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Allar tilvisanir i leikreglunum i pjélfara, leikmenn, démara og svo framvegis eru
i karlkyni. Ekki er aetlunin ad gera upp & milli kynja. Leikreglurnar eiga baedi vid
karla og konur og er petta einungis gert i hagraedingarskyni.

REGLA EITT - LEIKURINN
Gr.1  Skilgreiningar
1.1 Leikurinn

1.2

13

Korfuknattleikur er leikinn af 2 lidum, skipudum 5 leikmdnnum. Markmid
hvors ids er ad skora korfu hja métherjunum og koma i veg fyrir ad
métherjar skori korfu. Leiknum er stjornad af démurum, starfsménnum
ritarabords og eftirlitsmanni ef hann er til stadar.

Karfa: Métherjanna/eigin

Karfan sem 1id sakir ad, er karfa métherjanna og karfan sem [id ver er
karfa lidsins.

Sigurvegari leiks

Sigurvegari leiks er pad 1id sem hefur gert fleiri stig er leiktima lykur.

REGLA TVO - LEIKVOLLUR 0G TFEKI

Gr. 2
2.1

2.2

23

24

Leikvollur
Leikvollurinn

Leikvollur skal vera rétthyrnt slétt svaedi med hordu yfirbordi dn nokkurra
hindrana (mynd 1). Skal staerd leikvallar vera 28 metrar & lengd og 15
metrar a breidd, maelt fra innri brin Gtlina.

Varnarvollur

Samanstendur af eigin korfu lidsins, framhluta korfuspjaldsins og pess
hluta leikvallar sem takmarkast af endalinu fyrir aftan peirra eigin korfu,
hlidarlinum og midlinu.

Soknarvollur

Séknarvollur lids samanstendur af korfu motherja, framhluta
korfuspjaldsins og peim hluta leikvallar sem takmarkast af endalinu
fyrir aftan korfu métherja, hlidarlinum og innri brdn midlinu naest korfu
motherja.

Linur

Allar linur skulu vera hvitar, 5 sm. 4 breidd og sjast vel.
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Utlinur

Leikvollur skal takmarkast af atlinu sem samanstendur af endalinum og
hlidarlinum. bessar linur eru ekki hluti leikvallar.

Allar hindranir, p.m.t. varamannabekkir, skulu vera i ad minnsta kosti 2
metra fjarlaeg0 fra leikvelli.

Midlina, midjuhringur og halfhringur vitateigs

Midlinan skal dregin samhlida endalinum frd midpunkti hlidarlinanna
og skal nd 15 sentimetra Ut fyrir hvora hlidarlinu. Midlina er hluti
varnarvallar.

Midjuhringurinn skal vera & midju leikvallar og skal radius hans vera 1,80
metra meelt fra ytri brin linunnar sem myndar hringinn. Ef innanmal
midjuhrings er mélad, pa verdur hann ad vera i sama lit og vitateigurinn.

Halfhringar vitateigs skulu vera med radiusinn 1,80 metra maelt fra ytri
brin og med midjuna @ midpunkti vitalinanna (mynd 2).

Vitateigslinur, takmorkudu svaedin og frakastasvaedi vid vitaskot

Vitateigslina skal dregin samhlida hvorri endalinu. Ytri bran vitalinu skal
vera 5,80 m frd innri brin endalinu og skal vitalinan vera 3,60 m & lengd.
Midpunktur vitalinu skal liggja @ imyndadri linu sem sker midpunkt
beggja endalinanna.

Takmorkudu svaedin skulu vera ferhyrnt svaedi sem merkt eru & leikvoll
og takmarkast af endalinum, framlengdri vitalinu og linum sem koma
fra endalinum med ytri brin 2,45 m. frd4 midpunktum endalina og
enda vid ytri bran framlengdra vitalina. bPessar linur, ad undanskyldum
endalinum eru hluti af takmarkada svaedinu. Svaedi innan takmarkada
svaedisins verdur ad vera malad i einum lit.

Merkja skal frakastasvaedin sem fratekin eru fyrir leikmenn vid vitaskot
eins og synt er 4 mynd 2.

Priggja stiga sveedi

briggja stiga svaedi lids (mynd 1 og mynd 3) skal vera allur leikvollurinn,

fyrir utan svaedi naleegt korfu métherjanna sem er takmarkad og
innifelur:

+ 2 samhlida linur sem na fra endalinu hornrétt med ytri brin 0,9 metra
fra innri bran hlidarlina.

« Halfhring sem er 6,75 metra maelt fra peim punkti & golfinu sem
er beint undir midju koérfu andstaedinganna ad ytri brun linu
hélfhringsins. bessi punktur skal vera 1,575 metra fra innri brdn
midpunkts endalinu. Halfhringurinn skal tengjast samhlida linunum.

briggja stiga linan er ekki hluti af priggja stiga svaedinu.
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245 Sveedivaramanna

Svaedi varamanna skal merkt utan vid leikvollinn og takmarkast af tveim

linum eins og synt er 4 mynd 1.

bad verda ad vera 14 seeti til stadar & varamannasvaedi fyrir lidsmenn

4 varamannasvaedi en peir eru pjalfari, adstodarpjalfari, varamenn,

utilokadir leikmenn og fylgismenn 1ids. Allir adrir einstaklingar skulu

vera stadsettir a.m.k. 2 metra fyrir aftan varamannabekk.
246 Innkastslinur

2 linur sem eru 0,15 m langar skulu merktar utan vid leikvoll vid hlidarlinu

andspaenis ritarabordi med ytri brun linanna 8,325 m. fra ytri brdn naestu

endalinu.
2.4.7  Rudningsfritt halfhringssveedi

Halfhringslinurnar sem mynda rudningsfria sveedid skulu merktar &

leikvoll og takmarkast af:

« Halfhring med 1,25 m radius sem meaeldur er fra punkti beint undir
korfunni ad innri bran hélfhringins. Halfhringurinn tengist:

« 2 samhlida linum hornrétt a endalinu med innri brdn 1,25 m fra
punkti beint undir kdrfunni, 0,375 m 4 lengd og endar 1,20 m frd innri
brun endalinu.

Rudningsfria svaedinu er svo lokad med imyndudum linum sem tengjast

endum samhlida linanna beint fyrir nedan fremri brin korfuspjaldsins.

Linan sem myndar rudningsfria halfhringinn er hluti af rudningsfria

sveedinu.
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Ritarahord

Ritarahordid og stalarnir vid pad skulu vera a palli. Kynnirinn ogfeda skra-
setjarar tolfraedi {ef til stadar) mega sitja vid hlid ritabordsins og/eda fyrir
aftan pad.

Mynd 4 - Ritarabord og skiptistolar varamanna



LEIKREGLUR | KORFUKNATTLEIK 2014 Bls 11 af 148

Gr.3 Taeki

Eftirfarandi teeki eru naudsynleg:

« Korfur sem samanstanda af
- Korfuspjoldum
- Korfum med hringjum (eftirgefanlegum) og neti
- Kérfuuppistodum sem eru bélstradar
« Korfuboltar
+ Leikklukka
- Ritarabord
+ Skotklukka

« Skeidklukka eda videigandi (audsjaanlegt) taeki (ekki leikklukkan) til
a0 taka timann a leikhléi

« 2 adskilin og 6lik havaer hljodmerki, eitt af hvoru fyrir
- Skotklukkuvord
- Ritara/timavord

+ Leikskyrslu

+ Villuspjold fyrir leikmenn

+ Lidsvillumerki

+ Merki sem gefur til kynna vixlregluna - leikstefnudr

« Leikgolf

+ Leikvollur

+ Naegjanleg lysing

Til ad fa nénari lysingu & bunadi i korfuknattleik, sja vidauka um
korfuboltabuinad (Appendix on Basketball Equipment) 8 www.fiba.com.
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REGLA PRJU - LIDIN

Gr.4
4.1
4.1.1

4.2
4.2.1

422

423

43
4.3.1

Lidin
Skilgreining

Lidsmadur er hlutgengur pegar hann hefur fengid heimild til ad leika
fyrir 1id samkveemt reglunum, p.m.t. reglum um aldurstakmérk, sem
settar eru af skipuleggendum keppninnar.

Lidsmadur ma leika pegar nafn hans hefur verid sett a leikskyrslu adur
en leikur hefst og svo framarlega sem hann hefur ekki fengid 5 villur eda
verid Utilokadur fré leiknum.

A medan & leik stendur er lidsmadur:
+ Leikmadur pegar hann er 4 leikvelli og heimilt ad leika.
« Varamadur pegar hann er ekki a leikvelli en heimilt ad leika.

. Utilokadur leikmadur pegar hann hefur framid 5 villur og er ekki
heimilt ad leika.

[ leikhléum (interval of play) eru allir [[Bsmenn sem hafa heimild til ad
leika taldir vera leikmenn.

Regla

Hvert lid skal samanstanda af:

« Ekki fleiri en 12 lidsmonnum sem mega leika. bar af skal einn vera
fyrirlidi.

«+ bjalfara, og ef lid dskar pess, adstodarpjalfara.

« [ mesta lagi 5 fylgismdnnum sem hafa sérstdkum skyldum ad gegna
s.s. framkvaemdastjori, laeknir, sjukrapjalfari, umsjénarmadur med
tolfraedi, tulkur o.s.frv.

5 leikmenn ur hvoru lidi skulu vera & leikvelli 8 medan & leik stendur og
er haegt ad skipta peim Ut af.

Varamadur verdur leikmadur og leikmadur verdur varamadur pegar:
« Domari bendir varamanni & ad koma inn & leikvoll.

« Varamadur bidur ritara um skiptingu i leikhléum (time out eda
interval of play).

Buaningar
Buningur lidsmanna skal samanstanda af:
« Treyjum sem eru i einum rikjandi lit ad framan og aftan.

Allir leikmenn verda ad gyrda skyrtur sinar nidur i buxurnar 8 medan
a leik stendur. Samfellur (All-in-ones) eru heimilar.
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+ Stuttbuxum sem eru i einum rikjandi lit ad framan og aftan, en ekki
endilega i sama lit og treyjur. Stuttbuxur mega ekki né lengra en nidur
ad hnjam.

+ Sokkar i sama rikjandi lit fyrir alla leikmenn lidsins.

Hver lidsmadur skal bera nimer framan og aftan 4 treyju sinni. NUmerin
skulu vera i einum lit sem sker sig fra lit treyjunnar.

Numerin skulu vera synileg og:

+ Ndmerin & bakinu skulu vera a.m.k. 20 sm & haed.

« Nudmerin ad framan skulu vera a.m.k. 10 sm & haed.

+ Ndmerin skulu vera a.m.k. 2 sm & breidd.

« Lid skulu nota nimer 0 og 00 og fra 1-99.

+ Leikmenn ur sama lidi skulu ekki vera med sama numer.

+ Auglysing eda 1696 skal stadsett a.m.k. 5 sm frd nimerum.
Lid skulu hafa ad lagmarki 2 sett af treyjum og:

+ Skal pad lid sem fyrr er nefnt i opinberum skyrslum (heimalidid) vera i
ljésum buningum (helst hvitum).

+ Skal pad lid sem seinna er nefnt (gestalidid) vera i dokkum buningum.

« Ef hins vegar lidin 2 koma sér saman um ad vixla litunum & biningum
pa er pad heimilt.

Annar bunadur

Allur dtbunadur sem notadur er af leikménnum verbur ad vera
videigandi i korfuknattleik. Allur utbunadur sem er hannadur til ad auka
haed eda fadm leikmanna eda gefa leikmonnum ésanngjarnt hagraedi
er ekki leyfour.

Leikmenn skulu ekki bera hluti sem geta skapad haeettu fyrir adra
leikmenn.

- Eftirfarandi er ekki heimilt:

- Hlifar, gifs eda spelkur um fingur, hond, Glnlid, olnboga eda
framhandlegg sem gerd eru ur ledri, plasti, pjalu plasti, malmi eda
60ru hordu efni, jafnvel po pad sé bolstrad med mykra efni.

- Hlutir sem geta skorid eda valdid rispum (neglur a fingrum skulu
vera stuttklipptar).

- Hofudskraut, hofudfat og skartgripir.
- Eftirfarandi er heimilt:

- Utbanadur til ad verja 6xl, upphandlegg, leri eda legg, svo
framarlega sem hann er naegilega boélstradur.

- brystiermar (sleeve) i sama rikjandi lit og treyjur.
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443

444

Gr.5
5.1
5.2

53

54

55

5.6

57

- brystisokkar i sama rikjandi lit og stuttbuxur. Ef paer eru fyrir
leerlegg verda paer ad enda fyrir ofan hné, ef peer eru fyrir fétlegg
verda peer ad enda fyrir nedan hné.

- Hnjaspelkur svo framarlega sem paer eru bélstradar a videigandi
hatt.

- Vorn fyrir brotid nef, jafnvel pé hun sé gerd ar hordu efni.
- Olitadur gémur til varnar ténnum.

- Gleraugu svo framarlega sem pau skapa ekki haettu fyrir adra
leikmenn.

- Hofudband sem er ekki breidara en 5 sm og er ur einlitu efni, pjalu
plasti eda gummii.

- Olitad gegnseett limband & érmum, &xlum, leggjum og svo
framvegis.

A medan & leik stendur ma leikmadur ekki vera med 4 likama sinum,
hari eda annars stadar, auglysingu eda gédgerdarnafn, vorumerki eda
annars konar kynningu.

Allur atbunadur sem ekki er nefndur i leikreglum pessum verdur ad fa
sampykki alpjéda taeekninefndar FIBA.

Leikmenn: Meidsl
Démurum er heimilt ad stodva leik vegna meidsla leikmanna.

Ef knottur er i leik pegar meidslin eiga sér stad, skal domari bida med ad
flauta par til sékn lykur, p.e. [idid sem hefur vald & knettinum hefur reynt
korfuskot, misst vald & knettinum, haldid knetti fra leik eda ef knottur er
ur leik. Pegar hins vegar er naudsynlegt ad vernda slasadan leikmann,
getur déomari stodvad leik strax.

Ef slasadur leikmadur getur ekki haldid leik afram strax (um pad bil 15
sekundur) eda ef hann faer adhlynningu, verdur ad skipta honum ut af,
nema lidid hafi feerri en 5 leikmenn & leikvelli.

Lidsmenn & varamannasvaedi mega koma inn & vollinn med leyfidémara
til ad huga ad slésudum leikmanni 48ur en honum er skipt Ut af.

Laeknir getur komid inn a vollinn an leyfis démara ef, ad hans mati, hinn
slasadi leikmadur parfnast tafarlausrar laeknishjalpar.

Hverjum leikmanni sem blaedir eda er med opid sar & medan & leik
stendur skal skipt ut af. Leikmadurinn getur adeins hafid leik ad nyju eftir
ad blaeding hefur verid stodvud og tryggilega buid um sarid pannig ad
pad sé hulid.

Ef slasadur leikmadur eda einhver leikmadur sem blaedir eda hefur opid
sar jafnar sig i leikhléi sem annad hvort lidid hefur tekid og adur en ritari
gefur merki um skiptingu, skal honum heimilt ad halda afram leik.
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Meidist leikmenn sem pjalfari hefur akvedid ad hefji leik, eda fai
medferd milli vitaskota. er heimilt ad skipta peim. | pessu tilfelli mega
andstaedingarnir einnig skipta Ut sama fjolda leikmanna ef peir svo
kjosa.

Fyrirlidi: Skyldur og réttindi

Fyrirlidi er leikmadur sem er tilnefndur af pjalfara sinum til ad vera
fulltrai lids sins a leikvelli. Hann ma avarpa domara a kurteisan hatt til
ad fa naudsynlegar upplysingar, en adeins pegar boltinn er ur leik og
leikklukkan st6dvud.

Fyrirlidi skal um leid og leik lykur tilkynna démara ef 1id hans métmeelir
urslitum leiksins og skrifa undir leikskyrslu i délk merktum undirskrift
fyrirlida.

bjalfarar: Skyldur og réttindi

bjalfarar eda fulltrdar peirra, skulu i sidasta lagi 20 mindtum fyrir leik
afhenda ritara lista yfir nafn og nimer lidsmanna sem heimild hafa
til ad taka patt i leiknum, sem og nafn fyrirlida lidsins, pjalfara og
adstodarpjalfara pess. Allir lidssmenn sem hafa verid settir a skyrslu mega
leika, jafnvel pd peir maeti eftir ad leikur er hafinn.

bjalfarar skulu i sidasta lagi 10 minatum fyrir leik stadfesta n6fn og numer
leikmanna sins lids og pjalfara sem skrifadir hafa verid a skyrsluna med
pvi ad undirrita hana. A sama tima skulu peir merkja vid pa 5 leikmenn
sem hefja munu leikinn. bjalfari 1ids, A" skal gefa pessar upplysingar fyrst.

Lidsmenn & varamannasvaedi eru einu einstaklingarnir sem heimilt er ad
sitja & varamannabekk og vera naleegt varamannasvaedum.

bjalfari eda adstodarpjalfari mega fara til ritarabords a medan a leik
stendur til ad fa tolfraedilegar upplysingar. Slikt er adeins heimilt pegar
knottur er dr leik og leikklukka st6dvud.

bjalfara eda adstodarpjalfara, en adeins 68rumieinu, er heimilt ad standa
& medan a leik stendur. beir mega kalla til leikmanna & medan & leik
stendur svo framarlega sem peir halda sig innan varamannasvaedisins.
Adstodarpjalfari skal ekki dvarpa domara.

