match, in addition to the
numbers for the starting six players. The Libero player must wear a uniform of a different and
contrasting color and/or design than that of the rest of the team in order to be easily
recognized on the court.
4.2.2 Libero playing actions: The Libero is allowed to replace any player in a back-row position.
Libero is restricted to perform as a back-row player and is not allowed to complete an attack
hit from anywhere (including playing court and free zone) if at the moment of the contact,
the ball is entirely higher than the top of the net. A player may not complete an attack hit
4
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from higher than the top of the net if the ball is coming from an overhead finger pass by a
Libero in his/her front zone. The ball may be freely attacked if the Libero makes the same
action from behind the front zone.
4.2.3 Libero Replacements: When the Libero replaces a player in the back zone, it is not counted as
a substitution. Libero replacements are unlimited. Only the player whom the Libero replaced
may replace the Libero. Replacements may take place at the start of the set after the second
referee has checked the lineup or while the ball is out of play, before the first referee blows
the whistle for service.
4.3 Competition Adaptations (from FIVB Rules)
4.3.1 A time limit of 30 minutes may be established for each set (if time is limited).
4.3.2 Multiple substitutions will be allowed as follows (except for the Libero player):
4.3.2.1 Unlimited individual entries by a substitute within the team’s allowable 12
substitutions.
4.3.2.2 Maximum 12 team substitutions per set.
4.3.2.3 Unlimited number of players may substitute into a single position.
4.3.2.4 A player in the starting lineup may start a set and re-enter, but only in the same
position in which he/she started the set. Likewise, a substitute who has left the set
may re-enter, but only in the position he/she had previously played.
4.4 Bench Coaching
4.4.1.1 A coach is permitted to get up from the bench and move around as long as the coach
is not affecting the progress of the game. Coaching from behind the end line or the
sideline opposite the bench is prohibited.
4.4.1.2 A coach is permitted to assist the athlete to move in position for substitutions.
4.4.1.3 A coach is permitted to make a request for substitution. This request will be
recognized by the referee even if the player has not yet entered the substitution
zone.
4.5 Basic Ground Rules
4.5.1 Players
4.5.1.1 All matches shall start with six players. In competitions other than Special Olympics
World Games, in the event of injury or illness during a match whereby a team has
been reduced to five players, a team may continue tournament competition. A team
will forfeit their match if they are reduced to fewer than five players.
4.5.1.2 The team roster, including substitutes, may not exceed 12 players.
4.5.2 Service
4.5.2.1 The first server of each set is the right back player. Thereafter, the right front player
rotates to the right back position. The team receiving first service shall rotate upon
the first side out.
4.5.2.2 A team continues to serve until it commits a violation or the set ends.
4.5.2.3 The service alternates when there is a violation by the serving team. The ball is
awarded to the opponent who shall rotate clockwise one position.
4.5.2.4 The winner of the coin toss may choose to serve, receive or select a specific side of
the court. If a deciding third or fifth set is necessary, a coin toss shall again be
conducted with the same options.
4.5.2.5 Serve shall be from the serving area. Stepping on or over the end line or outside the
service area as defined by the sidelines prior to contacting the ball shall constitute a
violation.
5
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4.5.3

