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Foreword

These Rules of the Game will take effect on 01 March 2010.

For the sake of simplicity, this rule book generally uses the male form of
words with respect

to female and male players, officials, referees, and other persons.

However, the rules apply equally to both female and male participants,
except Rule 3 (the size of the ball).

The Philosophy of Beach Handball i
Pl ay o. dEcrseon ynas to be taken in accordance with these
principles.

Fair Play means:
Respect the health, integrity and body of the players
Respect the spirit and philosophy of the game

Respect the flow of the game, but never tolerate an advantage taken by
violating the Rules

According to the Philosophy of Beach Handball (attractiveness of the game
T two teams playing as much as possible in full strength), any punishments
shall be against the players as individuals and not against the team.




Rule 1

Playing court

1:1

1:2

1:3

The playing court (Diagram No. 1) is a 27 meters long and 12 meters
wide rectangle, consisting of a playing area and two goal areas.

The playing surface must be composed of leveled sand, as flat and
uniform as possible, free of rocks, shells and anything else, which can
represent risks of cuts or injuries to the players.

The sand must be of at least 40 centimeters deep and composed of
fine loosely compacted grains..

The characteristics of the playing court must not be altered during the
game in such a way that one team gains an advantage.

There should be a safety zone with a width of 3 meters surrounding
the playing court.

The weather must not present any danger of injury to the players.

For competitions played during the night, the lighting on the playing
area should be 1,000 to 1,500 lux measured at 1 meter above the
playing surface.

The playing area is 15 meters long and 12 meters wide. The boundary
lines have to be marked by an elastic, colored band or rope, with a
width of up to 8 centimeters.

All lines on the court are fully part of the area that they enclose.

The longer boundary lines are called side lines, and the shorter ones
are called the outer goal lines.

The line between the goal post is called goal line which is drawn in
the sand.

The goal

1:4

A goal is placed in the center of each (outer) goal line. It has an
interior width of 3 meters and a height of 2 meters. (Diagram No. 2a
and 2b) The goals must be firmly anchored in the sand. The anchors
must not create a danger for the players.




Rule 1

The goalposts are joined by a horizontal crossbar. The rear side of
the goalposts shall be in line with the rear edge of the goal line. The
goalposts and the crossbar must have an 8 centimeters square cross
section. On the three sides which are visible from the court they must
be painted in bands of two contrasting colors, which also contrast
clearly with the background.

The goals must have a net that should be attached in such a way that
a ball thrown into the goal normally remains in it.

Goal area

1:5 In front of each goal there is a goal area (Rule 6).
The goal area is defined by the goal area line, and is created as
follows: A band or rope is attached parallel to the (outer) goal line and
6 meters away from it.

The table of the timekeeper and scorekeeper

1:6 The table of the timekeeper and scorekeeper shall have room for 3 to
4 persons and is placed in the middle of a side line and at least 3
meters outside of it.

The table of the timekeeper and scorekeeper has to be placed in such
a way that the timekeeper/scorekeeper can see the substitution
areas.

Substitution areas

1:7 The substitution area for the court players is 15 meters long and about
3 meters wide. The substitution areas are situated on each side of the
playing area outside the side lines. The court players must enter the
court only from this area.

1:8 a) lItis allowed to the goalkeeper and the court players to leave the
pl aying area on the shortest way o
substitution area. This practically means that the players can leave
the playing court beyond the whole side line of the playing area

and the goal areas on the side of
area.

b) The goalkeepers must enter the court over the side line of their
oOwn t eamods goal ar et f heimr t bwen st

substitution area (Rules 4:13, 5:12).
c) The substitute goalkeeper is allowed to await his turn to enter the
court by seating (or kneeling) at the side line part between his
teamdébs goal | ine and the goal area
6




Rule 1
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Rule 1

Diagram No. 2a : The goal
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Rule 1

Diagram No. 2b : The goal (as seen from the side)
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Rule 2

The start of the game, playing time, final signal,
time-out and team time-out

The start of the game

2:1 Before the match the referees undertake a coin toss in order to
determine the choice of ends and substitution areas.

The winning team shall then choose either one of the ends of the
court or the respective side of the substitution area. The other team
makesitschoice i n accordance with the first

After the half-time break the teams change ends. They do not change
the substitution areas.

222 Each half of t he game, almedins wmithsao t he
referee-throw (Rule 10:1-2), after a whistle signal from the referees
(Rule 2:5).

2:3 The court players position themselves anywhere in the playing area.
Playing time

2:4 The game consists of two halves, which are scored separately. Each
half lasts 10 minutes (but see Rules 2:6, 2:8 and 4:2). The half-time
break lasts 5 minutes.

2:5 The playing time (execution of referee-throw and start of the clock)
begins with a (Rued2€2y. eeds whi stl e

26 I'f the score iIis even at the end of
(Rule 9:7). Play restarts with a referee-throw. (Rule 10)

The winner of each half is awarded one point.

2:7 If both halves are won by the same team, this team is the overall
winner, with the score 2:0.

2:8 If each team wins a half, the result is a tie. As there must always be a
wi nner hoocheeul (AOne player asgdi nst
(Rule 9)

The final signal

2:9 The playing time ends with the automatic final signal from the public
clock or from the timekeeper. If no such signal comes, the referee
whistles to indicate that the playing time is over (Rules 17:10, 18:1,
18:2).

10




Rule 2

Comment:

If a public clock with an automatic signal is not available, the timekeeper
shall use a table clock or a stopwatch and end the game with a final signal.
(Rule 18:2).

If a public clock is used, it should, if possible, be set to run from 10 to O in
order to facilitate the spectators.

2:10

2:11

2:12

2:13

Infractions and unsportsmanlike conduct that take place before or
simultaneously with the final signal (for half-time or end of game) are
to be punished, also if this cannot be done until after the signal. The
referees end the game only after the necessary free-throw or 6-meter
throw has been taken and its immediate result has been established.
(Clarification No. 3.)

The throw must be retaken, if the final signal (for half-time or end of
the game) sounds precisely when a free-throw or a 6-meter throw is
being executed or when the ball is already in the air. The immediate
result of the retaken throw is to be established before the referees end
the game.

Players and team officials remain subject to personal punishment for
infractions or unsportsmanlike conduct which take place during the
execution of a free-throw or a 6-meter throw-in the circumstances as
described in Rules 2:10-11. An infraction during the execution of such
a throw cannot, however, lead to a free-throw-in the opposite
direction.

If the referees determine that the timekeeper has given the final signal
(for half-time or end of game) too early, they must keep the players on
the court and play the remaining time.

The team that was in possession of the ball at the time of the
premature signal will remain in possession when the game resumes.
If the ball was out of play, then the game is restarted with a throw that
corresponds to the situation. If the ball was in play, then the game is
restarted with a free-throw-in accordance with Rule 13:4 a-b.

11




Rule 2

Time-out

2:14 The referees decide when and for how long the playing time is to be
I nterruptoaad.n)( Ati me

In the following situations, a time-out is obligatory:

a) Suspension, disqualification or exclusion

b) 6-meter throw

c) Team time-out

d) Whistle signal from the timekeeper or the technical delegate

e) Consultations between the referees in accordance with Rule 17:9
f) Suspension of an official.

Apart from the above-indicated situations, where a time-out is
obligatory, the referees are expected to use their judgment regarding
the need for time-outs also in other situations.