Ef adstodarpjalfari er til stadar verdur hann ad vera skradur é leikskyrsluna
aour en leikur hefst (hann parf ekki ad undirrita hana). Hann tekur vid
skyldum pjalfara ef pjalfari getur ekki lengur, einhverra hluta vegna,
sinnt skyldum sinum.

begar fyrirlidi yfirgefur leikvoll af gildri dsteedu, skal pjalfari upplysa

démara um numer pess leikmanns sem tekur vid fyrirlidastddunni inni
a leikvelli.
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7.8 Fyrirlidi lids skal koma fram sem pjalfari, ef pjalfari getur ekkilengur sinnt
skyldum sinum og enginn adstodarpjalfari er skradur a leikskyrslu (eda
adstodarpjalfarinn getur ekki sinnt skyldum sinum). Ef fyrirlidi verdur ad
vikja af leikvelli getur hann haldid &fram storfum sem pjalfari. Ef hann
verdur ad vikja af velli vegna brottrekstrarvillu, eda ef hann getur ekki
sinnt skyldum pjalfara vegna meidsla ma varafyrirlidi taka vid skyldum
hans sem pjalfari.

7.9 bjalfari skal tilnefna leikmann til ad taka vitaskot i 6llum peim tilfellum
sem leikreglur segja ekki fyrir um vitaskyttuna.
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REGLA RJOGUR - REGLUR LEIKSINS

Gr. 8
8.1
8.2
8.3

84
85

8.6

8.7

8.8

8.9

Gr.9
9.1

9.2

9.3

9.4

Leiktimi, jafntefli og framlengingar
Leikur skal samanstanda af 4 leikhlutum sem hver er 10 minutur.
Leikhlé (interval of play) skal hefjast 20 mindtum fyrir daetladan leiktima.

bad skal vera tveggja (2) mindtna hlé & milli fyrsta og annars leikhluta
(fyrri halfleikur) og milli pridja og fjérda leikhluta (sidari halfleikur) og &
undan hverri framlengingu.

Leikhlé milli halfleikja skal vera 15 minutur.
Leikhlé (interval of play) hefst:

« 20 minUtum 4dur en aaetlad er ad leikur hefjist.
«+ Pbegar leikklukka hljomar vid lok hvers leikhluta.
Leikhlé (interval of play) endar:

« Vid upphaf fyrsta leikhluta pegar knétturinn yfirgefur hendur démara
vid démarakast.

+ Vid upphaf allra annarra leikhluta pegar knottur er til stadar fyrir
leikmann sem tekur innkast.

Ef stig eru jofn pegar leiktima lykur i fjorda leikhluta skal leikur halda
afram med eins mérgum framlengingum, sem standa i 5 minttur hver,
og porf er a til ad fa fram urslit.

Ef villa er framin pegar eda i pann mund sem leikklukka hljémar vid
lok leiktima skulu vitaskot sem af henni hljétast framkvaeemd eftir ad
leiktima lykur.

Ef framlenging reynist naudsynleg vegna pessara vitaskota eda vitaskots,
pa skulu allar villur sem framdar eru eftir lok leiktima taldar framdar i
leikhléi (interval of play) og refsad fyrir paer 4dur en framlenging hefst.

Upphaf og lok leikhluta eda leiks

Fyrsti leikhluti hefst pegar knottur yfirgefur hendur ddémara i
doémarakasti.

Allir adrir leikhlutar hefjast pegar knottur er til stadar fyrir leikmann sem
tekur innkast.

Leikur getur ekki hafist ef annad lidid er ekki med 5 leikmenn a leikvelli
sem tilbunir eru ad leika.

[ 6llum leikjum skal 1idid sem nefnt er fyrst & leikskyrslu eda leikskra
(heimalidid) vera & peim varamannabekk og eigin korfu sem er vinstra
megin vid ritarabordid sem snyr ad leikvelli.
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9.5

9.6
9.7

9.8

Gr. 10
10.1
10.2

10.3

10.4

Ef hins vegar baedi lid sampykkja pa geta pau skipst & bekkjum og/eda
korfum.

Fyrir fyrsta og pridja leikhluta hafa lidin rétt & ad hita upp a peim helmingi
leikvallarins par sem karfa motherja peirra er.

Lid skulu skipta um korfu i sidari hélfleik.

i 6llum framlengingum skulu lidin halda &fram ad leika i att ad sému
korfu og i fjorda leikhluta.

Leikhluta, framlengingu eda leik lykur pegar leikklukka hljémar vid lok
leiktima. Pegar korfuspjald er Gtbuid med ljéosum & brinum, skulu ljésin
hafa forgang fram yfir hljédmerkid.

Stada knattarins
Knéttur getur annad hvort verid i leik eda ur leik (live or dead).
Knoétturinn er i leik (live) pegar:
« Hann yfirgefur hendur démara vié démarakast.
« Knottur er til stadar fyrir leikmann vid vitaskot.
+ Knéotturinn er til stadar fyrir leikmann til ad taka innkast.
Knottur verdur ur leik (dead) pegar:
+ Karfa er skorud eda vitaskot heppnast.
« Domari blzes i flautu sina pegar knottur er i leik.
« bad er augljést ad knétturinn muni ekki hafna i kérfunni i vitaskoti og:
- Annad eda 6nnur vitaskot fylgja 4 eftir.
- Frekari refsing (vitaskot og/eda innkast) fylgir a eftir.
«+ Hljédmerki leikklukku heyrist sem gefur til kynna lok leikhluta.
« Skotklukkan hljémar pegar lid hefur vald a knetti.

« begar knottur sem er i loftinu eftir korfuskot er snertur af leikmanni
annars hvors lidsins eftir:

- Ad démarinn flautar i flautu sina.
- Leikklukka hljémar til ad gefa til kynna lok leikhluta.
- Skotklukkan hljéomar.
Knottur fer ekki ar leik og skorud karfa telst gild pegar:
« Knéttur er i loftinu eftir korfuskot og:
- ddmari blaes i flautu sina.
- leikklukkan hljémar vid lok leikhluta.
- Skotklukkan hljémar.



Gr. 11

11.2

Gr. 12
121
12.1.1

12.1.2

12.2

12.2.1

12.2.2

12.2.3

1224

12.2.5

LEIKREGLUR | KORFUKNATTLEIK 2014 Bls 19 af 148

« Knottur er i loftinu eftir vitaskot og démari blaes i flautu sina vegna
leikbrots annarra en vitaskyttunnar.

+ Leikmadur brytur & einhverjum métherja pegar knotturinn er &
valdi métherja i skottilraun og sem lykur skottilrauninni i samfelldri
hreyfingu sem héfst adur en villan atti sér stad.

bessi hluti & ekki vid og karfan skal ekki gilda ef
- algerlega ny skothreyfing a sér stad eftir ad démari hefur flautad.

- samfelld hreyfing leikmanns i skottilraun er hafin og leikklukka
hljémar vid lok leikhluta eda skotklukkan hljémar.

Stadsetning leikmanns og domara
Stadsetning leikmanns dkvardast af pvi hvar hann snertir gélfid.

begar leikmadur er 4 lofti i stokki, telst hann i snertingu vid pann hluta
leikvallar sem hann snerti sidast. betta a vid Utlinur, midlinu, priggja
stiga linu, vitalinu, linur sem stadsetja takmarkada svae8id og linur sem
stadsetja rudningsfria halfhringssvaedio.

Stadsetning démara er akvordud a sama hatt og stadsetning leikmanns.
begar knéttur snertir démara er pad eins og hann snerti goélfid par sem
doémari stendur.

Domarakast og vixlreglan
Skilgreining a domarakasti

Domarakast 4 sér stad pegar démari kastar knettinum i midjuhring milli
einhverra tveggja (2) métherja vid upphaf fyrsta leikhluta.

Knetti er haldid pegar einn eda fleiri leikmenn ur hvoru lidi hafa pad
fast tak & knettinum med annarri eda badum héndum ad hvorugur
leikmanna getur nad valdi 8 honum nema med pvi ad syna éparfa horku.

Framkvaemd domarakasts

Hvor leikmadur skal standa med bada faetur innan pess halfhrings
midjuhringsins sem er naer hans eigin kérfu og med annan fétinn
nalaegt midlinu hringsins.

Samherjar mega ekki taka sér stodu hlid vid hlid umhverfis hringinn ef
moétherji kys ad taka sér stodu & milli peirra.

Doémari skal sidan kasta knettinum upp (160rétt) & milli métherjanna
tveggja (2), haerra en hvor um sig naer med pvi ad hoppa.

A3 minnsta kosti annar leikmannanna verdur ad blaka knettinum med
hendi (eda hondum) eftir ad hann nadi haestu stodu.

Hvorugur leikmannanna ma yfirgefa st6du sina fyrr en knettinum hefur
verid blakad 4 I6glegan hatt.
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12.2.6

12.2.7

12.2.8

12.3

124
12.4.1

12.4.2

12.5
12.5.1

Hvorugur leikmannanna ma gripa knottinn eda snerta hann oftar en
tvisvar, fyrr en knotturinn hefur snert einhvern leikmann sem ekki tok
patt i ddmarakastinu.

Ef knetti er ekki blakad af 6drum leikmanninum skal démarakastid
endurtekid.

Engir likamshlutar leikmanna sem ekki taka patt i ddmarakastinu mega
vera & eda yfir linunni sem myndar hringinn (sivalningurinn) adur en
knetti er blakad.

Brot a reglum 12.2.1, 12.2.4, 12.2.5, 12.2.6 og 12.2.8 er leikbrot.
Doémarakast

Doémarakast a sér stad pegar:

+ Knetti er haldio.

« Knottur fer ut af og démarar eru i vafa eda 6sammala um hver snerti
knottinn sidast.

+ Tvivilla & sér stad vid misheppnad sidasta vitaskot eda eina vitaskotid.

« Knottur i leik festist milli kérfuhrings og spjalds (nema milli vitaskota
og eftir eina vitaskotid og innkast fylgir vid framlengda vitalinu
andspaenis ritarabordi).

+ Knéttur fer ur leik pegar hvorugt lidid hefur vald & honum né hefur
rétt til hans.

« Eftir ad refsingum er jafnad Ut gagnvart badum lidum og pad eru
engar refsingar eftir og hvorugt lidid hafdi vald & knettinum né atti
rétt & knettinum fyrir fyrstu villuna eda leikbrotid.

« Allir leikhlutar, utan fyrsta leikhluta, eiga ad hefjast.

VixIreglan

Vixlreglan er adferd vid ad koma knetti i leik med innkasti i stad
démarakasts.

Innkast samkvaemt vixlreglu:
« Hefst pegar knottur er til stadar fyrir leikmann sem tekur innkast
« Lykur pegar:

- Knottur snertir eda er snertur & loglegan hatt af leikmanni a
leikvelli .

- Lidid sem 4 innkast fremur leikbrot.
- Knéttur i leik festist milli kdrfuhrings og spjalds vid innkast.
Framkvaemd vixlreglunnar

Vid 6ll démarakost skulu lidin taka innkastid vegna vixlreglunnar sem
naest peim stad sem domarakastid atti sér stad.
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Lidid sem ekki naer valdi & knetti eftir démarakast vid upphaf leiks mun
fa fyrsta innkastid skv. vixlreglunni.

Lid sem a rétt & knetti samkvaemt vixlreglunni vid lok hvers leikhluta skal
hefja naesta leikhluta med innkasti vid midlinu, andspaenis ritarabordi,
nema eftir sé ad framkvaema frekari vitaskot eda refsingar sem leida til
pess ad lid fai knottinn.

Gefa skal til kynna med stefnudr pad lid sem a rétt & innkastinu
samkvaemt vixlreglunni og skal 6rin visa & koérfu andstaedinganna.
Stefnudrinni skal snuid strax og innkasti samkvaemt vixlreglunni lykur.

Leikbrot 1ids vid innkast skv. vixlreglunni veldur pvi ad lidid tapar
innkastinu samkvaemt vixlreglunni. Leikstefnudrinni skal snuid strax og
gefa pannig til kynna ad métherjar brotlega lidsins eigi rétt & innkastinu
samkvaemt vixlreglunni vid naestu adstaedur sem leida til démarakasts.
Leik skal fram haldid med pvi ad veita métherjum brotlega lidsins
knottinn til innkasts par sem upprunalega innkastid atti ad fara fram.

Villa annars hvors lidsins:
« Fyrir upphaf leikhluta annars en fyrsta leikhluta eda
A medan innkast skv. vixlreglunni  sér stad

veldur pvi ekki ad lidid sem a innkastid tapi réttinum & innkastinu sem
pad hefur fengid skv. vixlreglunni.

Hvernig knetti er leikid
Skilgreining

[ kérfuknattleik er knetti adeins leikid med héndum og ma senda, henda,
blaka, rulla eda rekja i hvada att sem er innan takmarkana sem settar eru
i pessum reglum.

Regla

Leikmadur skal ekki hlaupa med knéttinn, sparka honum viljandi eda
hindra for hans med hvada hluta fétarins sem er eda kyla hann med
hnefa.

Hins vegar er pad ekki leikbrot ad snerta knott med faeti dviljandi.

Brot a grein 13.2 er leikbrot.

Vald & knetti
Skilgreining

Vald lids a knetti hefst pegar leikmadur pess hefur vald a knetti i leik
vegna pess ad hann heldur a eda rekur knott eda knottur i leik er til
stadar fyrir leikmanninn.

Vald lids heldur afram pegar:

« Leikmadur pess lids hefur vald & knetti i leik.
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14.1.3

Gr. 15
15.1
15.1.1

15.1.2

15.1.3

Gr. 16
16.1
16.1.1

+ Knottur er sendur & milli samherja.
Valdi lids lykur pegar:

+ Andstaedingur naer valdi & knetti

« Knéttur fer ur leik

+ Knottur hefur yfirgefid hond leikmanns vid skot eda vitaskot.

Leikmadur i skottilraun
Skilgreining

Korfuskot eda vitaskot er pegar knetti er haldid i hénd(um) leikmanns
og er sidan kastad i loftinu i 4tt ad korfu métherjans.

Blak er pegar knetti er beint med hond(um) i att ad korfu métherjans.

Trodsla er pegar knetti er pryst nidur i korfu métherja med annarri eda
badum hondum.

Blak og trodsla eru einnig talin til skottilrauna.
Skottilraun:

o Hefst pegar leikmadur, ad mati domara, hefur hafid samfellda
hreyfingu sem venjulega er undanfari pess ad sleppa knettinum, i
tilraun sinni til ad skora med pvi ad kasta, troda eda blaka knettinum
i 4tt ad korfu moétherja.

o Lykur pegar knéttur hefur yfirgefid hénd skotmanns og, sé um
stokkskot ad raeda, badir faetur hafa lent & golfinu.

Handlegg leikmanns sem reynir ad skora geeti verid haldid af métherja
og pannig komid i veg fyrir ad hann skori, jafnvel pé hann sé talinn vera
i skottilraun. | pessu tilfelli er pad ekki naudsynlegt ad knéttur yfirgefi
hond leikmanns.

bad eru engin tengsl & milli fjolda 16glegra skrefa og skottilraunar.
Samfelld hreyfing i skottilraun:

« Hefst pegar knéttur hvilir i hénd eda héndum leikmanns og
skothreyfing, venjulega upp & vid, hefst.

+ Getur innifalid hreyfingar handleggja eda likama i skottilrauninni.

Lykur pegar knéttur hefur yfirgefid hond eda hendur leikmanns eda
ef um algerlega nyja skothreyfingu er ad raeda.

Karfa: Hvenar skorud og gildi hennar
Skilgreining

Karfa er skorud pegar knottur sem er i leik fer i kdrfuna ofan fra og
stodvar par eda fer i gegn.
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Knétturinn er talinn vera innan kérfunnar pegar einhver minnsti hluti
hans er innan vid og fyrir nedan efri brdn hringsins.

Regla

Karfa er skrad & pad 1id sem sakir a kérfu moétherjanna sem knotturinn
fer ofan i a eftirfarandi hatt:

«+ Karfa skorud ur vitaskoti gildir 1 stig.

- Karfa skorud af tveggja stiga svaedi gildir 2 stig.

- Karfa skorud af priggja stiga sveedi gildir 3 stig.

« Eftir ad knottur hefur snert hringinn vid sidasta eda eina vitaskot og er
snertur l6glega af séknar- eda varnarmanni d4dur en hann fer i kérfuna
skal karfan gilda 2 stig.

Ef leikmadur skorar i korfu sins 1ids fyrir slysni skal karfan gilda 2 stig og
skrad eins og fyrirlidi métherjanna 4 leikvelli hefdi skorad hana.

Ef leikmadur skorar i korfu sins 1ids af asetningi er pad leikbrot og
karfan er ekki gild.

Ef leikmadur veldur pvi ad knéttur fer i gegnum korfuna nedan fra, pa
er pad leikbrot.

Leikklukka verdur ad gefa til kynna 0:00:3 (3 tiundu ur sekindu) eda
meira til ad leikmadur geti ndd valdi & knetti vid innkast eda frakast eftir
sidasta eda eina vitaskot og reynt korfuskot. Ef leikklukka gefur til kynna
0:00:2 eda 0:00:1 er eini moguleikinn til ad gera gilda korfu sa ad blaka
eda troda knettinum.

Innkast
Skilgreining

Innkast a sér stad pegar knetti er leikid inn & leikvoll af leikmanni utan
vallar.

Framkvaemd

Doémari verdur ad afhenda leikmanni sem tekur innkast knéttinn eda
hafa knéttinn til stadar fyrir leikmann. Hann ma einnig kasta knetti eda
senda gélfsendingu til leikmannsins svo framarlega sem:

« Doémari er ekki meira en 4 metra fra peim leikmanni sem & ad taka
innkastid.

« Leikmadur sem & ad taka innkastid sé a réttum stad skv. akvordun
démarans.

Leikmadur skal taka innkast sem naest peim stad sem leikbrotid atti sér
stad, eda par sem leikur var stodvadur skv. akvérdun démara, nema
beint fyrir aftan korfuspjaldid.

Innkast skal tekid vid midlinu andspaenis ritarabordi vid eftirfarandi
adstaedur:
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17.24

17.2.5

17.2.6

17.2.7

17.3
17.3.1

17.3.2

« Vid upphaf allra leikhluta utan pess fyrsta

Eftir vitaskot vegna teeknivillu, oéipréttamannslegrar villu eda
brottrekstrarvillu.