4.5.4

4.5.5

4.5.6

6

4.5.2.6 The server must contact the ball within eight seconds after the first referee’s
whistle for service.
Play
4.5.3.1 The ball may be hit with any part of the body.
4.5.3.2 A team shall not play the ball more than three times before it crosses the net. (A
touch on a block does not count as one of the three hits).
4.5.3.3 Touching any part of the net while playing the ball is a fault. Crossing completely
over the center line with any part of the body except the feet will not constitute a
violation unless there is interference. It is a fault to cross completely over the center
line with the foot or feet.
4.5.3.4 Any ball hitting the ceiling will be considered playable by the team causing such
contact, unless the ball crosses the plane of the net or contacts the ceiling after the
team’s third contact.
4.5.3.5 Any ball hitting the side or back walls is considered “out”.
4.5.3.6 Any ball landing on the line is considered “in”.
4.5.3.7 Return of service may occur by any legal hit. (A forearm pass is highly recommended
in order to return a hard hit serve legally.)
Substitution/Replacement
4.5.4.1 Players shall substitute by position as per the adapted FIVB Rules (except when
using the Libero player).
Scoring
4.5.5.1 A match is won by the team that wins the best of three or five sets. A one-set match
is won by the team that scores 15 (or 25) or more points with a two-point advantage.
Teams change sides when one team has scored eight points if playing to 15. Switch
at 13 if playing to 25. In the case of a 1–1 or 2–2 set tie, the deciding set (third or
fifth) is played as a tie breaker with rally point scoring procedures to 15 points and
no point cap. Teams change sides when one team has scored eight points.
4.5.5.2 A set is won by the team which first scores 25 points with a minimum lead of two
points (except the deciding third or fifth set). In the case of a 24–24 tie, play is
continued until a two-point lead is achieved. In predetermined three-set matches,
when all three sets count as a win or loss, the third set is not considered a deciding
set and will be played to 25 points.
4.5.5.3 If a team fails to serve properly, return the ball or commits any other fault, the
opponent wins the rally and scores a point. When the serving team wins a rally, it
scores a point and continues to serve. If the receiving team wins the rally, it scores a
point and gains the right to serve.
4.5.5.4 A served ball touching the net and continuing over the net shall remain in play, and
the receiving team has three plays to return the ball to the opponents.
4.5.5.5 FIVB International Scoring System (based on matches won, sets won and point ratio)
will be used to handle all ties during competition.
Referees
4.5.6.1 Referees shall have full authority to interpret the rules. For further questions, the
Competition Management Team shall be consulted.
4.5.6.2 Ball handling will be called in accordance with the ability level of the athletes.
4.5.6.3 There shall be at least two line judges who shall be positioned on opposite corners
in the left, rear corner of each court. Each line judge shall have responsibility to
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judge whether a ball is in or out for their assigned end and sidelines, as well as
appropriate touch calls as instructed by the first referee. In some competitions, a
four-line judge system may be utilized. In this case, two line judges will be assigned
the end lines; and two line judges will be assigned the sidelines.
4.5.6.4 Technical Officials (Referees) Ratings
4.5.6.4.1 There shall be a minimum requirement for a Technical Official to be
considered at each level of competition. Technical Officials with higher
ratings are acceptable at each level of competition.
4.5.6.4.2 World Games
4.5.6.4.2.1. Minimum Requirement: National certification or highest
equivalent proficiency rating awarded by a Volleyball
NGB. FIVB Internationale Arbitre rating preferred.
4.5.6.4.3 Regional Games
4.5.6.4.3.1. Minimum Requirement: National certification, or highest
equivalent proficiency rating awarded by a Volleyball NGB.
4.5.6.4.4 National Games
4.5.6.4.4.1. Minimum Requirement: National certification or equivalent