However, in the case of obligatory time-outs where the game has
been interrupted by a whistle signal from the timekeeper or the
delegate, the timekeeper is required to stop the official clock
immediately, without awaiting a confirmation from the referees.

Some typical situations where time-outs are not obligatory but
nevertheless tend to be given in normal circumstances are:

a) A player seems to be injured

b) A team is clearly wasting time, e.g. when the team is delaying the
execution of a formal throw, when a player is throwing the ball
away or not releasing it, or when a player leaves the court too
slowly after a suspension

c) A faulty substitution or when an fadditionalo player unintentionally
enters the court (Rule 4:13-14)

d) External influences, e.g. the bands or ropes must be reattached.

12




Rule 2

Comment:

A whistle signal from the timekeeper/delegate effectively stops the game.
Even if the referees (and the players) did not immediately realize that the
game has been stopped any action on the court after whistle signal is
invalid.

This means that if a goal was scored after the whistle signal from the table,

t he Agoal 0 must be disall owed. Simil ar
team (any throw) is also invalid. The game shall instead be restarted in the

manner that corresponds to the situation that existed when the
timekeeper/delegate whistled.

However, any personal punishment given by the referees between the time
of the whistle from the table and the time that the referees stop the action
remains valid. This applies regardless of the type of the violation and
regardless of the punishment.

2:15 Infractions during a time-out have the same consequences as
infractions during the playing time (Rule 16:16, Comment 1).

2:16 The referees give the timekeeper a signal when the clock is to be
stopped in connection with a time-out.

The interruption of the playing time is to be indicated to the
timekeeper through three short blasts of the whistle and Hand Signal
No. 16.

The whistle must always be blown to indicate the restart of the game
after a time-out (Rule 15:3b). With this whistle the timekeeper starts
the clock.

13




Rule 2

Team time-out
2:17 Each team has the right to receive a one minute team time-out in
each half of the regular playing time.

A team official of the team that wishes to request a team time-out
must do so by showing clearly a green card. Therefore he goes to the

middle of the sidel i ne and hol ds wup the dfAgre

visible manner, so that it is immediately recognizable for the
timekeeper.

(The green card shall measure about 30x20 centimeters and must
haveal arge ATA on each side.)

A team may request their team time-out only when it has possession
of the ball (when the ball is in play or during an interruption). Provided
that the team does not lose possession of the ball before the
timekeeper has time to whistle (in which case the team time-out will
not be allowed) the team will be granted the team time-out
immediately.

The timekeeper then interrupts the game by blowing the whistle, gives
the Hand Signal for time-out (No. 16) and points with a stretched arm
at the team that requested the team time-out. The green card is
placed in the sand in the middle of the sideline and about 1 meter
outside it by the team official. It remains there during the rest of the
playing time of the half concerned.

The referees give a time-out and the timekeeper stops the clock. The
referees acknowledge the team time-out and the timekeeper starts a
separate clock controlling the duration of the team time-out. The
scorekeeper enters the time of the team time-out, and the half, in the
scoresheet for the team that requested it.

During the team time-out, the players and officials remain in their
substitution area or on the court. The referees stay in the center of the
court, but one of them may Dbleforefl vy
consultation.

Infractions during team time-out have the same consequences as
infractions during playing time. It is irrelevant in this context whether

the players concerned are on or off the court. Under Rules 8:4, 16:1d

and 16:2c., a suspension may be given for unsportsmanlike conduct.

After 50 seconds the timekeeper gives an acoustic signal indicating
that the game is to be continued in 10 seconds.

14




Rule 2

The teams are obliged to be ready to resume play when the team
time-out expires.

The game is restarted with the throw that corresponds to the situation
that existed when the team time-out was granted or, if the ball was in
play, with a free-throw for the team requesting the team time-out from
the place where the ball was at the time of the interruption.

When the referee blows the whistle, the timekeeper starts the clock.
Comment:

APossession of the ballidn also incl
continued with a goalkeeper-throw, a throw-in, a free-throw or a 6-meter
throw.

ABal | means ghatahe iplayer has contact with the ball (holding the
ball in his hands, shooting, catching or passing the ball to a teammate) or
that the team is in possession of the ball.

15
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Rule 3

The ball

3:1 The game is played with a round, non-slippery rubber b al | The
ball weighs 350 to 370 grams and has a circumference of 54 to 56
centimeters;t he womendés ball ogvaans gnd sas 2 80

3:2

3:3

circumference of 50 to 52 centimeters. A smaller ball may be used for
chil drendéds games.

Prior to each game at least 4 regulation balls must be available. The 2
reserve balls should be kept in the middle behind each goal in a
designated area and the third reserve ball should be kept at the
ti mekeeperods tabl e.

In order to minimize any playing time interruptions and avoid time-
outs, the goalkeeper indicated by the referee should bring a
replacement ball into the play as quickly as possible, when the ball
has left the playing court.

16
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Rule 4

The team, substitutions, equipment
The team

4:1 Beach handball games and tournaments can be organized for male,
female and mixed teams.

4:2 In principle a team consists of up to 8 players. At least 6 players must
be present at the beginning of the game. If the number of players
eligible to play drops below 4, the game is discontinued and the other
team is deemed the winner of the match.

4:3 A maximum of 4 players per team (3 court players and 1 goalkeeper)
may be on the playing court. The remaining players are substitutes
who remain in their own substitution area.

4:4 A player or team official is entitled to participate if he is present at the
start of the game and is included in the scoresheet.

Players/team officials who arrive after the game has started must
obtain their entittement to participate from the timekeeper/
scorekeeper and must be entered in the scoresheet.

A player who is entitled to participate may, in principle, enter the court
through the teamdés own substitution
Rule 4:13)

The Aresponsible team official o shal
entitled to participate enter the Court. A violation is to be penalized as
unsportsmanli ke conduct by the Aresp

4:5 During the whole match, each must have one of the players on the
court designated as goalkeeper. A player who is designated as
goalkeeper may at any time take on the role of court player. Likewise
a court player can take over the function of the goalkeeper (see,
however, Rule 4:8).

4:6 A team is allowed to use a maximum of 4 team officials during the
game, but only 2 of them may remain in the substitution area. The
other 2 shall remain behind the substitution area outside of the safety

zone but i n case of a pl ayemsdm, i nj u
they may proceed to the spot for assistance in accordance with Rule
4:7.

17




Rule 4

These team officials may not be replaced during the course of the

game. One of them must be deemmgnat e
of ficialif. Onl vy towwads to @ddfessc ithe | I S
timekeeper/scorekeeper and possibly the referees (except as in Rule

2:17).

A team official is general not allowed to enter the court during the
game. A violation of this rule is to be penalized as unsportsmanlike
conduct (Rules 8;4, 16;1d, 16;2d and 16:6b). The game is restarted
with a free-throw for the opponents (Rule 13:1a-b, Clarification No. 8).

4:7 In cases of an injury, the referees may give permission (through hand

signalNo.16) f or two of the per somisp atheoii a

(see Rule 4:4) to enter the court during a time-out (Hand Signal No.
16), for the specific purpose of assisting the injured player (Rule
16:2d).

If additional persons enter the court after two persons have already
entered, shall be punished as an illegal entry, in the case of a player
under Rule 4:14 and 16:2a, and in the case of a team official under
Rule 4, 16:2h and 16:6a. A person who has been permitted to enter
the court but, instead of assisting the injured player, gives instructions
to players, approaches opponents or referees etc., shall be
considered guilty of unsportsmanlike conduct.