Leikmadurinn sem tekur innkastid skal hafa faeturna sitt hvorum megin
vid framlengda midlinu og getur gefid knéttinn til leikmanns hvar sem
er a leikvellinum.

begar leikklukka synir 2:00 minutur eda minna i fjérda leikhluta og i
hverri framlengingu skal pad lid sem 4 rétt 4 knetti & varnarvelli og feer
leikhlé, fa knottinn til innkasts vid framlengda vitalinu & séknarvelli
sinum andspaenis ritarabordi.

Eftir villu leikmanns lids sem hefur vald a knettinum, eda lids sem a rétt
& knettinum, skal innkastid sem fylgir tekid sem naest peim stad sem
brotid atti sér stad.

Alltaf pegar knottur fer i korfuna, en karfan eda vitid er ekki gilt, skal taka
innkastid sem fylgir vid hlidarlinu til mots vid vitateigslinu.

Eftir heppnad korfuskot eda heppnad sidasta eda eina vitaskot:

« Skal einhver métherji lids sem skorar setja knéttinn i leik aftan vid
endalinu peirrar korfu sem skorad var i. betta & einnig vid eftir ad
doémari réttir leikmanni knéttinn eda hefur knéttinn til stadar fyrir
leikmann eftir leikhlé eda eftir ad leikur stodvast eftir skorada korfu
eda eftir heppnad eina eda sidasta vitaskot.

« Leikmadur sem tekur innkastid ma hreyfa sig til hlidar og/eda
afturdbak og/eda senda knottinn til samherja vid eda bakvid endalinu,
en 5 sekiindna talningin hefst pegar knétturinn er til stadar fyrir fyrsta
leikmanninn utan vallar.

Regla

Leikmadur sem taka & innkastid skal ekki:

« Taka meira en 5 sekdndur til ad losa sig vid knoéttinn.

. Stiga a leikvoll med knéttinn i héndunum.

« Valda pvi pegar hann sendir knéttinn i innkasti ad hann fari ut af.

+ Snerta knottinn a leikvelli 4dur en annar leikmadur hefur snert hann.
«» Valda pvi ad knéttur fari beint i korfu.

«+ Hreyfa sig til hlidar i eina eda badar attir frd peim stad sem innkast
skal tekid fyrir aftan Utlinu en sem nemur meira en 1 metra adur en
hann sendir knéttinn. Honum er hins vegar heimilt ad feera sig beint
afturdbak fra linunni eins langt og adstaedur leyfa.

Adrir leikmenn skulu ekki:
« Hafa neinn hluta likamans yfir utlinu leikvallarins 4dur en knettinum
er kastad inn & vollinn.

« Vera naer leikmanni sem tekur innkastid en 1 metra pegar svaedid
utan utlina er minna en 2 metrar.

Brot a grein 17.3 er leikbrot.
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Refsing

Métherjar fa knottinn til innkasts a peim stad par sem upphaflegt
innkast atti sér stad.

Leikhlé

Skilgreining

Leikhlé er hlé a leiknum sem pjalfari eda adstodarpjalfari dska eftir.
Regla

Hvert leikhlé skal standa i 1 minutu.

Leikhlé ma veita pegar teekifeeri til ad taka leikhlé hefst.

Teekifaeri til ad taka leikhlé hefst pegar:

« Fyrir baedi 1id, knottur fer ur leik, leikklukkan er stopp, og démari
hefur lokid samskiptum sinum vid ritarabord.

+ Fyrir baedi li, knottur fer ur leik vid sidasta eda eina vitaskot
« Fyrir [i5id sem skorar ekki, ef karfa er skorud.

Moguleikanum & ad veita leikhlé lykur pegar knottur er til stadar fyrir
leikmann i fyrsta eda eina vitaskotinu.

Veita ma hvoru lidi:
« 2 leikhlé i fyrri halfleik,

« 3 leikhlé i sidari halfleik, en ad hamarki 2 peirra sidustu 2 minutur
sidari halfleiks.

+ 1 leikhlé i hverri framlengingu.
Onotud leikhlé ma ekki flytja yfir i sidari halfleik eda framlengingu.

Leikhlé er skrad a lid pess pjalfara sem fyrstur bad um pad, nema ad
leikhlé sé veitt eftir ad motherjar skora korfu og villa hefur ekki verid
daemd.

Leikhlé skal ekki heimilad lidi sem skorar pegar leikklukka synir 2:00
minutur eda minna i fjorda leikhluta og i hverri framlengingu og eftir
heppnad korfuskot, nema démari hafi stodvad leikinn.

Framkvaemd

Adeins pjélfara eda adstodarpjalfara er heimilt ad bidja um leikhlé.
Hann skal na augnsambandi vid ritara eda fara ad ritarabordi og dska
greinilega eftir leikhléi og gefa um leid venjubundid ddmaramerki med
héndunum.

Adeins er haegt ad afturkalla beidni 1ids um leikhlé 48ur en hljédmerki
ritara hljomar vegna slikrar beidni.

Leikhlé:

+ Hefst pegar démari blaes i flautu sina og synir merki um leikhlé.
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18.3.4

18.3.5

18.3.6

Gr. 19
19.1

19.2
19.2.1
19.2.2

+ Lykur pegar démariflautar i flautu sina og gefur lidunum merki um ad
koma inn & leikvollinn.

Ritari skal gefa domurum til kynna ad bedid hafi verid um leikhlé med
bvi ad gefa hljédmerki um leid og moguleiki er & ad veita leikhléid.

Ef karfa er skorud gegn lidi sem hefur bedid um leikhlé skal timavordur
strax stodva leikklukku og gefa hljédmerki.

 leikhléi og i hléum fyrir upphaf annars eda fj6rda leikhluta eda hverrar
framlengingar er leikménnum heimilt ad yfirgefa leikvoll og setjast
4 varamannabekk og lidsmenn & varamannasvaedinu mega fara inn a
leikvoll svo framarlega sem peir halda sig i naleegd vid varamannasvaedid.

Ef beidni um leikhlé kemur fram efir ad vitaskytta hefur fengid knéttinn
fyrir fyrsta eda eina vitaskot, skal veita leikhléd ef:

- Sidasta eda eina vitaskotid heppnast.

. Aeftirsidasta eda eina vitaskotinu fylgirinnkast fra midlinu andspaenis
ritarabordi.

« Villa er deemd & milli vitaskota. [ pvi tilfelli skal ljuika vitaskotunum og
leikhlé skal tekid 40ur en naesta refsing kemur til framkvaemdar.

. YIIIa er deemd adur en knottur fer i leik eftir sidasta eda eina vitaskot.
I pvi tilfelli skal taka leikhléid &8ur en neesta refsing kemur til
framkveemdar.

- Leikbrot er deemt adur en knéttur fer i leik eftir sidasta eda eina
vitaskot. | pessu tilfelli skal leikhlé heimilad adur en innkastid er
framkveemt.

Ef til koma morg vitaskot vegna fleirri en einnar refsingar, skal fara med
hvert sett & adskilinn hatt.

Leikmannaskipti
Skilgreining

Leikmannaskipti er pegar leikur er stodvadur ad dsk varamanns sem
etlar ad verda leikmadur.

Regla
Lid ma skipta leikmanni pegar taekifaeri gefst til.
Taekifzeri til leikmannaskipta hefst pegar:

+ Fyrir baedi 1id, knottur fer ur leik og leikklukka er stopp og pegar
domarar hafa lokid samskiptum sinum vid ritarabordid.

+ Fyrir baedi lid, knottur fer Ur leik eftir heppnad sidasta eda eina
vitaskot.

« Fyrir 1idid sem skorar ekki, karfa er skorud pegar leikklukka synir 2:00
minutur eda minna i fjérda leikhluta og i hverri framlengingu.
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Teekifaeri til leikmannaskipta lykur pegar knottur er til reidu fyrir leikmann
i fyrsta eda eina vitaskoti.

Leikmadur sem skipt er Ut af og er ordinn varamadur og leikmadur sem
ordinn er leikmadur geta ekki komid aftur inn & eda farid ut af fyrr en
knottur hefur farid ur leik eftir ad leikklukkan hefur gengi®, nema ef:

« Lid hefur feerri en fimm leikmenn & leikvelli.

« Leikmadur sem fellur undir leidréttanleg mistok og 4 ad taka
vitaskotin er & bekknum eftir ad hafa verid skipt ut af & l6glegan hatt.

Leikmannaskipti eru ekki heimil 1idi sem skorar pegar leikklukkan er
stodvud eftir heppnad korfuskot og leikklukkan synir 2:00 minttur eda
minna i fjérda leikhluta og i framlengingu nema démari hafi st6dvad
leikinn.

Framkvaemd

Adeins varamadur hefur rétt til ad bidja um skiptingu. Hann (ekki
pjalfarinn eda adstodarpjalfarinn) skal fara sjalfur til ritara og bidja &
skyran hatt um skiptingu og syna hefébundid merki med hondum eda
setjast 4 skiptimannastdl. Hann verdur ad vera tilbuinn til ad leika strax.

Adeins er haegt ad haetta vid leikmannaskiptingu ef beidni um slikt
kemur fram 48ur en ritari gefur hljédmerki til marks um beidnina.

Um leid og teekifeeri til skiptingar gefst, skal ritari gefa démurum til
kynna med hljodmerki ad éskad hafi verid eftir skiptingu.

Varamadur skal vera utan vid leikvollinn par til démari flautar i flautu sina,
gefur merki um skiptingu og bendir honum & ad koma inn a leikvéllinn.

Leikmadur sem skipt er ut af parf hvorki ad lata domara né ritara vita.
Honum er heimilt ad fara beint & varamannabekk lids sins.

Leikmannaskiptum skal lokid eins hratt og audid er. Leikmanni sem
hefur framid 5 villur eda hefur verid visad af leikvelli skal strax skipt ut
af (innan u.p.b. 30 sekiindna). Ef démari telur ad um sé ad reeda tof a
leiknum skal skra leikhlé hja hinu brotlega lidi. Ef brotlega 1idid & ekki
eftir leikhlé er heimilt ad deema taeknivillu (B) a pjalfara lidsins.

Ef leikmannaskipta er dskad & medan a leikhléi eda hléi stendur (interval
of play), annad en hélfleikshléi, verdur varamadur ad lata ritara vita 4dur
en hann fer inn a leikvollinn.

Ef naudsynlegt er ad skipta vitaskotmanni Ut af vegna pess ad hann:
+ Er meiddur.

+ Hefur framid 5. villu sina.

- Hefur verid visad af leikvelli.

Verdur varamadur hans ad taka vitaskotin. Ekki er heimilt ad skipta
honum ut af aftur fyrr en eftir ad leikklukkan hefur gengid.
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19.3.9

Gr. 20
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20.2.2

20.2.3

Gr. 21
21.1

Ef beidni um leikmannaskipti kemur framhja 66ru voru lidi eftir ad
knéttur er til stadar fyrir vitaskotmann i fyrsta eda eina vitaskoti skal
heimila leikmannaskipti ef:

- Sidasta eda eina vitaskoti® heppnast.

. A eftir sidasta eda eina vitaskoti fylgi innkast fr4 midlinu, andspaenis
ritarabordi.

- Villa er deemd milli tveggja vitaskota. | pessu tilfelli skal ljuka
vitaskotunum og skiptingin fer fram adur en naesta refsing kemur til
framkveemda.

. Yilla er deemd adur en knottur fer i leik eftir sidasta eda eina vitaskot.
| pessu tilviki fer leikmannaskiptingin fram 48ur en naesta refsing
kemur til framkveemda.

- Leikbrot er daemt adur en knéttur fer i leik & eftir sidasta eda eina
vitaskoti. | pessu tilfelli skal skiptingin heimilud adur en innkastid er
tekid.

i peim tilfellum par sem taka 4 morg vitaskot vegna fleiri en einnar
refsingar, skal fara med hvert sett sérstaklega.

Leik fyrirgert
Regla
Lid telst hafa fyrirgert leik (game lost by forfeit) ef:

- Lidid er ekki til stadar eda getur ekki teflt fram 5 leikm&nnum sem eru
tilbunir ad leika 15 minutum eftir ad leikur &tti ad hefjast.

Pad kemur i veg fyrir ad leikurinn fari fram med adgerdum sinum.
+ Pbad neitar ad leika eftir ad hafa fengid um pad fyrirmaeli frd domara.
Refsing

Métherjarnir vinna leikinn og stigaskorid skal vera 20-0. Enn fremur skal
pad lid sem fyrirgerir leik fa 0 stig a stodutoflunni.

begar lid leika 2 leiki (heima og heiman) par sem samanl6gd stig gilda
og i urslitakeppni (allt ad 3 leikir ,best of 3”) tapar pad lid seriunni eda
urslitakeppninni sem fyrirgerir fyrsta, 6drum eda pridja leiknum med
JFyrirgert”. betta & ekki vid i urslitakeppni (allt ad fimm leikir ,best of 5”).

Ef [id fyrirgerir leik f annad sinn i fjollidamoti eda deildakeppni skal lidinu
visad ur keppni og urslit lidsins skulu dgild.

Leik tapad - of fair leikmenn a velli (game lost by default)
Regla

Leik skal haett og lid tapar leik ef pad hefur faerri en 2 leikmenn & leikvelli
sem tilbunir eru ad leika.
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Refsing

Ef pad 1id sem deemdur er sigur er haerra ad stigum vid leikslit, skulu
pau urslit standa ébreytt. Sé pad hins vegar laegra ad stigum skulu Urslit
skrad 2-0 pvi i vil. Lidid sem tapadi leiknum skal fa 1 stig & stodutoflunni.

begar lid leika 2 leiki innbyrdis (heima og heiman) par sem samanl6gd
stig gilda, tapar pad lid seriunni sem hefur of faa leikmenn a leikvelli {
fyrri eda sidari leiknum med ,Tapad”
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REGLA FIMM - LEIKBROT

Gr. 22
22.1

22.2

Gr. 23
23.1
23.1.1

23.1.2

23.2
23.2.1

23.2.2

23.23

Gr. 24
241
24.1.1

24.1.2

Leikbrot

Skilgreining

Leikbrot er brot a leikreglunum.
Refsing

Knétturinn er afhentur métherja til innkasts, sem naest peim stad sem
leikbrotid atti sér stad, nema beint fyrir aftan korfuspjaldid, nema annad
sé tekid fram i leikreglunum.

Leikmadur at af og knottur it af
Skilgreining

Leikmadur er utan leikvallar pegar einhver hluti likama hans er i
snertingu vid golfid eda einhvern hlut annan en leikmann, sem er fyrir
ofan, 4, eda fyrir taun utlinu.

Knéttur er utan leikvallar pegar hann snertir:
Leikmann eda annan einstakling sem er utan leikvallar.
+ GOIfid eda einhvern hlut fyrir ofan, 4, eda fyrir utan utlinu.

Korfuuppistodur, bakhlid korfuspjalda eda einhvern hlut fyrir ofan
leikvoll.

Regla

Sidasti leikmadurinn sem snertir knottinn veldur pvi ad knétturinn fer ut
af, jafnvel pé ad knétturinn fari Gt af med pvi ad snerta eitthvad annad
en leikmanninn.

Ef knétturinn fer Gt af vegna snertingar vid leikmann sem er & eda utan
vid Utlinu pd er sé leikmadur valdur ad pvi ad knétturinn fer ut af.

Ef leikmadur (leikmenn) fara Ut af eda & varnarvoll pegar peir halda
knetti fast & milli sin leidir pad til démarakasts.

Knattrak
Skilgreining

Knattrak er hreyfing knattar i leik sem leikmadur med vald & knettinum
veldur med pvi ad kasta, blaka, rulla knettinum a gélfinu eda kasta
honum af dsetningi i 4tt ad korfuspjaldi.

Knattrak hefst pegar leikmadur sem hefur vald & knetti i leik & leikvelli
kastar, blakar eda rullar honum eftir gdlfinu eda kastar honum af
asetningi i att ad korfuspjaldi og snertir hann aftur adur en knétturinn
snertir annan leikmann.
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Knattraki lykur pegar leikmadur snertir knéttinn samtimis med badum
héndum eda leetur hann stédvast i annarri eda badum héndum.

A medan & knattraki stendur ma kasta knettinum upp i loftid ad pvi
tilskildu ad knétturinn snerti gélfid 4dur en leikmadur snertir hann aftur
med héndunum.

Engar takmarkanir eru a fiélda skrefa sem leikmadur ma taka pegar
knotturinn er ekki i snertingu vid hénd hans.

Leikmadur sem missir dvart valdi & knetti i leik og naer pvi aftur er talinn
vera ad falma (fumbling).

Eftirfarandi er ekki knattrak:
« Skottilraun sem hafnar i korfu.

+ Missa évart vald & knetti og na pvi aftur (falm) vid upphaf eda lok
knattraks.

« Tilraun til ad na knettinum med pvi ad blaka honum frd 68rum
leikmdnnum sem eru ad reyna ad na til hans.

- Blaka knettinum fra leikmanni sem hefur vald 8 honum.
+ Komast inn i sendingu og nd valdi & knettinum.

+ Velta knetti milli handanna og stédva knéttinn par &dur en hann
snertir golf, svo lengi sem leikmadur skrefar ekki.

Regla

Leikmadur skal ekki rekja knottinn 60ru sinni eftir ad hann hefur lokid
ad rekja knéttinn einu sinni, nema hann hafi misst vald a knetti i leik &
leikvelli vegna:

+ Korfuskots.
+ Snertingar métherja a knettinum.

« Sendingar eda falms sem snertir sidan eda hefur snert annan
leikmann.

Skref
Skilgreining

Skref er 6logleg hreyfing annars eda beggja féta, i hvada att sem er
4 medan haldid er a knetti i leik, umfram takmarkanir sem settar eru i
pessari grein.