proficiency rating awarded by a Volleyball NGB. Also
acceptable is a Junior National or equivalent proficiency
rating awarded by a Volleyball NGB.
4.5.6.4.5 Competition Below National Games level
4.5.6.4.5.1. Minimum Requirement: All Technical Officials shall be
certified (any level) by their Volleyball NGB.
4.6 Sanctions
4.6.1 For minor misconduct, a verbal warning followed by a yellow card may be given. If given, the
yellow card applies to the entire team for the match. After a yellow card warning, sanctions may
escalate to a red card, which is a penalty point and service to the opponent, a yellow and red
card shown together, which results in expulsion from the set, or a yellow and red card shown
separately, which results in disqualification from the match.
4.7 Protests
4.7.1 Any protest involving the judgment of the officials will not be considered.
4.7.2 Only the Head Coach may protest and must do so immediately prior to the authorization of the
next service. If the protest involves the last point of the set, the protest must be filed within the
first 60 seconds of the interval between sets. If the final point of the match is disputed, the
protest must be recorded within the first 60 seconds after the final point of the match is scored.
4.7.3 For a protest to be considered it must be (1) a misinterpretation of a playing rule, (2) a failure of
the referee to apply the correct rule to a given situation, or (3) a failure to charge the correct
penalty or sanction for a given fault.
5. UNIFIED SPORTS TEAM COMPETITION RULES
5.1 Roster/Lineup
5.1.1 The roster shall contain a proportionate number of athletes and partners.
5.1.2 During competition, the lineup shall never exceed three athletes and three partners at any
time. After the match begins, only the following lineup is allowed:
3 athletes and 3 partners
3 athletes and 2 partners (in the event of injury or illness)
7
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Failure to adhere to the required ratio results in a forfeit.
5.1.3 Libero replacement: athletes can replace athletes only and partners can replace partners
only.
5.2 Coach
5.2.1 Each team shall have an adult, non-playing coach responsible for the lineup and conduct of
the team during competition.
5.3 Service Order
5.3.1 The serving order and positions on the court, at service, shall be an alternation of athletes
and partners.
5.3.2 Once a server has scored three consecutive points, his/her team shall rotate to the next
server and continue to serve.
6. MODIFIED TEAM COMPETITION RULES
6.1 Divisioning
6.1.1 Prior to the competition, the head coach must submit the scores from the three Individual
Skills Competition events, i.e., overhead passing, serving and passing (not the VSAT), for each
player on his/her roster.
6.1.2 The head coach also must identify his/her six best players in terms of their on-court playing
ability by placing a star next to their names on the roster.
6.1.3 A "team score" shall be determined by adding the top eight players’ scores and then dividing
that total by eight.
6.1.4 Teams are initially grouped in divisions according to the Individual Skills Competition team
scores.
6.1.5 A classification round of sets shall then be conducted as a means of finalizing the divisioning
process.
6.1.5.1 In the classification round, teams will play one or more sets with each set a minimum
of five minutes or 10 points, whichever comes first.
6.1.5.2 Each team will be required to play all team members.
6.2 Competition Adaptations
6.2.1 The court may be modified to 7.62 meters (25 ft) wide by 15.24 meters (50 ft) long.
6.2.2 The net may not be lower than 2.24 meters (7 ft, 4 1/8 in).
6.2.3 A lighter weight, leather, modified volleyball may be used. The size of the ball should be no
larger than 81 centimeters (32 in) in circumference and weigh no more than 226 grams (8 oz).
6.2.4 Once a server has scored three consecutive points, his/her team shall rotate to the next
server and continue to serve.
6.2.5 Antennas will still be placed above the sideline on the net.
6.2.6 In local competitions only, competition organizers may opt to have the teams NOT change
courts in the middle of the deciding set.
6.3 Basic Ground Rules
6.3.1 Same as for Team Competition in section 4.5.