Equipment

4:8 All the court players of a team must wear identical uniforms. The
combinations of colors and design for the two teams must be clearly
distinguishable from each other.

The beach handbal/l mal e pl ayer os
shorts and eventual accessories.
uniform consists of tops and bikini bottoms and eventual accessories.

Tank tops / tops will be of bright and light colours (i.e. red, blue,
yellow, green, orange and white) in the attempt to reflect the colours
usually used and worn on the beach.

18
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Rule 4

A player who is entering the playing court as a goalkeeper must wear

identical (in designand play er 6 s number ) uni form wi
but in colors that distinguish him from the court players of both teams

and the goalkeepers of the opposing team (Rule 17:3).

Comment:

The team officials must wear identical shirts in different color than the shirts
of their own team players.

4:9

4:10

4:11

The at hl et eds numbefdO (otkntaippetoxr s 1f2xr
tanktopsand 86 centi meters for the womeno:
on the front and back of the menods
This information must be printed in a contrasting colour to that of the

tank top/top (i.e. light on a dark tank top/top, dark on a light tank

top/top).

All players play barefoot.

It is permitted to wear regular (cloth made) sport socks or support
bandages. All other types of footwear are not permitted.

It is not permitted to wear objects that could be dangerous to the
players. This includes, for instance, head protection, face masks,
bracelets, watches, rings, necklaces or chains, ear-rings, glasses
without restraining bands or with solid frames, or any other objects
that could be dangerous (Rule 17:3).

Athletes are authorized to use the following accessories:

Cap or hat (with soft visor or hard visor turned to the back in order to
avoid injuries), head band or bandana

Sunglasses (plastic with restraining bands)
Therapeutic support braces (or bandages) for knee/elbow/foot

Athletes are responsible for their own accessories. Players, who do
not meet the previous requirements will not be allowed to take part in
the game until they have corrected the problem.

19




Rule 4

Comment:

Nose protector: The rule states that it is not permitted to wear a head
protection or a face mask. This rule has to be interpreted as follows: A
mask covers the major part of the face. A nose protector is much smaller in
size and covers only the nose area. Therefore, it is permitted to wear a
nose protection.

4:12 If a player is bleeding or has blood on the body or uniform, the player
must leave the court immediately and voluntarily (through a normal
substitution) in order to have the bleeding stopped, the wound
covered, and the body and the uniform cleaned off. The player must
not return to the court until this has been done.

A player who does not follow the instructions of the referees in
connection with this provision is deemed guilty of unsportsmanlike
conduct (Rules 8:4, 16:1d and 16:2c).

Player substitutions

4:13 Substitutes may enter the game, at any time and repeatedly, without
notifying the timekeeper/scorekeeper, as long as the players they are
replacing have already left the court (Rule 16:2a).

The players shall always enter the court over their own t e amo s
substitution line (Rule 16:2a). These requirements also apply to the
substitution of goalkeepers (Rule 5:12).

The substitution rules apply also during a time-out (except team
timeout).

In case of a faulty substitution the game is restarted with a free-throw
(Rule 13) or a 6-meter throw (Rule 14) for the opponents, if the game
has to be interrupted. Otherwise the game is restarted with the throw
that corresponds to the situation.

The guilty player shall be penalized with a suspension (Rule 16). If
more than one player from the same team is gquilty of faulty
substitution in the same situation, only the first player committing an
infraction is to be penalized.

20




Rule 4

4:14 If an additional player enters the court without a substitution, or if a
player illegally interferes with the game from the substitution area,
there shall be a suspension for the player. Thus the team must be
reduced by one player on the court.

If a player enters the court while serving a suspension, he shall be
given an additional suspension that starts immediately and also
causes a disqualification of the player. The team is correspondingly
further reduced on the court.

The game is in both cases restarted with a free-throw for the
opponents (Rule 13:1a-b; see, however, Clarification No. 8).

21




Rule 5

The goalkeeper

The goalkeeper is allowed to:

5:1

5:2

5:3

5:4

touch the ball with any part of his body while in the act of defense
inside the goal area;

move with the ball inside the goal area, without being subject to the
restrictions applying to court players (Rules 7:2-4, 7:7). The
goalkeeper is not allowed, however, to delay the execution of the
goalkeeper-throw (Rules 6:5, 12:2 and 15:3b);

leave the goal area without the ball and participate in the game in the
playing area; when doing so, the goalkeeper becomes subject to the
rules applying to players in the playing area;

The goalkeeper is considered to have left the goal area as soon as
any part of the body touches the ground outside the goal-area line.

to leave the goal area with the ball and play it again in the playing
area, if he has not managed to control it.

The goalkeeper is not allowed to:

5:5

5:6

5:7

5:8

5:9

5:10
5:11

endanger the opponent while in the act of defense (Rules 8:2, 8:5)

leave the goal area with the ball under control (free-throw under
13:1a, if the referees has whistled for the execution of the goalkeeper-
throw; otherwise the goalkeeper-throw is simply repeated);

touch the ball again outside the goal area following a goalkeeper-
throw, until after it has touched another player (Rule 13:1a);

touch the ball when it is stationary or rolling on the floor outside the
goal area, while he is inside the goal area (Rule 13:1a);

take the ball into the goal area when it is stationary or rolling on the
floor outside the goal area (Rule 13:1a);

re-enter the goal area from the playing area with the ball (Rule 13:1a);

touch the ball with the foot or the leg below the knee, when it is
stationary on the ground in the goal area or moving out towards the
playing area (Rule 13:1a);

22




Rule 5

Substitution for the goalkeeper

5:12 The goalkeeper is allowed to enter the playing court only over the
side I'ine of his o6wnateamasndgoal yedp
of his own teamORuleslu&)4&1B)i tuti on area

The goalkeeper may leave the playing area over the side line of his
own teamdés substituti Rolesd:B,etd3),bout t he
only on the side of his own team substitution area.

23




Rule 6

The goal area

6:1

6:2

Only the goalkeeper is allowed to enter the goal area (see, however,
Rule 6:3). The goal area, which includes the goal area line, is
considered entered when a court player touches it with any part of the
body.

When a court player enters the goal area, the decisions shall be as
follows:

a) goalkeeper-throw when a court player enters the goal area in
possession of the ball (Rule 13:1a)

b) free-throw, when a court player enters the goal area without the
ball but gains an advantage by doing so (Rule 13:1a-b; see however,
Rule 6:2c)

c) 6-meter throw, when a defending player enters the goal area and,
because of this, destroys a clear chance of scoring (Rule 14:1a).

6:3 Entering the goal area is not penalized when:

6:4

6:5

6:6

6:7

a) a player enters the goal area after playing the ball, as long as this
does not create a disadvantage for the opponents

b) a player enters the goal area without the ball and does not gain an
advantage by doing so

c) a defending player enters the goal area during or after an attempt
to defend, without causing a disadvantage for the opponents.

The ball belongs to the goalkeeper when it is in the goal area (see,
however, Rule 6:5).

The ball may always be played when it is at rest or rolling, even in the
goal area.

However, the court players are not allowed to enter the goal area to
do so (free-throw).

It is allowed to play the ball which is in the air above the goal area,
except in case of a goalkeeper-throw (Rule 12:2).

The goalkeeper shall put the ball back into play through a goalkeeper-
throw (Rule 12), when it ends up in the goal area.