Snuningur er 16gleg hreyfing par sem leikmadur sem heldur & knetti
i leik, stigur einu sinni eda oftar i hvada att sem er med sama faeti, en
hinum faetinum sem nefnist snuningsfétur, er haldid st6dugum &
snertifleti sinum vid golfid.
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25.2
25.2.1

25.2.2

2523

Regla
Festa sntningsfot fyrir leikmann sem gripur knétt i leik a leikvelli:
 Pbegar stadid er med badar faetur a golfinu:
- Um leid og 60rum faeti er lyft verdur hinn sndningsfétur.
+ Vid hreyfingu:
- Ef annar fétur snertir golfid verdur sa fétur snuningsfétur

- Ef badir faetur eru i loftinu og leikmadur lendir & badum fétum 3
sama tima verdur sa fétur snuningsfétur sem er & golfinu pegar
hinum faetinum er lyft.

- Ef badir faetur eru i loftinu og leikmadur lendir & 66rum faeti pa
verdur sa fotur sndningsfétur. Ef leikmadur stekkur af peim feeti
og stodvar med bada feetur & golfinu samtimis, pa er hvorugur
féturinn snuningsfotur.

Hreyfing med knottinn hja leikmanni sem hefur fest sniningsfoét
pegar hann hefur vald a knetti i leik a leikvelli:

+ begar stadid er med badar faetur a gdlfinu:

- Ekki ma lyfta snaningsfeti adur en knottur yfirgefur hond
leikmanns vid knattrak.

- Vid sendingu eda korfuskot ma leikmadur hoppa af sniningsfaeti
en hvorugur féturinn ma lenda & gélfinu 4dur en knéttur yfirgefur
hoénd leikmanns.

+ Vid hreyfingu:

- Vid sendingu eda skottilraun, ma leikmadur hoppa af sniningsfaeti
og lenda a 68rum faeti eda badum fétum samtimis. Eftir pad ma
lyfta 60rum eda badum fotum af golfi, en hvorugur ma snerta
golfid aftur 4dur en knéttur yfirgefur hond leikmanns.

- [ byrjun knattraks ma ekki lyfta snuningsfeeti adur en knéttur
yfirgefur hénd leikmanns.

« begar stodvad er og hvorugur féta er snuningsfotur:

- Til ad hefja knattrak ma hvorugur féta lyftast fra golfi adur en
knéttur yfirgefur hond leikmanns.

- Til ad senda eda skjoéta & korfu ma lyfta 60rum eda badum fétum,
en peir mega ekki koma aftur & golfid adur en knéttur yfirgefur
hoénd leikmanns.

Leikmadur dettur, liggur eda situr a golfinu.

« bad er loglegt pegar leikmadur sem heldur a knetti, fellur og rennur
4 golfi eda & medan hann liggur eda situr & gélfinu, nzer valdi a
knettinum.

« bad er leikbrot ef leikmadur pa veltur eda reynir ad standa upp
medan hann heldur knettinum.
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Prjar sekindur
Regla

Leikmadur skal ekki vera innan takmarkada sveedis (vitateigur)
métherjanna lengur en 3 sekindur i senn & medan 1id hans hefur vald &
knetti & séknarleikvelli og klukkan gengur.

Gefa verdur leikmanni moguleika sem:
+ Gerir tilraun til ad yfirgefa takmarkada svaedid.

« Er innan takmarkada svaedisins pegar hann eda lidsmadur hans
utan vitateigs er i skottilraun og knétturinn er ad yfirgefa, eda hefur
yfirgefid, hond hans vid korfuskot.

« Hefur verid innan takmarkada svaedisins i minna en 3 sekundur, rekur
knottinn og reynir kérfuskot.

Til ad leikmadur teljist fyrir utan takmarkada svaedisins verdur hann ad
setja bada faetur a golfid utan vid takmarkada svaedio.

Leikmanns vel geett
Skilgreining

Leikmadur sem er med knétt i leik & leikvelli er vel geett pegar métherji
er i virkri varnarstodu og ekki fizer honum en 1 metra.

Regla

Leikmadur sem er vel gaett verdur ad senda, skjota eda rekja knéttinn
innan 5 sekindna.

8 sekandur

Regla

Alltaf

» begar leikmadur neer valdi a knetti i leik 4 varnarvelli,

. | innkasti pegar knéttur snertir eda er snertur & léglegan hatt af
hvada leikmanni sem er & varnarvelli og lid pess leikmanns sem tekur
innkastid heldur valdi & knettinum a varnarvelli sinum,

verdur pad lid ad koma knettinum innan 8 sekindna yfir & séknarvoll
sinn.

Lid hefur komid knetti & séknarvéll sinn alltaf pegar:
- Knotturinn sem er ekki a valdi neins leikmanns, snertir séknarvollinn.

« Knotturinn snertir eda er 16glega snertur af séknarmanni sem hefur
bada feetur algerlega i snertingu vid sdknarvaéll.

+ Knétturinn snertir eda er l6glega snertur af varnarmanni sem hefur
hluta af likama sinum i snertingu vid varnarvoll sinn.



Bls 34 af 148 LEIKREGLUR | KGRFUKNATTLEIK 2014

28.14

Gr. 29
29.1
29.1.1

29.1.2

+ Knéotturinn snertir démara sem hefur hluta af likama sinum i snertingu
vid soknarvoll pess lids sem hefur vald a knettinum.

« Vid knattrak frd varnarvelli yfir & séknarvéll, eru knétturinn og
badir faetur leikmanns sem rekur knéttinn algerlega i snertingu vid
soknarvoll.

8 sekundna timabilid heldur dfram med peim tima sem eftir er pegar
lidid sem adur hafdi vald a knetti feer innkast & varnarvelli sem er
afleiding eftirfarandi:

« Knottur fer ut af.

» Leikmadur sama lids meidist.

+ Adsteedur sem leida til ddmarakast.
« Tvivilla.

- Jafngildar refsingar felldar nidur gegn badum lidum.

24 sekandur
Regla
Alltaf
Pegar leikmadur nzer valdi a knetti i leik a leikvelli,

- linnkasti pegar knéttur snertir eda er snertur & I6glegan hatt af hvada
leikmanni a leikvelli og 1id pess leikmanns sem tekur innkastid heldur
valdi & knettinum a varnarvelli sinum,

verdur pad lid ad reyna korfuskot innan 24 sekdndna.
Til ad teljast hafa tekid korfuskot innan 24 sekidndna:

« Verdur knétturinn ad yfirgefa hond leikmanns adur en hljodmerkid
skotklukku hljémar og

« Eftir ad knottur hefur yfirgefid hond leikmanns, verdur knétturinn ad
snerta hringinn eda fara i gegnum korfuna.

begar korfuskot er reynt undir lok 24 sekiundna timabilsins og
hljédmerki skotklukku hljomar pegar knétturinn er i loftinu:

+ Ef knotturinn fer i korfuna hefur leikbrot ekki att sér stad og lita skal
framhja hljédmerkinu og skal karfan gilda.

« Ef knotturinn snertir hringinn en fer ekki ofan i korfuna hefur leikbrot
ekki att sér stad og lita skal framhja hljodmerkinu og skal knottur vera
afram i leik.

« Ef knétturinn hittir ekki hringinn hefur leikbrot &tt sér stad. Hafi hins
vegar métherjar nad augljosu valdi & knettinum skal lita framhja
hljédmerkinu og leik haldid afram.

Allar takmarkanir tengdar knatttruflun skulu gilda.
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Framkvaemd

Skotklukku skal endursetja i hvert sinn sem leikur er stodvadur af
domara:

« Vegna villu eda leikbrots (ekki vegna pess ad knottur for Ut af) pess
lids sem ekki hefur vald 4 knetti,

+ Af gildri 4steedu sem tengist lidinu sem ekki hefur vald a knetti,
+ Af gildri dsteedu sem tengist hvorugu lidinu.
Skal knotturinn afhentur sama lidi og 4dur haféi vald & knettinum.

Ef innkast er framkvaemt a varnarvelli skal endursetja skotklukkuna & 24
sekundur.

Ef innkast er framkvaemt & séknarvelli skal endursetja skotklukkuna &
eftirfarandi hatt:

« Ef 14 sekindur eda meira eru eftir a skotklukkunni pegar leikurinn er
stodvadur skal ekki endursetja skotklukkuna, heldur skal fram haldid
fra peim tima sem hun var st6dvud.

+ Ef 13 sekdindur eda minna eru eftir & skotklukkunni pegar leikurinn er
stodvadur skal endursetja skotklukkuna & 14 sekindur.

Hins vegar ef leikur er st6dvadur af domara vegna gildrar asteedu sem
tengist hvorugu lidinu og, ad mati démarans, endursetning skotklukku
feeli i sér 6hagraedi fyrir motherja skal skotklukkan halda afram fra og
med peim tima sem hun var st6dvud a.

Skotklukka skal alltaf endursett 4 24 sekundur pegar lid métherja faer
innkast eftir ad leikur er stodvadur af domara vegna villu eda leikbrots
sem framid er af lidi sem hafdi vald & knettinum.

Eftir ad knottur snertir hringinn a korfu métherja skal endursetja
skotklukku &

« 24 sekundur, ef motherjar na valdi a knetti

+ 14 sekundur, ef [idid sem nazer valdi 4 knetti er sama lidid og hafdi vald
& honum 4dur en hann snerti hringinn.

Ef hlj6dmerki skotklukku var ranglega gefid & medan 1id hefur vald
& knetti eda pegar hvorugt lidanna hefur vald a knettinum, skal lita
framhja hljodmerkinu og leik fram haldid.

Hins vegar ef, ad mati domara, lidid sem hafdi vald a knetti verdur fyrir
6hagraedi skal leikur stédvadur, skotklukkan leidrétt og knéttur afhentur
pvi lidi.

Knetti sniid til varnarvallar
Skilgreining

Lid hefur vald & knetti & soknarvelli ef
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+ Leikmadur pess lids snertir soknarvoll sinn med badum fétum og
heldur, gripur eda rekur knotinn & séknarvelli sinu, eda

« Knetti er leikid milli leikmanna pess 1ids & peirra séknarvelli.

Lid sem hefur vald a knetti & soknarvelli hefur valdid pvi ad hann fer
4 ologlegan hatt yfir & varnarvoll ef leikmadur pess lids er sidastur til
ad snerta knottinn a séknarvelli og knétturinn er sidan fyrst snertur af
leikmanni pess lids

« sem hefur hluta af likama sinum i snertingu vid varnarvoll eda
- eftir ad knottur hefur snert varnarvall pess lids.

bessar takmarkanir eiga vid allar adstaedur & séknarvelli lids, par med
talin innkost. Hins vegar eiga paer ekki vid leikmann sem hoppar fra
soknarvelli, nzer nyju lidsvaldi medan hann er i loftinu og lendir svo med
knéttinn & varnarvelli sins lids.

Regla

Lid sem hefur vald & knetti i leik & séknarvelli sinum ma ekki valda pvi ad
boltinn fari a 6l6glegan hatt aftur yfir a varnarvoll pess.

Refsing

Knottur skal afhentur métherjum til innkasts & séknarvelli peirra & peim
stad sem naestur er brotinu pé ekki beint fyrir aftan kérfuspjaldid.

Knatttruflun
Skilgreining
Korfuskot utan af velli eda vitaskot:
« Hefst pegar knottur yfirgefur hond leikmanns sem er i skottilraun.
« Lykur pegar knétturinn:
- Fer beint ofan i korfuna og stédvast par eda fer i gegnum hana.
- Hefur ekki lengur moguleika a ad fara beint ofan i kérfuna.
- Snertir hringinn.
- Snertir golfid.
- Fer ur leik.
Regla

Skotttruflun (goaltending) a sér stad vid korfuskot pegar leikmadur
snertir knottinn pegar knétturinn er algerlega fyrir ofan kérfuhringinn

og:
- Eranidurleid i att ad korfunni.

« Eftir ad knotturinn hefur snert korfuspjaldio.
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Skotttruflun (goaltending) a sér stad vid vitaskot pegar leikmadur
snertir knottinn pegar hann er a flugi i att ad koérfunni og adur en
knotturinn snertir hringinn.

Takmarkanir um knatttruflun eiga vid par til:

+ Knottur & ekki lengur moguleika & ad fara i korfuna vid skottilraun.
« Knottur hefur snert hringinn.

Truflun (interference) 4 sér stad pegar:

- Eftir korfuskot eda eina vitaskot, leikmadur snertir korfuna eda
korfuspjaldid pegar knéttur er i snertingu vid hringinn.

« Leikmadur snertir knottinn, korfuna eda korfuspjaldid vid vitaskot
begar fleiri vitaskot fylgja i kjolfarid og moguleiki er & ad knétturinn
fari i korfuna.

« Leikmadur fer i gegnum koérfuna nedan fra og snertir knottinn.

« Varnarmadur snertir knottinn eda korfuna pegar knéttur er innan
korfunnar og snertingin veldur pvi ad knéttur fer ekki ofan i korfuna.

+ Leikmadur veldur pvi ad korfuspjald eda hringur titri pannig ad pad
hafi komid i veg fyrir ad knotturinn hafi farid ofan i kérfuna eda valdid
pvi ad kndtturinn hafi farid ofan i kérfuna.

+ Leikmadur gripur i hringinn til ad leika knettinum.
begar

« Doémari blaes i flautu sina pegar knottur er i hdndum leikmanns i
skottilraun eda kotturinn er i loftinu vid korfuskot,

+ Leikklukkan hljémar til ad gefa til kynna lok leikhluta pegar knottur er
i loftinu vid korfuskot,

Skal enginn leikmadur snerta knottinn eftir ad hann hefur snert hringinn
og & enn moguleika  ad fara i kdrfuna.

Allar takmarkanir tengdar knatttruflun skulu eiga vid.
Refsing

Ef leikbrotid er framid af séknarmanni er ekki haegt ad skora stig.
Knétturinn skal afhentur métherjum sem taka innkast vid hlidarlinu til
méts vid vitateigslinu nema annad sé tekid fram i leikreglunum.

Ef leikbrotid er framid af varnarmanni skulu moétherjarnir fa:

« 1 stig hafi verid um vitaskot ad raeda.

« 2 stig hafi verid um tveggja stiga skottilraun ad raeda.

- 3 stig hafi verid um priggja stiga skottilraun ad reeda.

Ferlid vid stigagjofina er eins og kndtturinn hafi farid beint i korfuna.

Ef leikbrotid er framid af varnarmanni vid sidasta eda eina vitaskot,
skulu moétherjar fa eitt (1) stig og skal taeknivilla deemd & varnarmanninn.
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REGLA SEX - VILLUR

Gr. 32 Villur

321 Skilgreining

32.1.1 Villa er brot & leikreglum pegar um er ad raeda 6ldglega snertingu vid
métherja og/eda éipréttamannslega hegdun.

32.1.2 Villufioldi sem haegt er ad daema 4 1id er ekki takmarkadur. Ohad
refsingunni, skal hver villa deemd, sett & skyrslu vid hinn brotlega og
refsad fyrir.

Gr. 33 Snerting: Almennar reglur

331 Reglan um sivalninginn
Reglan um sivalninginn er skilgreind sem svaedi innan imyndads
sivalnings sem er upptekid af leikmanni a gélfinu. Pad innifelur sveedid
fyrir ofan leikmanninn og takmarkast:

« A0 framan af |6fum leikmannsins,
» A0 aftan af afturenda og
- Til hlidanna af ytri brdn handleggja og fétleggja.
Hendur og handleggir mega ekki na lengra fram fyrir brjéstkassann en
stada féta med handleggi bogna vid olnboga pannig ad framhandleggir
og hendur visa upp & vid. Fjarleegd milli féta leikmanns er breytileg
samkvaemt haed leikmanns.

=, "

- . e

Mynd 5 - Skilgreining sivalnings

33.2

Réttur til stokkrymis
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A medan & leik stendur skal hver leikmadur eiga rétt & hvada st6du
(sivalningur) sem er a leikvelli, sem ekki er upptekin af 68rum leikmanni.

betta meginatridi verndar pad sveedi sem hann tekur 4 golfinu og sveedid
fyrir ofan hann, pegar hann hoppar 168rétt upp, innan pess svaedis.

Um leid og leikmadur yfirgefur petta 160rétta stokkrymi (sivalninginn)
og snerting a sér stad vid métherja sem hefur pegar nadd sinni eigin
168réttu stodu (sivalning) er leikmadurinn sem yfirgaf sina stédu
(sivalning) abyrgur fyrir snertingunni.

Ekki ma refsa varnarmanni fyrir ad stokkva 168rétt upp i loftid eda ad
hafa hendur 168rétt uppi yfir h6fdi innan stokkrymis hans (sivalning).

Séknarmadur skal ekki, hvort heldur sem hann er & gélfinu eda i loftinu,
valda snertingu vid varnarmann sem hefur nad loglegri varnarst6du
med pvi ad

- Nota handleggi sina til ad bua til vidbdtarplass fyrir sig (pushing off).

» Teygja handleggi eda faetur og valda snertingu 4 medan eda strax
eftir ad korfuskot hefur att sér stad.

Logleg varnarstada

Varnarmadur hefur nad Iéglegri varnarstodu pegar:
+ Hann snyr ad métherja sinum, og

« Hann hefur bada feetur a golfinu.

Logleg varnarstada naer [63rétt upp yfir hann (sivalningur) frd golfinu
upp i pakid. Hann ma lyfta hondum yfir héfud eda hoppa 160rétt en
verdur ad halda [6dréttri stodu innan hins imyndada sivalnings.

Vorn gegn leikmanni sem hefur vald a knetti.

Vid geeslu & leikmanni sem hefur vald & knettinum (heldur honum eda
rekur) skulu akvaedi um tima og fjarlaegd ekki gilda.

Leikmadur sem er med knottinn verdur ad vera vid pvi buinn ad vera i
gaeslu og verdur ad vera tilbuinn til ad stodva eda breyta stefnu hvenaer
sem motherji naer 16glegri varnarstodu fyrir framan hann, jafnvel pé pad
gerist a sekiindubroti.

Varnarmadur verdur ad na loglegri varnarstodu an pess ad valda
snertingu adur.