8
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7. SKILLS COMPETITION RULES
7.1 Individual Skills
7.1.1 Purpose
7.1.1.1 Individual Skills Competition is not designed for athletes who can already play the
game.
7.1.2 Score
7.1.2.1 The athlete’s final score is determined by adding together the scores achieved in
each of these three events.
7.1.3 Personnel
7.1.3.1 Each event is diagrammed with the suggested number and placement of volunteers
who will administer them. It is also suggested that the same tosser remain at an
event throughout the competition so that consistency is provided.
7.1.4 Events
7.1.4.1 Three events comprise the Individual Skills Competition: overhead passing
(volleying), serving and passing (forearm passing).
7.1.5 Individual Skills Competition Event #1: Overhead Passing (Volleying)

7.1.5.1 Diagram terms
Athlete
Official
Target
Ball Retriever (BR)
Tosser
Score Table
Bench Manager
Chairs/Bench
Ball Box
Net
9
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7.1.5.2 Purpose
7.1.5.2.1 To measure an athlete’s ability to overhead pass (volley) the ball with
consistency and at a height that could be spiked.
7.1.5.3 Equipment
7.1.5.3.1 Use a regulation-size court that is 18 meters (59 ft) long and 9 meters (29
ft, 6 in) wide, four volleyballs (modified ball permissible), net height at
2.24 meters (7 ft, 4 1/8 in) for women and 2.43 meters (7 ft, 11 5/8 in) for
men, standards, antennae and ball box.
7.1.5.4 Description
7.1.5.4.1 Player is given 10 attempts from the center front position that is two
meters (6 ft, 6 3/4 in) from the net and 4.5 meters (14 ft, 9 in) from the
sideline.
7.1.5.4.2 The player receives 10, two-handed, underhand-tossed balls from the
tosser who is positioned in his/her backcourt, four meters (13 ft, 1 1/2 in)
from the baseline and three meters (9 ft, 10 in) from the sideline in the
left back position.
7.1.5.4.3 The player sets the tossed ball toward a target (a person who has his/her
hands above the head and who is standing two meters from the net and
two meters from the sideline in the left front position).
7.1.5.4.4 Tosses that are not high enough for the athlete to set are repeated. The
goal is for the peak of the arc of each set ball to be above net height.
7.1.5.5 Scoring
7.1.5.5.1 The peak of the arc of each set ball toward the target is measured.
7.1.5.5.2 The athlete will receive one point for volleying/setting the ball one meter
(3 ft, 3 1/3 in) above his/her head height and three points for
volleying/setting the ball above net height.
7.1.5.5.3 The following result in zero points: illegal contact, balls which go lower
than head high and balls which go over the net or outside the court.
7.1.5.5.4 The athlete’s final score is determined by adding together the points
awarded for each of the 10 attempts. It is suggested that the official
stand on a chair to evaluate the height of each set.
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7.1.6 Individual Skills Competition Event #2: Serving

7.1.6.1 Diagram terms
Athlete
Official
Ball Retriever (BR) - roll balls back to Ball Retrievers at ball box
Score Table
Bench Manager
Chairs/Bench
Ball
Box
Net
Attack Line
Hander
7.1.6.2 Purpose
7.1.6.2.1 To measure the athlete’s ability to serve the volleyball over the net and
into the opponent’s court.
7.1.6.3 Equipment
7.1.6.3.1 Use a regulation-size court that is 18 meters (59 ft) long and 9 meters (29
ft, 6 in) wide, five volleyballs (modified ball permissible), net, standards,
antennae, measuring tape, floor tape or chalk and ball box.
7.1.6.4 Description
7.1.6.4.1 The athlete stands 1.5 meters (4 ft 11 in) inside the end line and serves 10
volleyballs, one at a time, into the opponent’s court.
7.1.6.5 Scoring
7.1.6.5.1 The court is divided into three equal areas of 3 meters (9 ft 10 in) in
width. Each of these areas is assigned a different point value. The
athlete’s score is the cumulative point total of the 10 serves. A ball which
lands on the line is assigned to the area with the highest point value.
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7.1.7 Individual Skills Competition Event #3: Passing (Forearm Passing)

7.1.7.1 Diagram terms
Athlete
Official
Target
Score Table
Ball Retriever (BR)
Tosser
Hander
Bench Manager
Chairs/Bench
Ball
Box
Net
LB (left back)
RB (right back)
7.1.7.2 Purpose
7.1.7.2.1 To measure the athlete’s passing accuracy, height and consistency using
the forearm pass technique.
7.1.7.3 Equipment
7.1.7.3.1 Use a regulation-size volleyball court that is 18 meters (59 ft) long and 9
meters (29 ft, 6 in) wide, five volleyballs (modified ball permissible), net,
standards, measuring tape, marking tape, and ball box.
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7.1.7.4 Description
7.1.7.4.1 The athlete stands at the right back position, three meters (9 ft 10 in)
from the right sideline and one meter (3 ft 3 1/3 in) from the baseline. A
ball is thrown, using a two-hand, overhead toss by a coach/official who is
standing on the same side of the net in the center front position, two
meters (6 ft, 6 3/4 in) from the net. The athlete receives the toss and
passes the ball toward a target (a person who has his/her hands above
the head and who is standing on the same side, two meters [6 ft 6 3/4 in]
away from the net, and four meters [13 ft, 1 1/2 in] from the sideline
away from the tosser). Target areas of varying point values are marked
on the front court. The event is repeated with the athlete at the left back
position, three meters from the left sideline and one meter from the
baseline.
7.1.7.5 Scoring
7.1.7.5.1 The athlete must pass the ball so that the peak of the arc is at least net
height in order to receive maximum points. A ball which lands on the line
is assigned to the area with the higher point value. A ball which is passed
below net height will receive only one point, regardless of where it lands.
The athlete’s final score is determined by adding together the points
scored from his/her five attempts at both the right back and the left back
positions. It is suggested that the official stand on a chair to evaluate the
height of each pass.
7.2 Other Skills Events
7.2.1 Volleyball Juggle