Play shall continue (through a goalkeeper-throw under Rule 6:6) if a
player of the defending team touches the ball when in the act of
defense, and the ball is caught by the goalkeeper or comes to rest in
the goal area.

24




Rule 6

6:8 If a player plays the ball into his own goal area, the decisions shall be
as follows:

a) goal, if the ball enters the goal

b) free-throw, if the ball comes to a rest in the goal area, or if the
goalkeeper touches the ball and it does not enter the goal (Rule
13:1a-b)

c) throw-in, if the ball goes out over the outer goal line (Rule 12:1)

d) play continues, if the ball passes through the goal area back into
the playing area, without being touched by the goalkeeper.

6:9 A ball that returns from the goal area out into the playing area remains
in play.

25




Rule 7

Playing the ball, passive play
Playing the ball

It is permitted to:

7:1 throw, catch, stop, push or hit the ball, by using hands (open or
closed), arms head, torso, thighs and knees;

Diving for the ball when it is lying or rolling on the ground is also

permitted.

7:2 hold the ball for a maximum of 3 seconds, also when it is lying on the
floor (Rule 13:1a);

The ball may not remain on the ground longer than 3 seconds and

then be picked up again by the same player who last touched it (free-

throw);
7:3 take a maximum of 3 steps with the ball (Rule 13:1a); one step is
considered taken when:

a) a player who is standing with both feet on the ground lifts one foot
and puts it down again, or moves one foot from one place to
another

b) a player is touching the floor with one foot only, catches the ball
and then touches the floor with the other foot

c) a player after a jump touches the ground with one foot only, and
then hops on the same foot or touches the ground with the other
foot

d) a player after a jump touches the floor with both feet
simultaneously, and then lifts one foot and puts it down again, or
moves one foot from one place to another.

Comment:

It counts as only one step, if one foot is moved from one place to another,
and then the other foot is dragged next to the first one.
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7:4  while standing or running:
a) bounce the ball once and catch it again with one or both hands

b) bounce the ball repeatedly with one hand (dribble), or roll the ball
on the ground repeatedly with one hand, and then catch it or pick it
up again with one or both hands.

As soon as the ball thereafter is held in one or both hands, it must be
played within 3 seconds or after no more than 3 steps (Rule 13:1a).

The bouncing or dribbling is considered to have started when the
player touches the ball with any part of his body and directs it towards
the floor.

After the ball has touched another player or the goal, the player is
allowed to tap the ball or bounce it and catch it again.

7:5 move the ball from one hand into the other one.
7:6 play the ball while kneeling, sitting or lying on the floor.
Itis not permitted to:

7:7 touch the ball more than once, unless it has touched the floor, another
player, or the goal in the meantime (Rule 13:1a).

Fumbling the ball is not penalized.
Comment:

Fumbling means that a player fails to control the ball when trying to catch it
or stop it.

If the ball has already been controlled, then the player may not touch it
more than once after tapping or bouncing it.

7:8 touch the ball with a foot or leg below the knee, except when the ball
has been thrown at the player by an opponent (Rule 13:1a-b);

7:9 Play continues if the ball touches a referee on the court.
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Rule 7

Passive play

7:10

7:11

|t I S not permitted to keep the
making any recognizable attempt to attack or to shoot on goal (see
Clarification No. 4). This is regarded as passive play, which is to be
penalized with a free-throw against the team in possession of the ball
(Rule 13:1a).

The free-throw is taken from the spot where the ball was when play
was interrupted.

When a possible tendency to passive play is recognized, the
forewarning signal (Hand Signal No.17) is shown. This gives the team
in possession of the ball the opportunity to change its way of attacking
in order to avoid losing possession. If the way of attacking does not
change after the forewarning signal has been shown, or no shot on
goal is taken, then a free-throw is called against the team in
possession (see Clarification No. 4).

In certain situations the referees can call free-throw against the team
in possession also without any prior forewarning signal (e.g. when a
player intentionally refrains from trying to utilize a clear scoring
chance).
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Rule 8

Fouls and unsportsmanlike conduct
It is permitted to:
8:1 a) use arms and hands to block or gain possession of the ball

b) use an open hand to play the ball away from the opponent from
any direction

c) use the body to obstruct an opponent, even when the opponent is
not in possession of the ball

d) make body contact with an opponent, when facing him and with
bent arms, and maintain this contact in order to monitor and follow
the opponent.

Itis not permitted to:

8:2 a) pull or hit the ball out of the hands of an opponent
b) block or force away an opponent with arms, hands or legs
c) restrain, hold, push, run or jump into an opponent

d) interfere with, impede or endanger an opponent (with or without
the ball) in contravention of the rules.

8:3 Violations of Rule 8:2 where the action is mainly or exclusively
directed at the opponent and not at the ball, are to be punished
progressively. Progressive punishment means that it is not sufficient
to penalize a particular foul solely with a free-throw or 6-meter throw,
because the foul goes beyond the type of infraction which normally
occurs in the struggle for the ball.

Each infraction that meets the definition for progressive punishment
requires a personal punishment.
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8:4 Physical and verbal expressions that are incompatible with the spirit of
good sportsmanship are regarded as constituting unsportsmanlike
conduct (for examples, see Clarification No. 5). This applies to both
players and team officials, on or outside the playing court. Progressive
punishment also applies in the case of unsportsmanlike conduct
(Rules16:1d, 16:2, 16:6).

85 A player who endangers the opponent ¢
shall be disqualified (Rule 16:6c), particularly if he:

a) from the side or from behind, either strikes or pulls back the
throwing arm of a player who is in the process of throwing or
passing the ball

b) takes any action resulting in the opponent being struck on the
head or neck

c) deliberately hits the body of an opponent with his foot or knee or in
any other way; this includes tripping

d) pushes an opponent who is running or jumping, or attacks him in
such a way that the opponent loses control of his body; this also
applies when a goalkeeper leaves his goal area in connection with
a counterattack from the opponents

e) hits a defending player in the head with a free-throw taken as a
direct shot on goal, assuming that the defending player was not
moving; or similarly, hits the goalkeeper in the head with a 6-meter
throw, assuming that the goalkeeper was not moving.

Comment:

Even a foul with a very small physical impact can be very dangerous and
have potentially very serious consequences, if the timing of the foul is such
that the opponent is defenseless and caught unaware. It is the risk to the
player and not the seemingly minor nature of the body contact that should
be guiding in determining the appropriateness of a disqualification.

8:6 Seriously unsportsmanlike conduct by a player or team official, on or
outside the court (for examples, see Clarification No. 6), shall be
punished with disqualification (Rule 16:6e).
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87 A player who is gqguilty of ARassaul to
excluded (Rules 16:11-14). Assault outside the playing time leads to a
disqualification (Rules 16:6f; 16:16b,d). A team official who is guilty of
assault shall be disqualified (Rule 16:6q).

Comment:

Assault is, for the purposes of this rule, defined as a forceful and deliberate
attack against the body of another person (player, referee,
timekeeper/scorekeeper, team official, delegate, spectator, etc). In other
words, it is not simply a reflex action or the result of careless and excessive
methods. Spitting on another person is specifically regarded as assault.

8:8 Violations against Rules 8:2-7 lead to a 6-meter throw for the
opponents (Rule 14:1), if the violation directly, or indirectly because of
the interruption it causes, destroys a clear chance of scoring for the
opponents.