Um leid og varnarmadur hefur nad 16glegri varnarstédu ma hann hreyfa
sig, en hann ma ekki rétta ut handleggi, axlir, mjadmir eda feetur og
skapa pannig snertingu, til ad koma i veg fyrir ad métherji sem rekur
knottinn komist framhja sér.

begar démari metur hindrun/rudning - adstaedur par sem leikmadur er
med knottinn skal hann nota eftirfarandi reglur:

» Varnarmadur verdur ad nd loglegri varnarstodu med pvi ad snua ad
leikmanni med knéttinn og hafa bada faetur a golfinu.
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33.6

« Varnarmadur ma vera kyrr, hoppa l60rétt eda hreyfa sig til hlidar eda
afturabak til ad vidhalda loglegri varnarstodu.

+ Vid hreyfinguna sem verdur til ad halda l6glegri varnarstddu ma lyfta
60rum eda badum fétum augnablik fra gdlfi, svo framarlega sem
hreyfingin er til hlidar eda afturdbak, en ekki i att ad leikmanni med
knottinn.

+ Snertingin verdur ad vera & brjéstkassann og pa er varnarmadurinn
talinn vera kominn fyrst & stadinn sem snertingin verdur .

- Eftirad hafa nad loglegri varnarst6du ma varnarmadur snda sérinnan
sivalnings til ad fordast meidsli.

Ef eitthvert ofangreindra atrida eru til stadar, telst villan vera a
leikmanninn med knéttinn.

Vorn gegn leikmanni sem ekki hefur vald a knettinum

Leikmadur sem ekki hefur vald & knettinum ma hreyfa sig um leikvéllinn
ad vild og taka sér st6du a hverjum peim stad par sem annar leikmadur
er ekki fyrir.

Vid vorn gegn leikmanni sem hefur ekki vald & knetti skulu akvaedi um
tima og fjarlaegd gilda. Varnarmadur getur ekki tekid sér stodu svo
hratt eda svo naleegt moétherja sem er & hreyfingu ad sa sidarnefndi hafi
ekki naegan tima eda naegilegt pldss til ad stodva eda breyta um stefnu.

Fjarlaegdin er i beinu hlutfalli vid hrada andstzedingsins, aldrei minna en
1 edlilegt skref.

Ef varnarmadur tekur ekki tillit til grundvallaratridanna um tima og
flarleegd pegar hann tekur sér loglega varnarstédu og hann veldur
snertingu vid métherja er varnarmadurinn abyrgur fyrir snertingunni.

Eftir ad leikmadur hefur tekid sér I6glega varnarstédu ma hann hreyfa
sig til ad gaeta métherja sins. Hann ma ekki koma i veg fyrir ad métherji
komist framhja honum med pvi ad rétta ut handleggqi, axlir, mjadmir
eda feetur i veg fyrir hann. Hann ma snua sér innan sivalnings sins, til ad
verjast meidslum.

Leikmadur sem er i loftinu

Leikmadur sem stokkid hefur upp fra einhverjum stad a leikvellinum a
rétt a ad lenda aftur & peim sama stad.

Hann hefur rétt 4 ad lenda a 68rum stad a leikvelli svo framarlega sem
enginn métherji er & milli upphafsstadar og lendingarstadar og ad
enginn motherji sé 4 lendingarstadnum pegar hann hoéf stokkid.

Leikmadur sem stekkur upp og lendir og snertir métherja semeriloglegri
varnarstédu nalaegt lendingarstadnum, er dbyrgur fyrir snertingunni.

Métherji ma ekki feera sig i veg fyrir leikmann eftir ad sa sidarnefndi
hefur stokkid upp.
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bad ad fara undir leikmann sem er i loftinu og valda snertingu er
venjulega oipréttamannsleg villa og i sumum tilfellum getur slikt verid
brottrekstarvilla.

Hindrun (e. screen): Loglegt og 6l6glegt

Hindrun er tilraun til ad tefja eda koma i veg fyrir ad motherji sem ekki
hefur vald & knettinum komist & dkvedinn stad a vellinum.

Logleg hindrun & sér stad pegar leikmadurinn sem hindrar métherja:
« Var kyrr (innan sins sivalnings) pegar snerting & sér stad.

« Hefur bada feetur & goélfinu pegar snerting a sér stad.

Olégleg hindrun 4 sér stad pegar leikmadurinn sem hindrar métherja:
- Var a hreyfingu pegar snerting atti sér stad.

«  Geetti pess ekki ad hafa naegilega fjarlaegd a milli sin og métherja sem
er kyrr og hindrun er sett upp fyrir utan sjonsvid hans pegar snerting
a sér stad.

« Virdir ekki grundvallardkveedi um tima og fjarleegd gagnvart
andstaedingi a hreyfingu pegar snerting 4 sér stad.

Ef hindrunin er sett innan sjonsvids moétherja sem er kyrr (fyrir framan
eda aftan) ma leikmadur setja hindrunina eins naleegt honum og hann
vill, an pess p6 ad snerta hann.

Ef hindrunin er sett utan sjonsvids motherja sem er kyrr, verdur
leikmadur sem setur hindrunina ad gefa métherja moguleika a ad taka 1
skref i tt til sin an pess ad snerting eigi sér stad.

Ef andsteedingur er & hreyfingu skulu grundvallaratridin um tima og
flarlaegd gilda. S& sem setur upp hindrunina verdur ad hafa naegilega
flarleegd & milli sin og motherja pannig ad motherji geti fordast
hindrunina med pvi ad stédva eda breyta um stefnu.

Fjarlaegdin sem krafist er, er aldrei minni en 1 og aldrei meiri en 2 edlileg
skref.

Leikmadur sem er l6glega hindradur ber abyrgd & snertingu vid pann
leikmann sem setur upp hindrunina.

Rudningur

Rudningur er 6logleg persénuleg snerting med eda an knattar sem
verdur til med pvi ad yta eda hreyfa sig inn i brjdstkassa moétherja.

Hindrun

Hindrun er 6l6gleg persénuleg snerting sem hamlar hreyfingu moétherja
med eda an knattar.

Leikmadur sem er ad reyna ad setja upp hindrun (e. screen) gerist sekur
um hindrun ef snerting & sér stad & medan hann er & hreyfingu og
métherji hans er kyrr eda a ferd i att fra honum.
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33.10

33.11

Ef leikmadur skiptir sér ekkert af knettinum heldur snyr sér ad moétherja
og fer i veg fyrir hann og skiptir um st6du ef métherjinn skiptir um
stodu, pa er leikmadurinn adallega dbyrgur fyrir snertingu sem verdur,
nema adrir paettir komi til.

Hugtakid ,adrir paettir komi til” visar til ef leikmadur sem er hindradur
(e. screen) ytir, rydst eda heldur viljandi leikmanni sem setur upp
hindrunina.

Leikmanni sem tekur sér stodu & leikvellinum er heimilt ad hafa
handleggi eda olnboga utan vid sivalning sinn, en hann verdur ad lata
pa innfyrir sivalninginn ef métherji aetlar framhja. Ef leikmadur leetur
handleggi eda olnboga ekki inn fyrir sivalninginn og snerting a sér stad
er pad hindrun eda hald.

Rudningsfrir halfhringur

Rudningsfrii halfhringurinn er dreginn & leikvoll til ad skilgreina sérstakt
svaedi fyrir tulkun a rudningi/hindrun undir kérfunni.

Vi allar leikadstaedur pegar keyrt er upp ad kérfunni inn i rudningsfria
svaedid skal Oll snerting sem soknarmadur sem er i loftinu veldur ekki
deemast sem soéknarvilla, nema séknarmadur noti hendur, handleggi,
feetur eda likama 4 6l6glegan hatt pegar

Séknarmadur hefur vald & knettinum pegar hann er i loftinu, og
+ Hann reynir korfuskot eda sendir knéttinn og

« Varnarmadur snertir med einum faeti eda badum fotum
rudningsfria svaedio.

AJ snerta motherja med hendi/hondum og/eda handlegg/
handleggjum

Ad snerta métherja med hendi eda hondum er i sjalfu sér ekki endilega
villa.

Domarar skulu akveda hvort leikmadur sem veldur snertingu hefur nad
hagreedi af pvi. Ef snerting sem leikmadur veldur hamlar a einhvern hatt
hreyfingum métherja er slik snerting villa.

Oldgleg notkun handa eda handleggja & sér stad pegar varnarmadur
er i varnarstodu og hendur eda framhandleggir hans hvila & métherja
sem er med eda an knattarins og snertingunni er vidhaldid til ad hamla
hreyfingum hans.

Endurtekin snerting eda pot i métherja med eda an knattar er villa par
sem pad getur leitt til aukinnar horku.

pad er villa 4 soknarmann med knottinn ef hann:

« Hukkar (kreekir), eda setur handlegg eda olnboga utan um
varnarmann til ad 60last hagraedi.

- Ytir fra sér til ad hindra varnarmann i ad na til knattarins eda reyna
ad na til knattarins, eda til ad bua til meira plass & milli sin og
varnarmanns.
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+ Notar utréttan handlegg eda hendi pegar hann rekur knéttinn til ad
hindra métherja i ad nd valdi & knettinum.

bad er villa & séknarmann an knattarins ef hann ytir fra sér til ad:

« Losna ar gaeslu til ad fa knéttinn.

+ Koma i veg fyrir ad varnarmadur leiki eda reyni ad leika knettinum.
+ Bua til meira plass & milli sin og varnarmanns.

Snuningsleikur (Post play)

Reglan um sivalninginn a einnig vid um snuningsleik.

Séknarmadur i ,post position” og varnarmadur sem gaetir hans verda
badir ad virda rétt hins til stokkrymis (sivalnings).

bad er villa & séknarmann eda varnarmann i ,post position” ef peir yta
métherja Ur stodu sinni med 6xl eda mjodm eda hindra hreyfingar
hans med utréttum olnbogum, handleggjum, hnjam eda 6drum
likamshlutum.

Ologleg vorn ad baki

Olégleg vérn ad baki er snerting varnarmanns vid métherja aftan fra. Su
stadreynd ad varnarmadur er ad reyna ad leika knettinum réttlaetir ekki
snertingu vid séknarmann aftan fra.

Hald

Hald er 6l6gleg snerting vid moétherja sem hamlar hreyfingum hans.
bessi snerting (hald) getur gerst med hvada likamshluta sem er.

Hrinding

Hrinding er 6l6gleg snerting med einhverjum hluta likamans sem &
sér stad pegar leikmadur beitir kréftum til ad feera eda reyna ad feera til
moétherja hvort sem motherji hefur vald a knettinum eda ekki.

Personuvilla
Skilgreining

Persénuvilla er 6l6gleg snerting leikmanns vid métherja, hvort heldur
sem knéttur er i leik eda ekki.

Leikmadur skal ekki hindra, halda, yta, rydja, bregda eda hindra (e.
screen) métherja med utréttum handlegg, 6xI, mjodm, hné eda faeti eda
med pvi ad fetta likama sinn i 6edlilega stdédu (ut fyrir sivalninginn), né
skal hann nota gréfar eda ofbeldisfullar adferdir.

Refsing
Persénuvilla skal deemd 4 hinn brotlega.
Ef villan er framin gegn leikmanni sem ekki er i skottilraun:

- Skal leik fram haldid med innkasti af pvi lidi sem ekki braut af sér, fra
peim stad sem naestur er brotinu.
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Gr. 36
36.1
36.1.1

36.1.2

36.1.3

« Ef brotlega lidid faer refsingu vegna lidsvillna, pa skal Gr. 41 gilda.

Ef villan er framin gegn leikmanni sem er i skottilraun, skal leikmanninum
veitt vitaskot & eftirfarandi hatt:

« Ef korfuskotid heppnast skal karfan gilda og 1 vitaskot veitt.
« Eftveggja stiga skottilraunin heppnast ekki skal veita 2 vitaskot.
- Ef priggja stiga skottilraunin heppnast ekki skal veita 3 vitaskot.

+ Ef brotid er & leikmanni pegar, eda rétt 4dur en, hljédmerki leikklukku
hljémar sem gefur til kynna lok leikhluta eda pegar, eda rétt adur
en, hlj6dmerki skotklukku hljémar pegar knéttur er enn i hdndum
leikmannsins og korfuskotid heppnast, skal pad ekki gilda og 2 eda
3 vitaskot skulu veitt.

Tvivilla
Skilgreining

Tvivilla kallast pad pegar 2 métherjar brjéta hvor gegn 68rum a nénast
sama tima.

Refsing

Skra skal persénuvillu gegn hinum brotlegu leikmoénnum. Ekki skal veita
vitaskot og skal leik fram haldid & eftirfarandi hatt:

Ef ad nanast & sama tima og tvivilla & sér stad:

- Ef gild karfa, eda sidasta eda eina vitaskot, er skorud & sama tima, skal
knotturinn afhentur pvi lidi sem skoradi ekki til innkasts frd hvada
stad sem er vid endalinu.

« Hafdi lid vald & knetti eda atti rétt & knettinum, skal knétturinn
afhentur pvi lidi til innkasts fra peim stad sem naestur er leikbrotinu.

« Hvorugt lidanna hafdi vald & knettinum né atti rétt 3 honum, gilda
reglur um démarakast.

Taeknivilla
Reglur um framkomu

Videigandi stjérnun & leik krefst godrar samvinnu leikmanna og
lidsmanna beggja lida vid ddémara, starfsmenn ritarabords og
eftirlitsmann, sé hann til stadar.

Hvort 1id skal gera sitt besta til ad tryggja sigur, en pad verdur ad vera i
anda ipréttamennsku og drengskapar.

Oll asetningsbrot eda endurtekin brot & peim anda sem fram kemur {
pessari reglu skulu talin taeknivilla og refsad samkvaemt pvi.
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LEIKREGLUR | KORFUKNATTLEIK 2014 Bls 45 af 148

Doémarar geta komid i veg fyrir taeknivillur med pvi ad veita advorun eda
jafnvel litid framhja minnihattar brotum sem eru augljoslega évart og
hafa ekki bein ahrif & leikinn, nema pau séu endurtekin eftir advoérunina.

Ef taeknilegt brot uppgotvast eftir ad knottur er kominn i leik skal stodva
leik og teeknivilla veitt. Refsingin skal framkvaemd eins og villan hafi att
sér stad 4 peim tima sem hun gerdist. Allt sem gerdist milli pess sem hid
taeknilega brot atti sér stad og stédvun leiksins skal talid gilt.

Ofbeldi

Ofbeldi getur komid upp i leikjum, pvert & ipréttaandann sem rikja
a. Ofbeldi skal stodvad strax af déomurum og ef naudsyn krefur af
I6ggaeslumdénnum eda peim adilum sem &byrgir eru fyrir 6ryggi og
adstddu dhorfenda.

Hvenaer sem slagsmal brjdtast it med patttoku leikmanna eda lidsmanna
& leikvelli eda 16gsdgu hans, skulu démarar gripa til naudsynlegra
adgerda til ad stodva pau.

Ollum ofangreindum einstaklingum sem gerast sekir um gréfa
arasarhegdun gagnvart motherjum eda starfsmonnum og démurum
skal visad af leikvelli. Démarar verda ad tilkynna um slika atburdi til
videigandi adila sem abyrgir eru fyrir métinu.

Loggaeslumenn (geeslumenn) mega adeins koma inn & leikvéllinn
fari démarar leiksins fram & pad. Ef hins vegar dhorfendur fara inn a
leikvollinn i peim augljésa tilgangi ad beita ofbeldi verda I6ggaeslumenn
a0 gripa strax inn i til ad vernda lidin og domara.

Oll énnur svaedi, par med talin inngangar, Utgangar, gangar,
buningsherbergi o.s.frv. eru undir stjorn skipuleggjenda og pess adila
sem er abyrgur fyrir 6ryggi og adstodu dhorfenda.

Domarar mega ekki heimila atferli leikmanna eda lidsmanna sem getur
leitt til tjons & teekjum sem tengjast leiknum.

begar démarar verda varir vio slikt atferli, skal gefa pjalfara hins brotlega
lids advorun.

Ef atferlid er endurtekid skal strax gefa vidkomandi einstaklingi
taeknivillu.

Skilgreining

Taeknivilla leikmanns er leikmannavilla sem felur ekki i sér snertingu vid
moétherja. Hun felur i sér, en takmarkast ekki af pvi ad:

« Lita framhja advérunum démara.

+ Snerta démara, eftirlitsmann, starfsmenn ritarabords eda fylgismenn
af virdingarleysi.

. Avarpa démara, eftirlitsmann, starfsmenn ritarabords eda métherja
af virdingarleysi.

- Vidhafa médgandi ord eda latbragd sem liklegt er ad moédga eda xsa
upp ahorfendur.
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36.3.2

36.3.3

36.34

36.3.5

36.4
36.4.1

36.4.2

+ Erta moétherja eda byrgja honum syn med pvi ad veifa hdndum naerri
augum hans.

+ Sveifla olnbogum af afli.

« Tefjaleik med pviad snerta knéttinn eftir ad hann hefur farid  gegnum
korfuna eda tefja leik med pvi ad hindra ad innkast sé framkvaemt
tafarlaust.

Falla i golfid i tilraun til ad fiska villu.

+ Gripa um korfuhring pannig ad pungi leikmanns hvili & hringnum,
nema leikmadur gripi augnablik i hringinn eftir trodslu eda ef hann,
a0 mati démarans, er ad reyna ad forda sér eda 6drum leikménnum
fra meidslum.

+ Knatttruflun (goal tending eda interference) vid sidasta eda eina
vitaskot hja varnarmanni. Séknarlidid skal fa 1 stig og refsing vegna
teeknivillu varnarmannsins fylgir a eftir.

Taeknivilla & lidsmann er villa fyrir ad koma fram af 6virdingu eda snerta
af virdingu démara, eftirlitsmann, starfsmenn ritarabords eda métherja
i tilvikum sem eru stjérnunarlegs edlis.

Leikmadur skal gerdur brottraekur pad sem eftir lifir leiks pegar hann
hefur fengid 2 taeknivillur.

bjalfari skal gerdur brottraekur pad sem eftir lifir leiks pegar:

» Hann hefur fengid 2 teeknivillur (C) vegna persdénulegrar 6iprotta-
mannslegrar framkomu hans.