7.2.1.1 Diagram terms
Athlete
Official
Ball Retriever (BR)
Bench Manager
Score Table
Chairs/Bench
7.2.1.2 Equipment
7.2.1.2.1 Plastic playground ball that is 60 centimeters (24 in) in circumference or a
leather, modified volleyball 81 centimeters (32 in) in circumference and
no more that 8 ounces in weight is permissible.
7.2.1.2.2 Stopwatch
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7.2.1.2.3 Measuring tape
7.2.1.2.4 Floor tape or chalk
7.2.1.2.5 Whistle
7.2.1.3 Set-up
7.2.1.3.1 Mark a circle with a 2-meter (6 feet, 6 3/4 inches) diameter on the floor.
7.2.1.4 Rules
7.2.1.4.1 Athlete starts by standing or sitting in the middle of the circle and
holding a ball.
7.2.1.4.2 Athlete begins juggling at the sound of the whistle.
7.2.1.4.3 Athlete may use only hands and arms to juggle the ball.
7.2.1.4.4 Athlete tries to keep the ball from falling to the ground.
7.2.1.4.5 There will be a maximum time limit of 60 seconds.
7.2.1.4.6 The event ends when the athlete catches the ball, when the ball touches
the ground or when 60 seconds is reached.
7.2.1.5 Scoring
7.2.1.5.1 Count the number of times the athlete hits the ball into the air.
7.2.1.5.2 Athlete is awarded one point every time the ball is hit into the air.
7.2.1.5.3 Athlete receives five bonus points for keeping the ball in the air for the
full 60 seconds.
7.2.1.5.4 Athlete’s final score is the number of hits in 60 seconds plus bonus
points.
7.2.2 Volleyball Pass

7.2.2.1 Diagram terms
Athlete
Official
Ball Retriever (BR)
Bench Manager
Score Table
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Chairs/bench
Ball Box
7.2.2.2 Equipment
7.2.2.2.1 Plastic playground ball that is 60 centimeters (1 ft, 11 3/4 in) in
circumference or a leather, modified volleyball 81 centimeters (32 in) in
circumference and no more than eight ounces in weight is permissible.
7.2.2.2.2 Net and standards
7.2.2.2.3 Measuring tape
7.2.2.2.4 Floor tape or chalk
7.2.2.2.5 Whistle
7.2.2.3 Set-up
7.2.2.3.1 Set the net at a height of 1.5 meters (4 ft, 11 in).
7.2.2.3.2 Mark a throwing line which is 1 meter (3 ft, 3 1/3 in) long, parallel to the
net, and 1.5 meters (4 ft, 11 in) away from the net.
7.2.2.4 Rules
7.2.2.4.1 Athlete starts in sitting or standing position behind the throwing line.
7.2.2.4.2 Athlete attempts to throw the ball over the net.
7.2.2.4.3 Athlete may throw the ball with one or two hands.
7.2.2.4.4 Athlete is given five attempts to throw the ball over the net.
7.2.2.5 Scoring
7.2.2.5.1 One point is awarded for each successful ball thrown over the net.
7.2.3 Volleyball Toss and Hit