Otherwise the violation leads to a free-throw for the opponents (Rules
13:1a-b, but see also Rules 13:2 and 13:3).
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Rule 9

Scoring and deciding the outcome of the game
Scoring

9:1

A goal is scored when the entire ball has crossed the entire width of
the goal line (see Diagram No. 4), provided that no violation of the
rules has been committed by the thrower or a teammate before or
during the throw.

A goal shall be allowed, if there is a violation of the rules by a
defender but the ball still goes into the goal.

A goal cannot be awarded, if a referee or the timekeeper has
interrupted the game before the ball has completely crossed the goal
line.

A goal shall be awarded to the opponents, if a player plays the ball
into his own goal, except in the situation where a goalkeeper is
executing a goalkeeper-throw (Rules 12:2, 2" paragraph).

Comment:

A goal shall be awarded, if the ball is prevented from going into the goal by
someone or something not participating in the game (spectators, etc), and
the referees are convinced that the ball would otherwise have entered the

goal.

9:2

9:3
9:4

9:5

Creative or spectacular goals are awarded with two points (see
Clarification No.1).

A goal scored by a 6-meter throw is awarded with two points.

After a goal is scored, the game is restarted with a goalkeeper-throw
from the goal area (Rule 12:1).

A goal that has been awarded can no longer be disallowed, once the
referee has allowed the goal and the goalkeeper-throw has been
taken.

The referees must make clear (without a goalkeeper-throw) that they
have allowed a goal, if the signal for the end of a half sounds
immediately after a goal is scored and before a goalkeeper-throw can
be taken.

Scoring by the goalkeeper

9:6

Two points are awarded when a goal is scored by the goalkeeper.
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Deciding the outcome of the game

9:7

9:8

If the score is even atthe end of a half, t he A G&@pdldd eme tish o d

used, i.e. the winner is the team that scores the first goal (Rule 2:6).

I f both teams h &veo twaddne playghagdinkt the a

goalkeeper9 is used.

Five players who are eligible to play take throws alternating with the
opposing team. If a goalkeeper is one of the throwers, he counts as a
court player when he takes his throw (Rule 4.8 Comment).

The winner is the team that has scored more points after five throws.
If the outcome has not been decided after the first round, the
i s h o o is ooutinued. For this purpose the ends shall be changed
first (without changing the substitution area - see Comment). Again
five players who are eligible to play take throws alternatively with the
opposing team. Now the other team goes first.

In this round and any subsequent round the match is decided as soon
as one team takes the lead once there has been an equal number of
attempts by each team.

Comment:
Decidingtheout come of t he Shgaaoneo btyo it he i

Il n

tSheothiout 0O t he referees use a CoOi

choice of ends and which team starts (see Clarification No. 2).

If a team has won the coin toss and decides to startthe A S h o o,ttheruthe 0

opponents have the right to choose ends. Alternatively, if the team that wins
the coin toss prefers to choose ends, then the opponents have the right to
startthed Shoo.t out o

Both goalkeepers start off standing on the goal line at least with one foot.
The court player must stand in the playing area with one foot on the right or
left point where the goal-area line and the side line cross. When the referee
blows the whistle he plays the ball back to his goalkeeper on the goal line.
During the pass the ball is not allowed to touch the ground. Once the ball

has

|l eft the playerds hand bot hgog-oal ke

keeper with the ball must remain in his goal area.
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Rule 9

Within 3 seconds he must either take a shot at the opposing goal or pass
the ballto hist eammat e, who i s running towards
during this pass, the ball is not allowed to touch the ground.

The player must catch the ball and try to score a goal, without any rule
violation.

If the attacking goalkeeper or the court player commits a rule violation the
attack is over.

If the defending goalkeeper leaves his goal area, then he is allowed to go
back into his goal area at any time.

If the number of players drops below 5 in one round, the team in question
will have correspondingly fewer throwing opportunities, because no player
is allowed to throw a second time.

9:9 If the defending goalkeeper saves a goal inthe i S h 0 o bywialdtirg
a rule, a 6-meter throw has to be awarded (see Clarification No. 9).

Comment:
Every player who is eligible to play is allowed to execute this 6-meter throw.

910 During toetdshaot the court pl ayers
their substitution area. Players who have taken their throw go back to
their substitution area.

Diagram No. 4 : Scoring

Goal

e
e

i >Fb(5nal
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Rule 10

The referee-throw

10:1 Ea c h hal f | and al so the e ed-tdrewn Go a
(Rule 2:2).

10:2 The referee-throw is taken in the center of the court. One referee-
throws the ball vertically following a whistle signal from the other
referee.

10:3 The other referee is positioned outside the side line opposite the
timekeeping desk.

10:4 With the exception of one player of each team, all players must
remain at least three meters away from the referee while the referee-
throw is being taken, but they are allowed to position themselves any
where else on the playing court.

The two players who are jumping for the ball shall stand next to the
referee each on the side nearest to his own goal.

10:5 The ball may be played only after it has reached its highest point.
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Rule 11

The throw-in

11:1 A throw-in is awarded when the ball has completely crossed the side
line or when a court player on the defending team was the last one to
touch the ball before i1tnecrossed his

11:2 The throw-in is taken without whistle signal from the referees (see,
however, Rule 15:3b), by the opponents of the team whose player last
touched the ball before it crossed the line.

11:3 The throw-in is taken from the spot where the ball has crossed the
side line, but at least 1 meter from the point where the goal area line
and the side line intersect if the ball has crossed the outer goal line or
side line within the goal area.

11:4 The thrower must stand with a foot on the side line until the ball has
left his hand. The player is not allowed to put the ball down and then
pick it up himself, or to bounce the ball and then catch it again himself
(Rule 13:1a).

11:5 The defending players must be at least 1 meter away from the
executing player during a throw-in.
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Rule 12

The goalkeeper-throw
12:1 A goalkeeper-throw is awarded when:

a) a player of the opposing team has entered the goal area in
violation of Rule 6:2a

b) the opposing team has scored a goal
c) the goalkeeper controls the ball in his goal area (Rule 6:6)

d) the ball crosses the outer goal line, after having been touched last
by the goalkeeper or a player of the opposing team.

This means that in all these situations the ball is considered out of play
and the game is resumed with a goalkeeper-throw (Rule 13:3) if there
is a violation after a goalkeeper-throw has been awarded and before it
has been executed.

Rule 13:3 applies if there is a violation of the rules on the part of the
goal keeper 6s t e am-theoW has beemmawagdechdntk e e p er
before it has been executed.

12:2 The goalkeeper-throw is taken by the goalkeeper, without whistle
signal from the referee (see, however, Rule 15:3b), from the goal area
out over the goal-area line.

The goalkeeper-throw is considered to have been taken, when the
ball thrown by the goalkeeper has crossed the goal area line.

The players of the other team are allowed to be immediately outside
the goal area line, but they are not allowed to touch the ball until it has
crossed the line (Rule15:7, 3" paragraph).

Comment:

Goalkeeper-throw during a goalkeeper's substitution: the goalkeeper-throw
has to be always carried-out by the leaving goalkeeper.

He is only allowed to leave the court after carrying out the goalkeeper-
throw.