« Hann hefur fengid 3 taeknivillur, annad hvort allar (B) eda ein af peim
(C) vegna oipréttamannslegrar framkomu annarra lidsmanna 4
varamannasvaedi.

Ef leikmanni eda pjélfara er visad af leikvelli vegna greinar 36.3.3 skal
su taeknivilla vera eina villan sem refsad er fyrir og ekki skal koma til
vidbétarrefsing vegna brottrekstursins.

Refsing
Ef taeknivilla er framin:

« Af leikmanni skal villan skrdd & hann sem leikmannavilla og skal telja
sem ein af lidsvillunum.

« Aflidsmanni & varamannasvaedi skal villan skrad a pjalfarann og telur
ekki sem ein af lidsvillunum.

Métherjar skulu fa 1 vitaskot og:
+ Innkast vid framlengda midlinu andspaenis ritarabordi.

« Doémarakast i midjuhring til ad hefja fyrsta leikhluta.
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38.1
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LEIKREGLUR | KORFUKNATTLEIK 2014 Bls 47 af 148

Oipréttamannsleg villa
Skilgreining
Oipréttamannsleg villa er persénuvilla, snerting, sem ad mati démara er

+ Ekki 16gleg tilraun til ad leika knettinum innan anda og eatlunar
reglnanna.

+ Harkaleg snerting leikmanns sem reynir ad leika knettinum.

« Snerting leikmanns vid métherja aftan fra eda til hlidar i tilraun til ad
stédva hradaupphlaup og pad er enginn métherji milli séknarmanns
og korfu métherja.

+ Snerting varnarmanns vid métherja 4 leikvelli sidustu 2 minutur fjérda
leikhluta og hverrar framlengingar pegar knéttur er utan vallar vid
innkast og er enn i hondum démarans eda er til stadar fyrir leikmann
sem tekur innkastid.

Doémarar verda ad tulka dipréttamannslega villu & sama hétt allan
leikinn.

Refsing

Oiprottamannsleg villa skal skrad & hinn brotlega.

Leikmadur sem brotid var & skal fa vitaskot og ad peim loknum:

« Innkast fra midlinu andspaenis ritarabordi.

« Domarakast i midjuhring vid upphaf fyrsta leikhluta.

Fjoldi vitaskota skal vera eftirfarandi:

- Efvillan er framin gegn leikmanni sem ekki er i skottilraun, 2 vitaskot.

- Efvillan er framin gegn leikmanni i skottilraun skal karfan gilda ef hun
er skorud og til vidbétar skal veita 1 vitaskot.

- Ef villan er framin gegn leikmanni i skottilraun og skotid heppnast
ekki skal veita 2 eda 3 vitaskot.

Leikmadur skal utilokadur til loka leiks pegar hann hefur fengid 2
Gipréttamannslegar villur.

Ef leikmadur er utilokadur skv. Gr. 37.2.3 skal adeins refsa fyrir
oipréttamannslegu villuna og engin vidbétarrefsing skal koma til vegna
utilokunarinnar.

Brottrekstrarvilla
Skilgreining

Oll grof oipréttamannsleg hegdun leikmanns eda lidsmanna &
varamannabekk er brottrekstarvilla.

Adstodarpjalfari skal taka vid storfum pjalfara sem faer brottrekstrarvillu
eins og hann er skraddur a leikskyrslu. Sé adstodarpjalfari ekki skradur &
leikskyrslu skal fyrirlidi (FL) taka vid storfum hans.
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38.2
38.2.1
38.2.2

38.23
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Gr. 39
39.1

39.2
39.2.1

39.2.2

39.23

Refsing
Brottrekstrarvilla skal skrdd gegn hinum brotlega.

Avallt pegar hinn brotlegi faer brottrekstrarvillu samkveemt pessum
reglum skal hann fara til buningsherbergja lids sins og halda sig par a
medan 4 leik stendur eda, ef hann svo kys, yfirgefa ipréttahusio.

Vitaskot skulu veitt:

« Hvada moétherja sem er sem pjélfari velur, hafi ekki verid um villu ad
reeda vegna snertingar.

« Leikmanni sem brotid var 4, hafi verid um villu ad reeda sem fél
snertingu i sér.

Fylgt eftir med:

+ Innkasti vid midlinu andspaenis ritarabordi.

« Doémarakasti i midjuhring til ad hefja 1. leikhluta.

Fjoldi vitaskota skal vera eftirfarandi:

« Efvillan er framin en engin snerting atti sér stad: 2 vitaskot.

- Efvillan er framin gegn leikmanni sem ekki er i skottilraun: 2 vitaskot.

« Ef villan er framin gegn leikmanni i skottilraun: karfan skal gilda, ef
hudn er skorud, og til vidbotar skal veita 1 vitaskot.

« Ef villan er framin gegn leikmanni i skottilraun og skotid heppnast
ekki: 2 eda 3 vitaskot.

Slagsmal
Skilgreining

Slagsmal eru likamleg samskipti milli tveggja eda fleiri andstaedinga
(leikmanna og lidsmanna).

bessi grein fjallar adeins um lidsmenn & varamannasvaedi sem yfirgefa
sveedi varamanna vid slagsmal eda vid adstedur sem geetu leitt til
slagsmala.

Regla

Varamonnum, utilokudum leikménnum eda fylgismonnum sem
yfirgefa sveedi varamanna vid slagsmal eda vid adstaedur sem gaetu leitt
til slagsmala skal visad af leikvelli.

Adeins pjalfara og/eda adstodarpjalfara er heimilt yfirgefa sveedi
varamanna 4 medan 4 slagsmalum stendur eda vid adstaedur sem geetu
leitt til slagsmala, til ad adstoda démara vid ad vidhalda eda koma a
reglu a ny. [ peim tilvikum skulu peir ekki gerdir brottraekir.

Ef pjalfari og/eda adstodarpjélfari yfirgefur sveedi varamanna og
adstodar ekki, eda reynir ekki ad adstoda démara vid ad vidhalda eda
koma 4 reglu & ny, skulu peir gerdir brottraekir.



LEIKREGLUR | KORFUKNATTLEIK 2014 Bls 49 af 148

39.3  Refsing

39.3.1 Ein teeknivilla (B) skal veitt pjalfara, 6had fjolda lidsmanna sem fa
brottrekstrarvillu fyrir ad yfirgefa svaedi varamanna.

39.3.2 [ peim tilvikum par sem lidsmdnnum i badum lidum er visad af leikvelli
vegna pessarar greinar, og ekki & eftir ad framkveema adrar refsingar
vegna villu, skal leik fram haldid & eftirfarandi hatt:

Ef 4 ndnast sama tima og leikur var st6dvadur vegna slagsmala:

« Er gild karfa skorud, skal knétturinn afhentur pvi lidi sem skoradi ekki
til innkasts & hvada stad sem er vid endalinu.

« Lid haf6i vald & knettinum eda atti rétt a knettinum, skal pad fa
knottinn til innkasts vid midlinu andspaenis ritarabordi.

+ Hvorugt lid hafdi vald & knettinum eda rétt 4 honum, skulu reglur um
ddémarakast gilda.

39.3.3  Allar brottrekstrarvillur skal skra eins og lyst er i B.8.3 og skulu paer ekki
telja sem ein af lidsvillunum.

39.3.4 Taka skal & ollum villum gagnvart leikménnum a velli sem taka patt |
slagsmalum eda hverjum peim adsteedum sem geta leitt til slagsmala
samkvaemt Gr. 42.
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REGLA SJO - ALMENN AKVFEDI

Gr. 40
40.1

40.2

Gr. M1

411

41.1.1

41.1.2

41.1.3

41.2
41.21

41.2.2

Gr. 42
42.1

42.2

42.2.1
42.2.2
42.2.3

4224

Fimm villur leikmanns

Leikmadur sem frami® hefur 5 villur skal upplystur um pad af démara og
verdur ad yfirgefa leikvoll 4n tafar. Honum verdur ad skipta ut af innan
30 sekundna.

Villa & leikmann sem adur hefur fengid 5. villu sina er talin villa a
utilokadan leikmann og er deemd og skrad & pjalfarann (B).

Lidsvillur: Refsing
Skilgreining

Lidsvilla er persénulegt, teekni-, 6ipréttamannsleg eda brottrekstrarvilla
sem framin er af leikmanni. Skotréttur myndast eftir ad lid hefur framid 4
lidsvillur i leikhluta (team fourl penalty situation).

Allar lidsvillur sem gerast i hléum (interval of play) eru taldar med peim
leikhluta eda peirri framlengingu sem fylgir 4 eftir hléinu.

Allar lidsvillur sem deemdar eru i framlengingu skulu taldar sem hluti af
fiorda leikhluta.

Regla

begar 1id hefur framid 4 lidsvillur og skotréttur myndast skal refsa fyrir
allar perséonuvillur gegn leikmanni sem ekki er ad skjota a kérfuna med
2 vitaskotum i stad pess ad lidid fai knottinn til innkasts.

Leikmadurinn sem brotid er 4 skal taka vitaskotid/-in

Ef personuvillan er framin af leikmanni pess 1ids sem hefur knétt i leik
4 valdi sinu eda a rétt & knettinum, skal refsa fyrir slika villu med pvi ad
métherjar fa innkast.

Sérstik tilvik
Skilgreining

begar leikklukka er stopp eftir truflun & leik geta sérstok tilvik komid upp
pegar vidbétar villur er framdar.

Framkvaemd
Allar villur skal skra og hver refsing tiltekin.
Akvarda skal i hvada réd villurnar gerdust.

Jafnar refsingar gegn badum lidum og refsingar fyrir tvivillur skulu
jafnast ut. Eftir ad peer hafa verid jafnadar ut skal lita svo & ad peer hafi
ekki att sér stad.

Réttur til knattarins, sem hlyst af sidustu refsingunni, skal fyrirgera 6llum
fyrri rétti til knattarins.



42.2.5

42.2.6

42.2.7

Gr. 43
43.1
43.1.1

43.1.2

43.2
43.2.1

43.2.2

43.2.3

LEIKREGLUR | KORFUKNATTLEIK 2014 Bls 51 af 148

Eftir ad knottur er i leik eftir fyrsta eda eina vitaskot eda vid innkast, er
ekki haegt ad nota pa refsingu lengur til ad jafna Ut adrar refsingar.

Allar refsingar sem eftir eru skal refsa fyrir i peirri r6d sem paer voru
deemdar.

Ef, eftir ad hafa jafnad ut 6llum refsingum gegn badum lidum, engar
refsingar eru eftir, skal hefja leik & eftirfarandi hatt:

Ef 4 ndnast sama tima og fyrsta brotid a sér stad:

+ Er gild karfa skorud skal knéttur veittur pvi lidi sem skoradi ekki, til
innkasts fra hvada stad sem er vid endalinu.

- Hafdi lid vald a knetti eda atti rétt & knetti, skal knéttur afhentur pvi
lidi til innkasts fra peim stad sem naestur er fyrsta brotinu.

+ Hvorugt lidid hafdi vald & knettinum, né hafdi rétt til hans, koma upp
adstaedur sem leida til domarakasts.

Vitaskot
Skilgreining

Vitaskot er teekifeeri sem veitt er leikmanni til ad skora 1 stig med pvi
ad kasta knettinum &n hindrunar, fra stad aftan vid vitalinu og innan
hélfhringsins.

Vitaskot eru skilgreind sem &ll vitaskot og/eda réttur & knetti sem eru
afleiding einnar refsingar fyrir villu.

Regla
begar persénuvilla er deemd skulu vitaskot veitt pannig:
+ Leikmadurinn sem brotid var & skal taka vitaskotid/-in.

- Ef farid er fram a skiptingu a peim leikmanni sem brotid var 3, skal
hann taka vitaskotin adur en hann fer 4t af.

- Ef leikmadur sem taka a vitaskotid/-in slasast pannig ad hann verdur
a0 fara af leikvelli, eda feer 5. villu sina eda brottrekstrarvillu, verdur
varamadur hans ad taka vitaskotin. Ef enginn varamadur er til stadar
ma hvada lidsmadur tilnefndur af pjalfara taka vitaskotin.

begar teeknivilla er deemd getur hvada leikmadur sem er tilnefndur af
pjalfara framkvaemt vitaskotin.

Vitaskotmadurinn skal:
- Taka sér stodu fyrir aftan vitalinu og inni i halfhringnum.

+ Nota hvada adferd sem honum hentar til ad skjéta ad korfunni,
pannig ad knoétturinn fari { kdrfuna ofan fra eda snerti hringinn.

+ Hafa lokid vitaskotinu innan 5 sekindna fra peim tima sem démari
réttir honum knéttinn.
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« Ekki snerta vitalinu eda leikvollinn fyrir framan vitalinu fyrr en
knotturinn hefur farid i korfuna eda snert hringinn.

« Ekki pykjast taka vitaskotid og haetta svo vid.

4324 Leikmdnnum 4 vitateigssvaeedum skal heimilt ad stadsetja sig a tilteknum
svaedum sem talin eru 1 metri & dypt (mynd 6).

Vid vitaskot skulu pessir leikmenn ekki:
+ Vera 4 frakastsveedum sem peim er ekki heimilt ad vera a.

- Fara inn i vitateiginn, hlutlausa svaedid eda yfirgefa vitateigssvaedid
fyrr en knétturinn hefur yfirgefid hond skotmanns.

« Trufla vitaskotmann med athéfnum sinum.

A7 B8

Mynd 6 - Stadsetning leikmanna i vitaskotum

43.2.5 Allir leikmenn sem ekki eru i vitateigssveedum skulu vera fyrir aftan
framlengda vitalinu og fyrir aftan priggja stiga linu par til knétturinn
snertir hringinn eda vitaskoti lykur.

43.2.6 Vid vitaskot sem tekin eru & undan annarri r6d vitaskota eda innkasti
skulu allir leikmenn vera fyrir aftan framlengda vitalinu og fyrir aftan
priggja stiga linuna.

Brot a greinum 43.2.3, 43.2.4, 43.2.5 og 43.2.6 er leikbrot.
433  Refsing

43.3.1 Ef vitaskot heppnast og leikbrotid er framid af vitaskyttu skal stigid
ekki telja.
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Lita skal framhja leikbroti annars leikmanns sem & sér stad rétt adur,
nanast a sama tima, eda eftir leikbrot vitaskyttu.

Knéttur skal afhentur moétherjum til innkasts fra hlidarlinu til moéts vid
vitalinu nema ef veita 4 fleiri vitaskot eda framkvaema frekari refsingu
(possession penalty).

Ef vitaskot heppnast og leikbrot er framid af einhverjum leikmanni
60rum en vitaskotmanni:

« Skal stigid gilda.
- Skal lita framhja peim leikbrotum.

Vid sidasta eda eina vitaskot skal knottur afhentur métherjum til innkasts
hvar sem er vid endalinu.

Ef vitaskot heppnast ekki og leikbrot er framid af:

» Vitaskyttu eda samherja hennar vid sidasta eda eina vitaskot, skal
knéttur afhentur métherjum til innkasts til mots vid vitalinu nema
pad lid eigi frekari rétt & knettinum.

« Modtherja vitaskyttu, skal annad vitaskot veitt vitaskyttu.

« Badum lidum vid sidasta eda eina vitaskot, skal hefja leik samkvaemt
reglum um démarakast.

Leidréttanleg mistok
Skilgreining

Doémarar geta adeins leidrétt mistok ef reglu er éafvitandi ekki beitt vid
eftirfarandi adstaedur:

+ Veita ranglega vitaskot.

+ Veita ekki verdskuldud vitaskot.

« Domarar veita eda afturkalla stig ranglega.
+ Heimila rongum leikmanni ad taka vitaskot.
Framkveemd

Til ad haegt sé ad leidrétta mistok sem nefnd eru hér ad ofan verdur
doémari, eftirlitsmadur eda starfsmenn ritarabords ad uppgdtva pau
adur en knéttur fer i leik { annad sinn eftir mistokin og leikklukkan hefur
gengid i millitidinni.

Doémari getur stodvad leik strax pegar leidréttanleg mistok uppgotvast,
svo framalega sem pad veldur ekki 68ru hvoru lidinu 6hagraedi.

Allar villur, stig skorud, leiktimi sem lidur og annad sem gerist eftir ad
mistokin hafa att sér stad skal ekki fella ur gildi.
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44.2.4

44.2.5

44.2.6

44.2.7

443
44.3.1

Eftir ad mistok hafa verid leidrétt skal hefja leik & peim stad sem leikur
var stodvadur, nema annad sé tekid fram i pessum reglum. Knoéttur skal
afhentur lidinu sem a rétt 3 honum pegar leikur var st6dvadur til ad
leidrétta mistokin.

Pegar mistok sem enn er haegt ad leidrétta uppgétvast og:

+ Efleikmadur sem tengist leidréttingunni er & varamannabekk eftir ad
hafa verid skipt ut af 4 lI6glegan hatt, verdur hann ad koma aftur &
leikvoll til ad taka patt i leidréttingunni, ogpa verdur hann leikmadur.

Pegar mistok hafa verid leidrétt ma hann halda afram i leiknum nema
I6gleg beidni um skiptingu hafi komid fram aftur. Pa ma leikmadur
yfirgefa leikvoll.

Ef leikmanni var skipt Ut af vegna meidsla eda hann hafi framid 5 villur
eda hafdi fengid brottrekstrarvillu, verdur varamadur hans ad taka
patt i leidréttingu & mistékunum.

Ekki er haegt ad leidrétta mistok eftir ad démari hefur undirritad
leikskyrsluna.

Domarar geta hvenaer sem er, adur en peir undirrita leikskyrsluna, leidrétt
oll mistok ritara eda timavardar og skotklukkuvardar vid skrdningu stiga,
fiolda villna, fidlda leikhléa, og tima a leikklukku og skotklukku sem
lidinn er.

Sérstok tilvik
Veita oréttmeet vitaskot.

Vitaskot sem tekin eru vegna mistaka skal fella nidur og leik fram haldid
sem hér segir:

« Ef leikklukka hefur ekki gengid skal afhenda knéttinn til innkasts pvi
lidi sem vitaskotin voru felld nidur hja vid framlengda vitalinu.