7.2.3.1 Diagram terms
Athlete
Official
Ball Retriever (BR)
Bench Manager
Score Table
Chairs/Bench
Ball Box
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7.2.3.2 Equipment
7.2.3.2.1 Five plastic playground balls that are 60 centimeters (24 in) in
circumference or leather, modified volleyballs 81 centimeters (32 in) in
circumference and no more than eight ounces in weight are permissible.
7.2.3.2.2 Net and standards
7.2.3.2.3 Measuring tape
7.2.3.2.4 Floor tape or chalk
7.2.3.2.5 Whistle
7.2.3.3 Set-up
7.2.3.3.1 Set the net at a height of 1.5 meters (4 ft, 11 in).
7.2.3.3.2 Mark a throwing line which is 1 meter (3 ft, 3 1/3 in) long, parallel to the
net, and 1.5 meters (4 ft, 11 in) away from the net.
7.2.3.4 Rules
7.2.3.4.1 Athlete sits or stands behind the throwing line.
7.2.3.4.2 Athlete attempts to hit five balls, one at a time, over the net.
7.2.3.4.3 Athlete may hit the ball with one or two hands.
7.2.3.4.4 Athlete has two attempts to hit each ball over the net.
7.2.3.5 Scoring
7.2.3.5.1 One point is awarded for each successful ball hit over the net.
7.2.4 Team Skills Volleyball
Score Table

7.2.4.1 Diagram terms
Official
Net
Score Table
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7.2.5 Equipment
7.2.5.1 Two regulation volleyballs or leather, modified volleyballs, 81 centimeters (32 in) in
circumference and 8 ounces in weight per team.
7.2.5.2 Use a regulation-size volleyball court that is 18 meters (59 ft) long and 9 meters (29
ft, 6 in) wide
7.2.5.3 Volleyball standards and net set at 1.5 meters (4 ft, 11 in) high
7.2.5.4 Measuring tape
7.2.5.5 Floor tape or chalk
7.2.5.6 Whistle
7.2.6 Set-up
7.2.6.1 Mark six positions on the court as shown in the diagram. Players should be
positioned 2 meters (6 ft, 6 3/4 in) apart. The front-line players shall be 1.5 meters (4
ft, 11 in) from the net. The back-line players shall be 2 meters (6 ft, 6 3/4 in) from the
front line players.
7.2.6.2 Teams should submit a roster prior to the start of the game.
7.2.6.3 Team members should wear numbered uniforms or shirts.
7.2.7 Rules
7.2.7.1 Two, six-member teams shall be positioned across the net from each other.
7.2.7.2 A game is composed of six rounds. Players will be given one opportunity at each of
the six positions during the game. In order to win the match, a team must win two
of three games. The Event Director has the authority to alter the number of
games played.
7.2.7.3 The official shall hand the ball to the player in position #1. At the sound of the
official’s whistle, the game will begin.
7.2.7.4 The player in position #1 must use a set to pass the ball to the player at position
#2. The player in position #2 then attempts to hit the ball over the net into the
opponent’s court.
7.2.7.5 The opposing team can attempt to return the ball over the net. The serving team
may not return this ball.
7.2.7.6 If the opposing team fails to hit the ball over the net or inbounds, it will not be
penalized any points.
7.2.7.7 The official hands the ball to the player in position #6. This player hits the ball
using an overhead pass (volley) to the player at position #3. The player in position
#3 attempts to hit the ball over the net and into the opponent’s court.
7.2.7.8 Following this play, the official hands the ball to the player in position #5. Using an
overhand pass (volley), the player in position #5 hits the ball to the player in
position #4, who then attempts to hit it over the net.
7.2.7.9 After players in positions #1, #6 and #5 have completed their turns, the round is
completed.
7.2.7.10 The opposing team now begins its round which finishes once the players in
positions #1, #6 and #5 have completed their turns.
7.2.7.11 When beginning each round, a team’s players shall rotate in serving order
(clockwise) to the next position.
7.2.7.11.1 Player at position #1 goes to position #6.
7.2.7.11.2 Player at position #6 goes to position #5.
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7.2.7.11.3 Player at position #5 goes to position #4.
7.2.7.11.4 Player at position #4 goes to position #3.
7.2.7.11.5 Player at position #3 goes to position #2.
7.2.7.11.6 And player at position #2 moves to position #1.
7.2.7.12 Play continues until players have been stationed at each of the six positions.
7.2.7.13 Substitutes are allowed to enter the game only after a round has been completed.
7.2.7.14 Coaches must remain on the sidelines, four meters (13 feet, 1 1/2 inches) to the
side of the players in position #1 and #5. Verbal or signed instructions presented
by coaches are permissible. Athletes who are deaf may receive assistance in
positioning.
7.2.8 Scoring
7.2.8.1 The serving team receives one point each time the following occurs:
7.2.8.1.1 The ball is successfully set from the back line player to the appropriate
front line player.
7.2.8.1.2 The front line player hits the ball.
7.2.8.1.3 The front line player hits the ball over the net and inbounds.
7.2.8.2 The defensive team receives one point if it successfully returns the ball inbounds
and in no more than two attempts.
7.2.8.3 The maximum point total a team can receive for a regulation six-round game is 72
points.
7.2.8.4 In order to win a game, a team must win by two points. Additional rounds are
conducted until this margin of victory is achieved.
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8. VOLLEYBALL SKILLS ASSESSMENT TESTS (VSAT)
8.1 VSAT- Serve