12:3 The goalkeeper must not touch the ball again after a goalkeeper-
throw, until it has touched another player (Rules 5:7, 13:1a).
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Rule 13

The free-throw
Free-throw decision

13:1

13:2

13:3

In principle, the referees interrupt the game and have it restarted with
a free-throw for the opponents when:

a) the team in possession of the ball commits a violation of the rules
that must lead to a loss of possession (see Rules 4:4, 4:6, 4:13,
4:14, 5:6-11, 6:2b, 6:4, 6:8b, 7:2-4, 7:7-8, 7:10, 8:8, 11:4, 12:3,
13:9, 14:5-7 and 15:2-5).

b) the defending team commits a violation of the rules that causes
the team in possession of the ball to lose it (see Rules 4:4, 4:6,
4:13, 4:14, 6:2b, 6:4, 6:8b, 7:8, 8:8, 13:7).

The referees should allow continuity in the game by refraining from
interrupting the game prematurely with a free-throw decision.

This means that, under Rule 13:1a, the referees should not call a
free-throw if the defending team gains possession of the ball
immediately after the violation committed by the attacking team.

Similarly, under Rule 13:1b, the referees should not intervene until
and unless it is clear that the attacking team has lost possession of
the ball or is unable to continue their attack, due to the violation
committed by the defending team.

If a personal punishment is to be given because of the rules violation,
then the referees may decide to interrupt the game immediately, if this
does not cause a disadvantage for the opponents of the team
committing the violation. Otherwise the punishment should be delayed
until the existing situation is over.

Rule 13:2 does not apply in the case of infringements against Rules
4:3, 4.4, 4:6, 4:13, 4:14 where the game shall be interrupted
immediately, through the intervention of the timekeeper.

If a violation that would normally lead to a free-throw under Rule 13:1
takes place when the ball is out of play, then the game is restarted
with the throw that corresponds to the reason for the existing
interruption.
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13:4 In addition to the situations indicated in Rule 13:1a-b, a free-throw is
also used as the way of restarting the game in certain situations
where the game is interrupted (i.e. when the ball is in play), even
though no violation of the rules has occurred:

a) if one team is in possession of the ball at the time of the
interruption, this team shall retain possession

b) if neither team is in possession of the ball, then the team that last
had possession shall be given possession again

c) when the game is interrupted because the ball touched a fixture
above the court, the team which did not last touch the ball shall be
given possession.

T h eAdvantage Rul eo according to Rule 13:
situations indicated in Rule 13:4.

13:5 If there is a free-throw decision against the team that is in possession
of the ball when the referee whistles, then the player who has the ball
at that moment must immediately drop it or put it down at the spot
where he is (Rulel16:2d).

Free-throw execution

13:6 When a free-throw is taken, the players of the attacking team are not
allowed to position themselves closer than 1 meter from the goal area
line of the opponents before the free-throw has been taken (Rule
15:1).

13:7 When the free-throw is being taken, the opponents must remain at a
distance of at least 1 meter from the thrower.

13:8 The free-throw is normally taken without any whistle signal from the
referee (see, however Rule 15:3b) and, in principle, from the place
where the infraction occurred. The following are exceptions to this
principle:

In the situations described under Rule 13:4 a-b, the free-throw is
taken, after whistle signal, in principle from the place where the ball
was at the time of the interruption. In case of Rule 13:4c, the free-
throw is taken, also after whistle signal, in principle from the place
below where the ball touched the fixture.
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Rule 13

13:9

If a referee or technical delegate (from IHF or a continental/national
federation) interrupts the game because of an infringement on the
part of a player or team official of the defending team, and this results
in a verbal warning or a personal punishment, then the free-throw
should be taken from the place where the ball was when the game
was interrupted, if this is a more favorable location than the position
where the infringement took place.

The same exception as in the previous paragraph applies if a
timekeeper interrupts the game because of a faulty substitution, or
illegal entry under Rules 4:3-4, 4.6, 4:13-14.

As indicated in Rule 7:10, free-throws called because of passive play
shall be taken from the place where the ball was when the game was
interrupted.

Not withstanding the basic principles and procedures stated in the
preceding paragraphs, a free-throw can never be taken inside the
throwing teamdés own goal ar ea.
indicated is inside the goal area, the location for the execution must
be moved to the nearest spot immediately outside the goal area.

If the correct position of the free-throw is nearer than one meter from
the defending team goal-area line, then the execution must take place
at least one meter away from the goal area line.

Once a player from the team that received the free-throw is in the
correct position for taking the throw, with the ball in hand, he must not
put it down on the floor and pick it up again, or bounce it and catch it
again (Rule 13:1a).
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Rule 14

The 6-meter throw
6-meter decision
14:1 A 6-meter throw is awarded when:

a) a clear chance of scoring is destroyed anywhere on the court by a
player or a team official of the opposing team

b) there is an unwarranted whistle signal at the time of a clear
chance of scoring

c) a clear chance of scoring is destroyed through the interference of
someone not participating in the game (except when Rule 9:1,
Comment, applies).

For the definition of i crificatianrNo.2.h a n c e

14:2 If an attacking player retains full control of ball and body despite a
violation as in 14:1a, there is no reason to give a 6-meter throw, even
if thereafter the player fails to utilize the clear scoring chance.

Whenever there is a potential 6-meter decision, the referees should
always hold off on intervening until they can clearly determine if a 6-
meter decision is indeed justified and necessary. If the attacking
player proceeds to score a goal despite the illegal interference from
the defenders, then there is obviously no reason to give a 6-meter
throw. Conversely, if it becomes apparent that the player really has
lost ball or body control because of the violation, so that a clear
chance no longer exists, then a 6-meter throw is to be given.

14:3 When awarding a 6-meter throw, the referees must give a time-out
(Rule 2:14Db).

14:4 If a goal is scored by a 6-meter throw 2 points are awarded (Rule 9:3).
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Rule 14

6-meter execution

14:5

14:6

14:7

14:8

14:9

The 6-meter throw is to be taken as a shot on goal, within 3 seconds
after a whistle signal form the court referee (Rule 13:1a).

The player who is taking the 6-meter throw must not touch or cross
the 6-meter line before the ball has left his hand (Rule 13:1a).

The ball must not be played again by the thrower or a teammate
following the execution of a 6-meter throw, until it has touched an
opponent or the goal (Rule 13:1a).

When a 6-meter throw is being executed, the goalkeeper and the
other opponents of the thrower must remain at least 1 meter from the
thrower until the bal/l has | sfthe
6-meter throw will be retaken if it does not result in a goal.

It is not permitted to change goalkeepers once the thrower is ready
to take the 6-meter throw, standing in the correct position with the ball
hand. Any attempt to make a substitution in this situation is to be
penalized as unsportsmanlike conduct (Rules 8:4, 16:1d and 16:2c).
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Rule 15

General instructions for the execution of the throws

(throw-in, goalkeeper-throw, free-throw, 6-meter throw)

15:1

15:2

15:3

15:4

15:5

The ball must be in the hand of the thrower before a throw is
executed.

All players must be in the positions prescribed for the throw in
guestion. The players must remain in their correct positions until the
ball has left the hand of the thrower.

An incorrect initial position is to be corrected (see, however, Rule
15:7).

Except in the case of the goalkeeper-throw, the thrower must have
one part of a foot in constant contact with the ground when a throw is
taken (Rule 13:1a). The other foot may be lifted and put down
repeatedly.

The referee must blow the whistle for the restart:
a) always in the case of 6-meter throw
b) in the case of a throw-in, goalkeeper-throw or free-throw:
A for a restart after a time-out
A for a restart with a free-throw under Rule 13:4
A when there has been a delay in the execution
A after a correction of the player positions
A after a verbal warning.