« Ef leikklukka hefur gengid og:

- Lid sem hefur vald & knetti eda hefur réttinn til knattarins a
peim tima sem mistdk uppgotvast, er sama 1idid og hafdi vald a
knettinum a peim tima sem mistokin attu sér stad, eda

- Hvorugt lidid hefur vald & knettinum pegar mistok uppgotvast,

pa skal pad lid fa knottinn sem hafdi rétt 4 honum pegar mistok attu
sér stad.

+ Ef leikklukka hefur gengid pegar mistok uppgétvast og idid sem
hefur vald & knettinum eda a rétt til knattarins, er ekki pad sama og
haf&i vald & knettinum pegar mistokin attu sér stad gilda reglur um
démarakast.

- Efleikklukka hefur gengid pegar mistok uppgétvast og refsing vegna
villu sem felur i sér vitaskot hefur verid deemd, skal framkvaema
vitaskotin og knottur sidan afhentur pvi lidi sem haféi vald a
knettinum a peim tima sem mistokin &ttu sér stad.
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44.3.2 Ef mistokin fela i sér ad lid hafi ekki fengid vitaskot sem pad atti rétt a:

- Ef sama lid hefur haft vald a knettinum fra pvi ad mistokin voru gerd,
skal halda leik afram eftir ad mistokin hafa verid leidrétt eins og eftir
venjulegt vitaskot.

- Ef sama lidid skorar eftir ad hafa ranglega fengid knéttinn afhentan til
innkasts skal lita framhja mistokunum.

44.3.3 Heimila rongum leikmanni ad taka vitaskot.

Fella skal vitaskotin nidur og lidsvaldid & knettinum ef pad er hluti
refsingar og knottur skal afhentur métherjum til innkasts til mots vid
framlengda vitalinu nema pad eigi eftir ad framkvaema refsingar fyrir
frekari brot.
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REGLA ATTA - DOMARAR, RITARABORD, EFTIRLITSMABUR: SKYLDUR

06 vOLD

Gr.45 Domarar, starfsmenn ritarabords og eftirlitsmadur

45.1 Doémarar skulu vera adaldomari og 1 eda 2 medddmarar. beir skulu
njéta adstodar starfsmanna ritarabords og eftirlitsmanns sé hann til
stadar.

45.2  Starfsmenn ritarabords skulu vera ritari, adstodarritari, timavordur og
skotklukkuvordur.

453 Eftirlitsmadur skal sitja & milli ritara og timavardar. Megin skyldur hans
medan 4 leik stendur felast adallega i ad hafa yfirumsjon med starfi
starfsmanna 4 ritarabordi og adstoda démara og adstodardéomara vid
a0 lata leikinn ganga vel fyrir sig.

454  Doémarar leiks skulu ekki tengjast lidum a leikvelli a neinn hatt.

45.5 Doémarar, starfsmenn ritarabords og eftirlitsmadurinn skulu
stjorna leiknum i samraemi vid pessar reglur og hafa ekki vald til
ad breyta peim.

45.6  Einkennisbuningur déomara skal samanstanda af domaratreyju, svortum
sidbuxum, svortum sokkum og svortum kérfuboltaském.

45.7  Démarar og starfsmenn ritarabords skulu klaedast 4 sama hatt.

Gr. 46 Adaldomari: Skyldur og vild
Adaldémari skal:

46.1 Skoda og sampykkja oll teeki sem nota a i leiknum.

46.2  Utnefna hina opinberu leikklukku, skotklukku, skeidklukku og
vidurkenna starfsmenn a ritarabordi.

46.3  Velja knottinn sem leikid verdur med af a.m.k. 2 notudum knéttum sem
heimalidid utvegar. Sé hvorugur knétturinn notheaefur sem leikknottur
getur hann valid besta knéttinn sem er til stadar.

464  Ekki heimila leikmdnnum ad bera hluti sem geetu valdid 6drum
leikmdnnum meidslum.

46.5 Framkvaema uppkast i midjuhring til ad hefja fyrsta leikhluta og innkast
samkvaemt leikstefnudrinni til ad hefja alla adra leikhluta.

46.6  Hafavald til ad stodva leik pegar adstaedur krefjast pess.

46.7  Hafavald til ad urskurda ad id hafi fyrirgert leik.

46.8  Yfirfara leikskyrsluna vandlega vid lok leiktima eda hvenaer sem hann

telur pad naudsynlegt.



46.9

46.10

46.11

46.12

46.13
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Sampykkja og skrifa undir leikskyrslu vid lok leiktima og pannig lykur
stjérn og tengslum démara vid leikinn. Vald démara hefst pegar peir
koma & leikvoll 20 minutum fyrir upphaf leiks og lykur pegar démarar
dkveda lok leiktima.

Skra & baksidu leikskyrslunnar adur en hann undirritar hana:

+ Brottrekstrarvillur og/eda ef leik var fyrirgert.

. Oipréttamannslega hegdun leikmanna eda lidsmanna sem & sér stad
adur en 20 minutur eru i leik eda gerist eftir ad leik er lokid og adur en
leikskyrslan er sampykkt og undirritud.

[ slikum tilvikum verdur adaldémarinn (eda eftirlitsmadur ef hann er til
stadar) ad senda nédkvaema skyrslu til métshaldara.

Taka lokadkvordun hveneer sem naudsyn krefur eda pegar démarar
eru 6sammadla. Til ad taka lokadkvordun getur hann radfeert sig vid
meddomarann, eftirlitsmann ef hann er til stadar og/eda starfsmenn
ritarabordsins.

Hafa heimild til ad sampykkja fyrir leik og nota teknibunad til
endursyninga (Instant Replay System - IRS) ef hann er til stadar til ad
akvarda, adur en hann undirritar leikskyrsluna

- Vid lok leikhluta eda framlengingar

- Hvort heppnad korfuskot var tekid adur en leikklukkan hljémadi
vid lok leikhluta.

- Hvort og hvers mikinn tima skal syna a leikklukku ef:
Skotmadur fremur leikbrot med pvi ad stiga ut af leikvelli.
Leikbrot vegna skotklukku & sér stad.

Leikbrot vegna 8 sekindna reglu a sér stad.
Villa var deemd adur en leiktima lauk.

« Pbegar leikklukka synir 2:00 mindtur eda minna i fjérda leikhluta og i
hverri framlengingu,

- Hvort heppnad korfuskot var tekid a48ur en skotklukkan hljomadi.
- Hvort korfuskot var tekid 4dur en villa var deemd.
- Til ad dkvarda leikmann sem olli pvi ad kndttur fer ut af leikvelli.
+ Hvenzer sem er i leiknum
- Hvort heppnad korfuskot skuli gilda 2 eda 3 stig.

- Akvarda hversu mikill timi skal vera leidréttur eftir ad leikklukka
eda skotklukka bilar.

- Til ad dkvarda réttan vitaskotmann.
- Til ad akvarda um patttoku leikmanna og lidsmanna i slagsmalum.

Hafa vald til ad arskurda vardandi atridi sem ekki eru sérstaklega
tiltekin i pessum reglum.
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Gr. 47
47.1

47.2

47.3

474

47.5

47.6

47.7

47.8

Domarar: Skyldur og vold

Doémarar hafa vald til ad urskurda vardandi brot & leikreglum sem eiga
sér stad annad hvort innan vallar eda utan par med talid ritarabord,
varamannabekki og svaedid sem er naest fyrir aftan atlinur vallarins.

Doémarar blasa i flautu sina pegar leikbrot a sér stad, leikhluta lykur eda
démari telur naudsynlegt ad stédva leikinn. Domari skal ekki blasa i
flautu sina pegar karfa er skorud, vitaskot heppnast eda pegar knéttur
er kominn i leik.

Pegar démari dkvardar snertingu eda leikbrot skal hann i hvert skipti
vega og meta eftirfarandi grundvallaratridi:

Anda og etlun reglnanna og pérfina 4 ad halda leiknum heidarlegum.

+ Samraemi vid notkun & hugtakinu “hagraedi/6hagraedi”. Démarar
skulu ekki trufla fleedi leiksins & dnaudsynlegan hatt til ad refsa fyrir
snertingu sem er dviljandi og veitir leikmanninum ekki hagraedi, né
moétherjanum éhagraedi.

« Nota almenna skynsemi i hverjum leik og hafa i huga hafileika og
getu leikmanna og vidhorf peirra og hegdun & medan 4 leik stendur.

Samraemi i ad vidhalda jafnvaegi milli leikstjérnunar og leikfleedis med
pvi ad hafa “tilfinningu” fyrir hvad patttakendur eru ad reyna ad gera
og daema pad sem er rétt fyrir leikinn.

Ef annad 1idid leggur fram keeru skal adaldémarinn (eftirlitsmadurinn ef
hann er til stadar) gefa skyrslu til métshaldara innan klukkustundar fra
pvi ad leik lykur.

Ef ddmari meidist eda getur af einhverjum astaeedum ekki sinnt skyldum
sinum innan 5 mindtna fra atburdinum skal halda leik afram. Skal hinn
démarinn deema leikinn einn til loka leiksins, nema pad sé moguleiki ad
fa annan domara med réttindi i stad pess slasada. Eftir ad hafa radfeert
sig vid eftirlitsmann skal démarinn sem eftir er akveda hvort annar
domari taki vid storfum pess slasada.

Ef samraedur eru naudsynlegar i alpjédlegum leikjum til ad skyra ut
urskurdi skal nota ensku til pess.

Hver démari um sig hefur vald til ad taka akvardanir innan peirra
takmarkana sem skyldur hans setja honum, en hefur ekki vald til
ad lita framhja eda véfengja trskurdi sem hinn/hinir domarinn/
domararnir tekur.

Akvardanir démara eru endanlegar og verdur hvorki andmeelt né
litid framhja peim.
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Gr. 48 Ritari og adstodarritari: Skyldur

48.1

48.2

48.3

484

Ritari skal fa leikskyrslu og skal halda skra yfir:

Lidin, med pvi ad fera inn nofn og numer leikmanna sem hefja
leikinn og alla varamenn sem patt taka i leiknum. Pegar brot &
leikreglum uppgdtvast vardandi tilkynningu um 5 manna byrjunarlid,
leikmannaskipti eda fjdlda leikmanna, ber ritara ad tilkynna pad peim
doémara sem naest er hverju sinni eins fljétt og unnt er.

Halda samfellda skra yfir skorud stig med pvi ad skra skorud stig og
heppnud vitaskot.

Villur sem daemdar eru & hvern leikmann. Ritari verdur ad tilkynna
doémara tafarlaust pegar leikmadur faer deemda a sig 5. villu sina.
Hann skal skra villur sem eru deemdar & hvorn pjélfara og skal tilkkynna
démara tafarlaust pegar pjélfari verdur ad yfirgefa leikvoll. A sama
hétt verdur hann ad lata démara vita stax pegar leikmadur hefur
framid 2 teeknivillur eda 2 éipréttamannslegar villur og hann verdi ad
yfirgefa leikvoll.

Leikhlé. Gefa domurum til kynna vid fyrsta teekifeeri pegar 1id bidur
um leikhlé, skra leikhléin og tilkynna pjélfara, med milligéngu démara
begar pjalfari & ekki eftir fleiri leikhlé i halfleiknum eda framlengingu.

Vixlregluna med pvi ad stjorna vixlorinni. Ritari skal breyta stefnu
vixlorvar strax eftir ad fyrri halfleik lykur pvilid skipta um korfur i sidari
halfleik.

Ritari skal einnig:

Gefatil kynnafjdlda villna sem hver leikmadur hefur framid med pviad
lyfta villuspjaldi sem gefur til kynna hversu margar villur viskomandi
leikmadur hefur, a pann hatt ad badir pjalfarar hafi méguleika 4 ad
sja pad.

Setja upp lidsvillumerki a ritarabordid naleegt varamannabekk pess

lids sem framdi fjordu villuna, um leid og kndtturinn fer i leik eftir
fjordu villuna i leikhlutanum.

Stjérna leikmannaskiptingum.

Hann skal gaeta pess ad hljodmerki heyrst adeins pegar knotturinn er
ur leik og adur en knottur verdur aftur i leik. Hljodmerki ritara stodvar
ekki leikklukkuna eda leikinn, né veldur pad pvi ad knéttur verdur
ur leik.

Adstodarritari skal stjorna stigatéflunni og adstoda ritara. Ef fram kemur
6samraemi & milli stigatéflunnar og leikskyrslunnar sem ekki er haegt ad
leysa pa skal leikskyrslan gilda og stigatoéflunni breytt samkvaemt henni.

Ef mistok vid skraningu stiga uppgotvast:

A medan & leik stendur, verdur ritari ad bida eftir ad knottur fari Ur leik
adur en hann gefur hljédmerki.
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Eftir ad leikklukkan hefur gefid merki um ad leik sé lokid og adur
en leikskyrslan er undirritud af domurunum, verdur démarinn ad
leidrétta mistokin, jafnvel po slik leidrétting hafi ahrif & lokastoduna
i leiknum.

Eftir ad domarar hafa undirritad leikskyrsluna geta peir ekki lengur
leidrétt mistokin. Adaldomari, eda eftirlitsmadur ef hann er til stadar,
verdur ad senda ytarlega skyrslu til métshaldara.

Gr. 49 Timavordur: Skyldur

49.1

49.2

493

Timaverdi skal utvegud leikklukka og skeidklukka og skal hann:

Meela leiktima og leikhlé.
Tryggja ad hljédmerki leikklukku hljémi mjog hatt og sjélfkrafa pegar
leiktimi i leikhluta er lidinn.

Gera allt sem i hans valdi stendur til ad lata domara leiksins vita strax
ef hljodmerki hans virkar ekki eda heyrist ekki.

Lata lidin og démara vita pegar ad minnsta kosti 3 minutur eru par til
prigji leikhluti & ad hefjast.

Timavordur skal maela leiktima a eftirfarandi hatt:

Setja leikklukku af stad:

- Vid démarakast pegar knetti er blakad & 16glegan hatt af peim sem
hoppar.

- Eftir misheppnad sidasta eda eina vitaskot og knétturinn heldur
afram ad vera i leik, snertir eda er snertur l6glega af leikmann a
leikvelli.

- Vid innkast pegar knotturinn snertir eda er l6glega snertur af
leikmanni a leikvelli.

Stodva leikklukku pegar:

- Timinn rennur Gt vid lok leiktimans i leikhluta, ef hann stodvast
ekki sjalfkrafa af leikklukkunni sjalfri.

- Pbegar domari blaes i flautu sina pegar knottur er i leik.
- Pbegar karfa er skorud gegn lidi sem hefur dskad eftir leikhléi.

- begar karfa er skorud pegar leikklukka synir 2:00 minutur eda
minna i fjérda leikhluta og hverri framlengingu.

- Ppegar skotklukkan hljomar pegar lid hefur vald a knetti.

Timavordur skal mala leikhlé (time out) med pvi ad:

Hefja timatoku um leid og démari gefur merki um leikhlé.
Gefa hljédmerki pegar 50 sekindur eru lidnar af leikhléinu.

Gefa hljédmerki pegar leikhléi er lokid.



Gr. 50

50.1

50.2

50.3
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Timavordur skal meela leikhlé milli leikhluta (interval of play) a
eftirfarandi hatt:

Hefja timatdku um leid og leikhluta a undan lykur.

Gefa hljodmerki fyrir fyrsta og pridja leikhluta pegar 3 minutur og
pegar 1 minuta og 30 sekundur eru par til leikhlutinn 4 ad hefjast.

Gefa hljédmerkifyrirannan og fjérda leikhluta og hverja framlengingu
pegar 30 sekundur eru par til leikhlutinn & ad hefjast.

Gefa hljédmerki og & sama tima stodva leikklukku strax og leikhléi
lykur.

Skotklukkuvdrdur: Skyldur

Skotklukkuverdi skal utvegud skotklukka sem skal vera:

Sett af stad eda endursett pegar:

Lid naer valdi & knetti i leik a leikvelli. Eftir pad dugar ekki litil snerting
métherja til ad endursetja skotklukkuna ef sama lid hefur 4fram vald
a knettinum.

[ innkasti, knétturinn snertir eda er 16glega snertur af einhverjum
leikmanni a leikvelli.

Stodvud, en ekki endursett, pegar sama lid sem adur hafdi vald 4
knettinum faer innkast sem er afleiding af:

Knéttur fer ut af.

Leikmadur sama lids meidist.
Adstaedur skapast fyrir domarakast.
Tvivillu.

Villum jafnad ut vegna jafngildra refsinga gegn lidunum.

Stodvud og endursett a 24 sekundur og pa skal hun ekki syna neitt
pegar:

Knottur fer & I6glegan hatt i korfuna.

Knottur snertir hringinn a kérfu métherja, (nema ef hann festist &
korfufestingunum) og lidid naer valdi 8 honum sem ekki hafdi vald &
honum adur en hann snerti hringinn.

Lid faer innkast & varnarvelli.
- Vegna villu eda leikbrots.

- Leikur er stodvadur vegna atrida sem tengjast ekki lidinu sem
hefur vald a knettinum.

- Leikur er stodvadur vegna atrida sem tengjast hvorugu lidinu,
nema métherjinn verdi fyrir Shagraedi.

Lid faer vitaskot.
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+ Brot a reglunum er framid af lidinu sem hefur vald & knettinum.

504  Stodvud en ekki endursett & 24 sekandur pegar sama lid og adur
hafdi vald & knettinum faer innkast & sdknarvelli og 14 sekundur eda
meira eru & skotklukkunni.

+ Vegna villu eda leikbrots.

« Leikur er st6dvadur vegna atburda sem tengjast ekki lidinu sem hefur
vald & knettinum.

« Leikur er st6dvadur vegna atburda sem tengjast hvorugu lidi, nema
motherjar verdi fyrir Shagraedi.
50.5  Stodvud og endursett & 14 sekindur pegar:

+ Sama lid og 40ur hafdi vald & knettinum faer innkast & séknarvelli og
13 sekdindur eda minna er & skotklukkunni:

- Vegna villu eda leikbrots.