8.1.1 Diagram terms
Athlete
Net
Attack Line
Pts. (points)
Ball Box
8.1.2 Set-up
8.1.2.1 Use a regulation-size court that is 18 meters (59 ft) long and 9 meters (29 ft, 6 in)
wide, 10 volleyballs, net height of 2.24 meters (7 ft, 4 1/8 in) for women and 2.43
meters (7 ft, 11 5/8 in) for men, standards, antennae, measuring tape, tape and ball
box.
8.1.3 Test
8.1.3.1 Athlete is given 10 attempts from the service area.
8.1.3.2 Athlete may serve overhead or underhand.
8.1.3.3 Taped or chalk lines mark the court outlining the target areas which value from two
to four points.
8.1.4 Scoring
8.1.4.1 Balls hitting on a line score the higher point value.
8.1.4.2 Balls contacting the net, antennae, or landing out-of-bounds receive no points.
8.1.4.3 The athlete’s final score is determined by adding together the points awarded for
each of the 10 attempts.
8.1.5 Staging
8.1.5.1 Volunteers administer the test and are not to interfere with any athlete who is
performing the test.
8.1.5.2 Volunteer "A" will instruct the group doing this particular test while Volunteer "B"
demonstrates the actual test. Volunteer "C" will toss a volleyball to the athlete who
will perform. Volunteers will retrieve the volleyballs after they land and will roll
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8.2

them to a volunteer who is standing near the ball box. When the athlete is finished,
Volunteer "A" will give the score to Volunteer "D" who is the scorekeeper. Each
volunteer is to administer the test and manage the area only.
VSAT- Forearm Pass

8.2.1 Diagram terms
Athlete
Target
Tosser
Net Attack Line
Pts. (points)
Ball Box
RB (right back)
LB (left back)
8.2.2 Purpose
8.2.2.1 To measure the athlete’s passing accuracy, height and consistency using the forearm
pass technique.
8.2.3 Equipment
8.2.3.1 Use a regulation-size volleyball court that is 18 meters (59 ft) long and 9 meters (29
ft, 6 in) wide, five volleyballs (modified ball permissible), net, standards, measuring
tape, marking tape and ball box.
8.2.4 Description
8.2.4.1 The athlete stands at the right back position, three meters (9 ft, 10 in) from the right
sideline and one meter (3 ft, 3 1/3 in) from the baseline. A ball is thrown, using a
two-hand, overhead toss by a coach/official who is standing on the same side of the
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net in the center front position, two meters (6 ft, 6 3/4 in) from the net. The athlete
receives the toss and passes the ball toward a target (a person who has his/her
hands above the head and who is standing on the same side, two meters away from
the net, and four meters [13 ft, 1 1/2 in] from the sideline away from the tosser).
Target areas of varying point values are marked on the front court. The event is
repeated with the athlete at the left back position, three meters from the left
sideline and one meter from the baseline.