After the whistle signal, the thrower must play the ball within 3
seconds (Rule 13:1a).

A throw is considered taken when the ball has left the hand of the
thrower (see, however, Rule 12:2).

The ball may not be handed over to, or touched by, a teammate of the
thrower when the throw is being taken (Rule 13:1a).

The thrower must not touch the ball again until it has touched another
player or the goal (Rule 13:1a).
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Rule 15

15:6

15:7

A goal may be scored directly from any throw, except in the case of a
goalkeeper-t hr o w, where an Aown goal o i s
and a referee-throw (because it is executed by the referee).

Incorrect positions on the part of the defending players in connection
with the execution of throw-in or free-throw must not be corrected by
the referees, unless the attacking players are put at a disadvantage
by taking the throw immediately. If there is a disadvantage, then the
positions are to be corrected (Rule 15:3b).

If the referee blows his whistle for a throw to be taken, despite
incorrect positions on the part of defending players, then those
players are fully entitled to intervene.

A player is to be suspended if he delays or interferes with the
execution of a throw by the opponents, by standing too close or
through other infractions (Rule 16:2e).
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Rule 16

The punishments
Suspension
16:1 A suspension can be given:

a) fouls and similar infractions against an opponent (Rules 5:5 and
8:2), whi ch do not fall under t he
progr esirsRue &3 y o

b) fouls which are to be punished progressively (Rule 8:3)

c) Infractions when the opponents are executing a formal throw (Rule
15:7)

d) Unsportsmanlike conduct by a player or team official (Rule 8:4).
16:2 A suspension must be given:

a) for a faulty substitution or illegal entering of the court (Rules 4:13-
14)

b) for repeated fouls of the type that they are to be punished
progressively (Rule 8:3)

c) for repeated unsportsmanlike conduct by a player, on the court or
outside the court (Rule 8:4)

d) for failure to drop or put the ball down when a free-throw decision
is taken against the team which is in possession of the ball (Rule
13:5)

e) for repeated infractions when the opponents are executing a
formal throw (Rule 15:7)

f) as a consequence of a disqualification of a player or team official
during the playing time (Rule 16:8, 2" paragraph)

ggto tepofiseble team officialo I f a
participate enters the court or more than the registered team
officials and players are present in the substitution area after the
start of the game

h) if a team official enters the court as an additional person in case of
a player's injury.

1) if a team official enters the court in case of a player's injury and
instead of assisting the injured player, gives instructions to players,
approaches opponents or referees.
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16:3

16:4

16:5

The referee shall clearly indicate the suspension to the guilty player
and to the timekeeper/scorekeeper through the prescribed hand
signal. (Hand Signal No. 12).

The suspended player is not allowed to participate in the game during
his suspension, and the team is not allowed to replace him on the
court.

The suspension begins, when the play is restarted with a whistle
signal.

The suspended player can be replaced or is allowed to enter the
playing court as soon as there has been a turnover between the two
teams (see Rule 16, Comment 2 ).

The second suspension of a player results in a disqualification.

In principle, a disqualification resulting from two suspensions is only
effective for the remainder of the playing time (Rule 16, Comment 3)
and it has to be regarded as a referee decision based on facts. (Such
disqualifications shall not be mentioned in the match report).

Disqualification

16:6 A disqualification must be given:

a) for unsportsmanlike conduct

b) for the second (or subsequent) occasion of unsportsmalike
conduct by any one of the players or officials of a team (Rule 8:4)

c) for fouls which endandgele85 he oppone

d) for fouls of the goalkeeper, leaving his goal area during a
A s h o o {orewlayer against the goalkeeper) and endangering
the health of the opponent (Rule 8:5: Actions which are clearly
directed at the body of the opponent and are not aimed at playing
the ball)

e) for seriously unsportsmanlike conduct by a player or a team
official, on or outside the court (Rule 8:6)

f) for an assault by a player outside the playing time, i.e. before the
game or during an intermission (Rules 8:7, 16:16b, d)
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g) for an assault by a team official (Rule 8:7)
h) because of a second suspension to the same player (Rule 16:5)

1) for repeated unsportsmanlike conduct by a player or team official
during an intermission (Rule 16:16d).

16:7 After calling a time-out, the referees shall clearly indicate the
disqualification to the gquilty player or official, and to the
timekeeper/scorekeeper, by holding up a red card. (Hand Signal No.
13; the red card should measure about 9x12 centimeters).

16:8 A disqualification of a player or team official is always for the entire
remainder of the playing time. The player or official must leave the
court and the substitution area immediately. After leaving, the player
or official is not allowed to have any form of contact with the team.
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Rule 16

A disqualification of a player or a team official always reduces the
number of players or officials which is available to the team (except
as in Rule 16.16Db).

The team, however is allowed to increase the number of players on
the court again after a turnover between the teams (see Rule 16,
Comment 2).

16:9 A disqualification (except because of the second suspension - Rule
16:6h) must be explained by the referees in the match report, to the
relevant authorities.

16:10 | f a goal keeper or cShaotoutdo pilsa ypu n idsuht
because of unsportsmanlike or seriously unsportsmanlike conduct,
this leads to a disqualification of the player.

Exclusion
16:11 An exclusion must be given:

When a player is guilty of an assault (as defined in Rule 8:7) during
the playing time on or outside the playing court.

16:12 After calling a time-out, the referees shall clearly indicate the
exclusion to the guilty player and to the timekeeper/scorekeeper,
through the prescribed Hand Signal, i.e., the referee crosses his
arms above his head (Hand Signal No. 14).

16:13 An exclusion is always for the entire remainder of the playing time,
and the team must continue with one player less on the court.

The excluded player must not be replaced and must leave both the
court and the substitution area immediately. After leaving, the player
is not allowed to have any form of contact with the team.

16:14 An exclusion must be explained by the referees in the match report
to the relevant authorities (Rule 17:12).

More than one violation in the same situation

16:15 If a player or team official is guilty of more than one violation
simultaneously or in direct sequence, before the game has been
restarted, and these violations warrant different punishments, then in
principle, only the most severe one of these punishments shall be
given.

This is always the case when one of the violations is an assault.
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Rule 16

Infractions outside the playing time

16:16 Unsportsmanlike conduct, seriously unsportsmanlike conduct, or an
assault on the part of a player or team official, taking place on the
premises where a game is played but outside the playing time, shall
be punished as follows:

Before the game:

a) a verbal warning shall be given in the case of unsportsmanlike
conduct (Rule 16:1d)

b) a disqualification shall be given in the case of seriously
unsportsmanlike conduct or assault (Rule 16:6), but the team is
allowed to start with 8 players and 4 officials.

During an intermission:

c) a verbal warning shall be given in the case of unsportsmanlike
conduct (Rule 16:1d)

d) a disqualification shall be given in the case of repeated or
seriously unsportsmanlike conduct or in the case of an assault
(Rule 16:6). Rule 16:2c-d applicable during the playing time shall
not apply in the case of repeated unsportsmanlike conduct.

After a disqualification during an intermission the team is allowed to
continue on the court with the same number of players as
immediately before the intermission.

After the game:
e) a written report.

Comment 1: The playing time

The situations described in Rules 16:1, 16:2, 16:6 and 16:11 generally
include the infractions caused during the playing time.