8.3

8.2.5 Scoring
8.2.5.1 The athlete must pass the ball so that the peak of the arc is at least net height in
order to receive maximum points. A ball which lands on the line is assigned to the
area with the higher point value. A ball which is passed below net height will receive
only one point, regardless of where it lands. The athlete’s final score is determined
by adding together the points scored from his/her five attempts at both the right
back and the left back positions. It is suggested that the official stand on a chair to
evaluate the height of each pass.
VSAT- Spike

8.3.1 Diagram terms
Athlete
Tosser
Net
Attack Line
Ball Box
Pts. (points)
8.3.2 Set-up
8.3.2.1 Use a regulation-size court that is 18 meters (59 ft) long and 9 meters (29 ft, 6 in)
wide, five volleyballs, net height of 2.24 meters (7 ft, 4 1/8 in) for women and 2.43
meters (7 ft, 11 5/8 in) for men, standards, antennae, measuring tape, floor tape or
chalk and ball box.

21

VERSION: June 2018
© Special Olympics, Inc., 2018
All rights reserved

VOLLEYBALL
SPORT RULES

8.4

8.3.3 Test
8.3.3.1 A tosser will toss the ball in front of the athlete and 2 meters (6 ft, 6 3/4 in) above
the net. Tosses that are not at the proper height are repeated. The athlete stands in
the court, 3.05-4.57 meters (10-15 ft) from the net, makes a spiking approach and
spikes the ball over the net within the boundaries of the opponent’s front court.
Each athlete receives 10 attempts.
8.3.4 Scoring
8.3.4.1 The athlete receives two points for each spike that lands beyond the attack line in
the backcourt and one point for each spike that lands between the net and the
attack line within the opponent’s court. A tip (dink) or half-speed shot is not
recorded as a spike. The athlete’s final score shall be the total of all 10 attempts.
8.3.5 Staging
8.3.5.1 Volunteers administer the test and are not to interfere with any athlete who is
performing the test. Volunteer "A" will instruct the group doing this particular test
while Volunteer "B" demonstrates the actual test. Volunteer "C" will toss a
volleyball to the athlete who will perform. Volunteers will retrieve the volleyballs
after they land and will roll them to a volunteer who is standing near the ball box.
When the athlete is finished, Volunteer "A" will give the score to Volunteer "D" who
is the scorekeeper. Each volunteer is to administer the test and manage the area
only.
VSAT- Bump-set

(Toss into
air and bump)

(Set)

(Bump)

(Set)

(Bump)

8.4.1 Diagram terms
Toss into air and bump
Set
Bump
8.4.2 Set-up
8.4.2.1 Use half of a volleyball court, a net with a minimum height of 2.24 meters (7 ft, 4 1/8
in) and three volleyballs.
8.4.3 Test
8.4.3.1 Athlete alternately bumps (forearm passes) and sets the ball to himself/herself
without stopping.
8.4.3.2 Athlete first tosses the ball into the air and then bumps the volleyball.
8.4.3.3 Athlete then must move under the ball to set-bump-set-bump-set, etc.
8.4.3.4 Athlete must stay within the half-court lines.
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8.4.4 Scoring
8.4.4.1 Athlete is given four trials to gain his/her best score.
8.4.4.2 The maximum score is 50 (25 bumps and 25 sets).
8.4.4.3 Each legal hit is counted as one point, as long as the ball goes above the height of
the net.
8.4.4.4 A particular trial is finished when the athlete sets or bumps the ball twice in a row,
illegally hits the ball, goes out of the court to play the ball or reaches a score of 50.
8.4.5 Staging
8.4.5.1 Volunteers administer the test and are not to interfere with any athlete who is
performing the test. Volunteer "A" will instruct the group doing this particular test
while Volunteer "B" demonstrates the actual test. Volunteer "A" will hand a
volleyball to the athlete who will perform the skill. Other volunteers will retrieve
the volleyballs after they go out of bounds. When the player is finished, Volunteer
"A" will give the score to Volunteer "C" who is the scorekeeper. Each volunteer is to
administer the test and manage the area only.
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