The playing tme i ncl ude souttksed, nttihme fAGol den G
AShootouto but not the breaks

Comment 2: The turnover

The term Aturnovern I s to be used to s
passed from one team to the other.
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Rule 16

Exceptions and clarifications:

a) At t he beginning of t he second hal
iShoot out 0, suspended pl aoyalowsd tara-y b e
enter the playing court

b) If there is a delayed suspension in an advantage situation:

A The suspension starts at the moment the sanction is imposed, i.e.,
as soon as the advantage situation has ended and the corresponding
decision has been taken.

Comment 3:

AEffective until Rukekd6e®h) omcltiuce snatt lcd 01
andthei Shoo.t out o

Comment 4: Thegoalk eeper 6s behavior outside the

The goalkeeper is fully responsible for any contact with an opponent
outside of his goal area. That practically means that in any contact where
the attacking player has no chance to see (or avoid) the goalkeeper, a
respective throw (6-meter throw if there is a lost clear chance of scoring)
and progressive punishment will be called. If the incident occurred during
the Shoot-out, a 6-meter throw and a disqualification of the goalkeeper will
be called.

On the contrary (if the attacking player has sufficient time and space to see
and avoid the goalkeeper) a free-throw (offensive foul) in favor of the
goal keeper 6s team wi | | be awarded.

Comment 5: The goal keeper s behavior in

| f a goal keeperan dbgpanenpwsho is &ygng to resote not
vertically, even for scaring the opponent, both a 6-meter-throw and a
suspension must be awarded. If the goalkeeper is causing a physical
contact against the opponent, both, a 6-meter throw and a disqualification
must be awarded. The defending goalkeeper always bears the
responsibility of this kind of action.
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Rule 17

The referees

17:1

17:2

17:3

17:4

17:5

17:6

Two referees with equal authority shall be in charge of each game.
They are assisted by a timekeeper and a scorekeeper.

The referees monitor the conduct of the players from the moment
they enter the premises until they leave.

The referees are responsible for inspecting the playing court, the
goals, and the balls before the game starts; they decide which balls
will be used (Rules 1, 3:1).

The referees also establish the presence of both teams in proper
uniforms. They check the scoresheet and the equipment of the
players. They ensure that the number of players and officials in the
substitution area it within the limits, and they establish the presence
and identity of the ir esponsi bl e team of fi
discrepancies must be corrected (Rules 4:2-3, 4:8-10).

The coin toss is undertaken by one of the referees, in the presence
of the other referee andt h e finrseisbploe t eam of f i
or a team official or player on

At the start of the game, one referee positions himself outside the
side line on the opposite side of the timekeeper table. The official
clock starts on his whistle signal (Rule 2:5).

The other referee positions himself in the center of the playing court.
After the whistle signal he starts the game with a referee-throw
(Rules 2:2, 10:1-2).

The referees must change ends with each other from time to time
during the game.

The referees position themselves in a way they can overview the
substitution areas of both teams. (Rules 17:11, 18:1)
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Rule 17

17:7 In principle, the entire game shall be conducted by the same
referees.

It is their responsibility to ensure that the game is played in
accordance with the rules, and they must penalize any infractions
(see, however, Rules 13:2, 14:2).

If one of the referees becomes unable to finish the game, the other
referee will continue the game alone. (For IHF and continental
events, this situation is handled in accordance with the applicable
regulations).

17:8 If both referees whistle for an infraction and agree about which team
should be penalized but have different opinions as to the severity of
the punishment, then the most severe of the two punishments shall
be given.

17:9 a) If both referees have different opinions on the awarding of points
after a team has scored, a joint decision will apply (see
Comment)

b) If both referees whistle for an infraction, or the ball has left the
court, and the two referees show different opinions as to which
team should have possession, then the joint decision will apply.
(see Comment).

A time-out is obligatory. Following the consultation between the
referees, they give clear hand signals and the game is restarted after
a whistle signal (Rules 2:8f, 15:3Db).

Comment:

The referees reach a joint decision by consulting each other briefly. If they
do not manage to reach a joint decision then the opinion of the court referee
will prevail.

17:10 Both referees observe and control the score, the playing time and
the result of the game. They are responsible for controlling the
playing time. If there is any doubt about the accuracy of the
timekeeping, the referees reach a joint decision (see also Rulel7:9,
Comment).
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Rule 17

17:11 The referees control with support of the timekeeper/scorekeeper the
entry and the exit of the substitutes (Rules 17:6, 18:1).

17:12 The referees are responsible for ensuring after the game that the
scoresheet is completed in a correct way.

Exclusions (Rule 16:14) and disqualifications of the type indicated in
Rule 16:8, must be explained in the match report.

17:13 Decisions made by the referees on the basis of their observations of
facts or their judgments are final.

Appeals can be lodged only against decisions that are not in
conformity with the rules.

During the game, only the respecti Ve
entitled to address the referees.

17:14 The referees have the right to suspend a game temporarily or
permanently.

Every effort must be made to continue the game, before a decision is
taken to suspend it permanently.

53




Rule 18

The timekeeper and the scorekeeper

18:1 In principle, the timekeeper controls the playing time and the time-
outs.

Generally, only the timekeeper (and, when applicable, a delegate)
should interrupt the game when this becomes necessary.

Simultaneously, the scorekeeper has the main responsibility for
keeping the score, the team rosters, the scoresheet, the entering of
players who arrive after the game has started, and the entering of
players who are not entitled to participate.

Other tasks, such as the control of the number of players and team
officials in the substitution area, are regarded as joint responsibilities.

Both support the referees in controlling the substitutions (Rules 17:6,
17:11).

See also Clarification No. 8 regarding proper procedures for the
interventions of the timekeeper/scorekeeper when fulfilling some of
the responsibilities indicated above.

Comment:

During IHF, continental or national championships the task distribution can
be organized in another way.

18:2 If there is no public scoreboard clock available, then the timekeeper
mu s t keep the Aresponsible tea
about how much time has been played or how much time is left,
especially following time-outs.

If there is no scoreboard clock with automatic signal available, the
timekeeper assumes the responsibility for giving the final signal at
half-time and at the end of the game (see Rule 2:9, Comment).

When a player is suspended, the scorekeeper confirms this to the

pl ayer and the referees by holodi

a playerdéds first suspension and
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Guidelines

1.

If 1 or 2 points are credited when a goal is scored (Rules 9, 14:4,
Clarification No. 1), then the court referee must indicated this by
displaying 1 or 2 fingers. When 2 points are awarded, the goal referee
does a full vertical arm swing additionally.

Hand Signal 12: The referee indicates the rule violation and points
to the offending player.

A bent arm, grabbed at the wrist by the other arm, indicates a
suspension.

The referee uses a r ed card
disqualification.

Disqualifications must be clearly confirmed by a red card being held
in the air by the scorekeeper.

When a free-throw or throw-in is called, the referees must show
Immediately the direction for the throw that is to follow (Hand Signals
7 or9).

Thereafter, as applicable, the appropriate obligatory Hand Signal(s)
should be given, to indicate any personal punishment (Hand Signals
12-14).

If it seems that it would also be useful to explain the reason for a free-
throw or 6-meter throw decision, then the applicable one of Hand
Signals 1-6 could be given for the sake of information.

Hand Signals 11, 15 and 16 are mandatory in those situations where
they apply.

Hand Signals 8, 10 and 17 are used as deemed necessary by the
referees.
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Referee Hand Signals

1

Advantage, play on
Avantage, jeu
Vorteil, spielen

2

Double dribble

Double dribble

Fang-, Prell- oder Tippfehler
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