- Leikur er stédvadur vegna atrida sem tengjast ekki lidinu sem
hefur vald & knettinum.

- Leikur er stodvadur vegna atrida sem tengjast hvorugu lidinu,
nema moétherjinn verdi fyrir Shagraedi.

« Sama lid og hafdi vald & knettinum adur en hann snerti kérfuhringinn
naer aftur valdi & knettinum eftir ad knotturinn hefur snert hringinn
vid misheppnad korfuskot, sidasta eda eina vitaskot eda vid sendingu.

50.6  Slokkt eftir ad knottur fer ur leik og leikklukka hefur stédvast pegar
annad hvort lidid faer nytt vald & knetti og pad eru faerri en 14 sekindur
eftir & leikklukku.

Skotklukkan stodvar hvorki leikklukkuna né leikinn, né veldur pvi ad
knottur fer dr leik nema ad 1id hafi vald a knetti.
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A - MERKI DOMARA
Al Handamerkin sem Tyst er i pessum leikreglum eru einu opinberu
doémaramerkin.
A2 begar démarar syna ritarabordi merki er sterklega meelt med pvi ad

stydja vid bakid & merkjunum med pvi ad koma peim lika a framfaeri
munnlega (nota skal ensku i alpjédlegum leikjum).

A2 pad er mikilveegt ad starfsmenn ritarabords pekki pessi merki.
Leikklukkumerki
) STGBVA KLUKKU GANGSETJA
STOBVA KLUKKU VEGNA VILLU LEIKKLUKKU

1 2 3
Opinn lofi Krepptur hnefi Hagghreyfing nidur a vio
Stigaskor
1 8TIG 2 STIG 3 STIG
=== B
™|
4 5 6
1 fingur, “flaggad” fra 2 fingur, "flaggad” fré 3 fingur Gtréttir
alnlia Glnlig Annar handleggur: Tilraun

Badir handleggir: Karfa god
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Leikmannaskipti og leikhlé

LEIKMANNASKIPTI

SKIPTIMANNI
HLEYPT INN A

LEIKHLE VEITT
LIDI

FJOLMIDLA-
LEIKHLE VEITT

8 9 10
Framhandleggir i kross ~ Opinn 16fi, sveiflad i att Mynda T, visifingur Utrétir handleggir med
ad likamanum synilegur kreppta hnefa
LEIKSTEFNA
SKOTKLUKKA . OG/EDA KNETTI HALDID /
SAMSKIPTI ENDURSETT KNOTTUR UT AF DOMARAKAST
™|

14

Pumall upp

Leikbrot

SKREF

Hond snid  hringi,
visifingur beint Gt

OLOGLEGT KNATTRAK:
TVIGRIP/TVIRAK

15

3

Benda fingri samhlida
hlidarlinum

bumlar uppréttir, sidan
bent i stmu 4tt og
leikstefnudrin

OLOGLEG KNATTRAK:
MOK/SGP

)

4

i

Snda hnefum f hringi

QOpnir lofar visa nidur,
ganga upp og nidur 4 vixl

Halfur snaningur, fram & vid
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3 SEKUNDUR 5 SEKUNDUR 8 SEKUNDUR

183

21 22
Utréttur handleggur, syna 3 fingur Syna b fingur Syna 8 fingur
24 SEKUNDUR KNETTI SNUID TIL VARNARVALLAR VILJANDI FOTUR
™
- 4!” :
% 23 ‘ 24 ‘ 25

Fingur snerta ax! Sveifla handlegg fyrir framan likama Benda 4 fot

Nimer leikmanna
Nr. 00 0g 0

i1

Badar hendur syna Heegri hénd synir
ndmerid 0 ndmerid 0
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Hagri hand synir Haegri hond synir
ntmer 1 til 5 nlmer 5,
vinstri hand synir
nimer 11il b

Nr. 16

Heegri hind synir
krepptan hnefa,
vinstri hond synir
nimer 1til 5

Nr.24

1 R 1

M

Fyrst synir 6fug hand (handarbakid fram) ndmer 1
fyrir tuginn - svo synir med |fa fram ndmer 6
fyrir eininguna.

Nr. 42

Fyrst synir 6fug hand namer 2 fyrir tuginn - svo
synir med lofa fram nimer 4 fyrir eininguna.

Nr. 62

1

T

Fyrst synir 6fug hand nimer 4 fyrir tuginn - svo

synir med |ofa fram O fyrir eininguna.

Fyrst synir afug hond ntmer 6 fyrir tuginn - svo
synir med lofa fram nimer 2 fyrir eininguna.
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Nr. 78

Nr.

99

)

g

1)

i

Fyrst synir 8fug hond nGmer 7 fyrir tuginn - svo
synir med l6fa fram ndmer 8 fyrir eininguna.

Hvers konar villa

HALD

_ HINDRUN,
(VORN EDA SOKN)

Fyrst synir dfug hand nimer 9 fyrir tuginn - svo
synir med 16fa fram nimer 9 fyrir eininguna.

Y'TI,NG EDA HRINDING
AN KNATTARINS

HANDTEKK

!

b

36 37 38 39
Gripid { GInid og ytt nidur ~ Badar hendur & mj6dm Likja eftir ytingu Gripa um ainlid og
yta lofa fram
OLOGLEG NOTKUN RUBNINGUR OLOGLEG SNERTING  OLNBOGA SVEIFLAB
HANDA MED KNOTTINN VID HENDI AF OFFORSI
| P Pyt |

b

40

41

43

y !

Slegid 4 ulnlid

Krepptur hnefi,
kylt i opinn lofa

Sla lofa @ hinn
framhandlegginn

Sveifla olnboga aftur
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SLEGID i HOFUD

VILLA A LID SEM
HEFUR VALD A KNETTI

) |

45

Likja eftir snertingunni
vid hofudid

VILLA | SKQTTILRAUN

Benda krepptum hnefa i
4tt ad korfu brotlega lidsins

VILLA EKKI | SKOTTILRAUN

3]

]

Annar handleggur med hnefa & loft, & eftir pvi
fidldi vitaskota

Sérstakar villur

Annar handleggur med hnefa & loft, & eftir pvi
benda 4 golf

TVIVILLA TAKNIVILLA VILLA VILLA
[P : === == =
.8 g g g
48 % 49 50 51
Krepptum hnefum beggja Mynda T, syna lofa Gripa i dinlid fyrir Krepptir hnefar 4
handa sveiflad i kross ofan héfud badum handum
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Refsing vegna villu synd ritarabordi

_EFTIR VILLU
AN VITASKOTA

EFTIR VILLU LIDS
SEM HEFUR VALD
A KNETTI

¥

53

Benda i leikstefnu,
handleggur samhlida
hligarlinum

1 ViITASKOT

Krepptur hnefi i
leikstetnu, handleggur
samhlida hlidarlinum

2 ViTASKOT

3VITASKOT

54

-

b5

56

1 fingri haldid uppi

2 fingrum haldid uppi

3 fingrum haldio uppi

Stjornun vitaskota - Virkur domari (Undirdémari - Lead)

1 ViTASKOT

2 VITASKOT

3 VITASKOT

¥

b8

59

1 fingri haldid beint (t

2 fingrum haldid beint Ut

3 fingrum haldid beint Ut
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Stjornun vitaskota - Adrir démarar (Utidémari og middémari - Trail & Centre)

1 ViTASKOT 2 VITASKOT 3 VITASKOT

60 61

Visifingur & loft Flatur I6fi beggja handa 3 fingur 4 loft
4 badum handum

62

Mynd 7 - Démaramerki
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B - LEIKSKYRSLAN

FEDERATION INTERMATIOMALE DE BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION

SCORESHEET
Team B
Compatition Date Time Referee
Game No Place Umgpire 1 Umpire2
Team A RUNNING SCORE
Time-cuts m
L. . A [ A [ A B A | ®
L1 Parind (0 ﬂﬂﬂﬂ 10 nla B0 [F B
] Perioa @ [LZ[3]3] @ GIE[E]4] H E ula [ s |
1 Extra pesiods 33 ala EE =
— ?1— i M B & T3] 1
L= Players Mol cly 70 s sls A A = [
L] A A AE = E
5 K | A [Fo
L] A ua BB EE
7 7]9 s W n 1313
8 [ CE C1E3 EE
] wln (D E L] 131[ ]
L] HIE FIE w5 E )
n [ D FE IS S ]
12 Wl e EIED 1314
1 5] 15 AE B =
L] i i ] m[w 12 18]
15 H D EE [ [ B
Cosch i1 i AE] FED 13 13
L1 ] 5] 13 BB EE 1318
Team B o W [ 140]] v
Timg-outs Team fouls I E 5] &l [ [0
] Period ) (1121314 S I [ I )
Perind ) (1[Z[3[0 nlo ele L] L L]
pecos O (1121310 GUIZI2MY | (==l hele e
! I 3 T 3 3 O 3 2
= Players Nelmly 204 & HE A 06| 106 14| 188
4 Fil [HLE 17| 14 a7
5 BE AE 08| 108 14| e
[ 1 E] L] 108 1l 18] 1)
7 EE i o[ 1 150] 15
[ 1 I A vl 15115
[ EHE i 1z[ 12 153 152
i1 nln 1] 113] 11 153 153
1 EE ] 0D 154 154
1 1 E R ] 115] 115 155 155
1 ®| = A E 11E[ 116 =
1 B e 7 i, 5 |
15 EEE ] 11E[ 18 ]
Couch EE B i8] 11 58] 154
Rt Caach [ ®|m 130 120 150 v
Scorer Scores  Period & A B___
Rssistant scorer S Period @ A B
Tomer Period O A B__
; Perisd @ A B
2 apacatue _ Extraperiods A B
Flnlufn Final Score Team A Team B
Umpire 1 Umpire 2 R
T — e B LT L —

Mynd 8 - Leikskyrslan
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B.1

B.2

B.3

B.3.1

B.3.2

B.3.3

B.3.3.1

B.3.3.2

B.3.3.3

B.3.4

Leikskyrslan sem synd er & mynd 8 er st sem Alpjoda taekninefnd FIBA
hefur sampykkt.

Han samanstendur af 1 frumriti og 3 afritum, mismunandi a litinn.
Frumritid er hvitt og er atlad FIBA, fyrsta afritid, sem er blatt, er etlad
framkveemdaradila métsins, annad aftritid er bleikt og er aetlad sigurlidi,
og bpridja afritid er bleikt og aetlad taplidi.

Athugid: 1. Maelt er med pvi ad ritari noti 2 penna med 6likum lit,
annan fyrir fyrsta og pridja leikhluta og hinn fyrir annan
og fjérda leikhluta.

2. Heimilt er ad undirbua og ljuka leikskyrslunni a rafreenan
hatt.

A3 minnsta kosti 20 mintatum fyrir upphaf leiks skal ritari undirbua
leikskyrsluna a eftirfarandi hatt:

Rita n6fn beggja lida i linuna efst 4 leikskyrslunni. Lid,, A" skal avallt vera
heimalidid eda ef um er ad raeda fjollidamat, eda leiki & hlutlausum velli,
pad lid sem fyrr er nefnt i leikskra. Hitt lidid skal vera 1id,,B".

Hann skal svo rita:

+ Nafn métsins.

« Numer leiksins.

- Dagsetningu, timasetningu og stadsetningu leiks.

+ Nofn adaldéomara og medddmara.

FEDERATION INTERMATIONALE DE BASKETBALL
INTERNATIONAL BASKETBALL FEDERATION
SCORESHEET
Team A HOOPERS Team B POINTERS
Competition WCM _ Date 30, 11, 20014 Time _ 2000 Roferee WALTOMN. M,
GameMo. __ 5  Place __ GENEVA Umpire 1 CHANG.Y.  Umpire2 BARTOK. K.

Mynd 9 - Efsti hluti leikskyrslu

Lid ,A” skal skrad a efri hluta leikskyrslunnar og 1id ,B” @ nedri hluta
hennar.

i fyrsta dalkinn skal rita 3 sidustu télustafi i leyfisnameri leikmanns. |
fiollidamétum er naegilegt ad rita leyfisnimerid i fyrsta leik viokomandi
leikmanns.

[ naesta dalk skal ritari skra n6fn leikmanna sem pétt taka i leiknum i
sému réd og treyjunamerin, allt med HASTOFUM. Fyrirlida skal merkja
med,CAP” 3 eftir nafni hans.

Ef 1id hefur feerri en 12 leikmenn skal ritari draga linu pvert i gegnum
6notudu linurnar.

Nedan vid reit hvors lids skal ritari skra (med HASTOFUM) nafn pjalfara
og adstodarpjélfara lidanna.
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B.4

B.4.1
B.4.2
B.4.3

B.4.4

B.5

B.6

B.7
B.7.1

B.7.2

i sidasta lagi 10 mindtum fyrir leik skulu badir pjalfarar:
Stadfesta n6fn og nimer leikmanna sinna.
Stadfesta nofn pjalfara og adstodarpjélfara.

Tilgreina pa 5 leikmenn sem hefja leikinn med pvi ad gera litid ,x" {
dalkinn vid hlid treyjunimeranna & leikskyrslunni.

Undirrita leikskyrsluna.
bjalfari lids A" skal vera fyrri til ad veita pessar upplysingar.

Vid upphaf leiks skal ritari draga hring utan um x" peirra 5 leikmanna
sem hefja leikinn.

Medan a leik stendur skal ritari gera litid ,x" (dn hrings) vid hlid
treyjunimers leikmanns a leikskyrslu pegar hann kemur inn a i fyrsta
skipti.

Time-outs Team fouls
0= Period (O [FIE]3]%] @ [XTZ[X]X]
Period (3 [XIZIZ[X] @ [XTXTE]E]
Extra periods
e Players Ne" 0] 4 zFN;"Fq. .
001 | MAYER, £ A=
002 | JONES, M. 8|G0 F PP ——
003 | SMITH, E RN EEE
004 | FRANK, ¥ 12| =T
010 | NANCE, | 18|2|F [P [0 =]
017 | KING, M. [CAP) A RE
014 | WONG, P 24
015 | RUSH, & 1S A
021 | MARTINEZ M. n| %P |FITE
022 | SANCHES, N, FAIERRA D ED o4
024 | MANDS, K. FAEA AR
Caach LOOR, A, A= o |8, |—
Assistant Coach  MONTA, B.

Mynd 10 - Lid a leikskyrslu

Leikhlé

Veitt leikhlé i hverjum halfleik og hverri framlengingu skal skra
& leikskyrslu med pvi ad rita leikminUtuna i leikhlutanum eda
framlengingunni inn i videigandi dalk fyrir nedan nafn lidsins.

Vid lok hvers hélfleiks eda framlengingar skal strika 2 laréttar linur {
énotada reiti. Hafi 1idi ekki verid veitt sitt fyrsta leikhlé fyrir sidustu 2
minutur sidari halfleiks, skal ritari strika 2 laréttar linur i fyrsta reit sidari
hélfleiks hja pvi lidi.
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B.8 Villur

B.8.1  Leikmannavillur geta verid persénu-, teekni-, éipréttamannslegar eda
brottrekstrarvillur og skulu skradar a leikmann.

B.8.2  Villur framdar af lidsménnum a varamannasvaedi geta verid taeknivillur
eda brottrekstrarvillur og skulu skradar & pjalfarann.

B.8.3  Allar villur skulu skradar a eftirfarandi hatt:
B.8.3.1 Personuvilla skal skrdd med pvi ad rita,,P".

B.8.3.2 Taeknivilla leikmanns skal skrad med pvi ad rita,T”. Onnur taeknivilla skal
einnig skrad sem,T” og tilvidbatar skal skra,GD" i naesta reit 4 eftir.

B.8.3.3 Teeknivilla a pjalfara fyrir 6iprottamannslega hegdun hans skal skrad
med pvi ad rita,C". Onnur svipud teeknivilla skal einnig skrdd sem,C" og
til vidbétar skra ,GD” i naesta reit & eftir.

B.8.3.4 Taeknivilla sem pjalfari feer vegna annarra orsaka skal skrad med pvi ad
rita,B”. Pridja taeknivilla (ein peirra geeti verid ,,C") skal skrad sem ,B” eda
,C" og til vidbotar skal skrd,GD” i naesta reit a eftir.

B.8.3.5 Oipréttamannsleg villa leikmanns skal skrad med pvi ad rita,U”. Onnur
Sipréttamannsleg villa skal skra sem,U” og til vidbotar skrd,GD” i naesta
reit a eftir.

B.8.3.6 Brottrekstrarvilla skal skrad med pvi ad rita,D"

B.8.3.7 Allar villur sem refsad er fyrir med vitaskoti eda vitaskotum skulu skradar
med pvi ad baeta videigandi fiélda vitaskota (1, 2 eda 3) vid hlid P’ T’
,C",B",U"eda,D".

B.8.3.8 Allar villur gegn badum lidum sem fela i sér somu refsingu og jafnast ut
samkvaemt grein 42 (sérstakar adstaedur) skulu skrddar med pvi ad rita
litid " vio hlid ,P",,1,C",B",U"eda,D"

B.8.3.9 Vid lok hvers leikhluta skal ritari draga pykka linu & milli peirra délka sem
hafa verid notadir og peirra sem ekki hafa verid notadir.

Vid lok leiks skal ritari fylla ut pa délka sem eftir eru med pykkri laréttri
linu.

B.8.3.10 Daemi um brottrekstrarvillur a lidsmenn a varamannasvaedi:

Brottrekstrarvilla & varamann skal skrad pannig:

[o07 [MAYER. F HEIDEEER
Og
[Coach LOOR, A. 8l ||

| Assistam Conch  MONTA, B, [

Brottrekstrarvilla & adstodarpjalfara skal skrad pannig:

[Caach T00R,. A B 1]

Assistant Conch  MONTA, B, ol 11




B.8.3.11

B.9
B.9.1
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Brottrekstrarvilla & utilokadan leikmann (sem hefur fengid sina 5. villu)
skal skrdd pannig:

[o15 [RUsH, 5. [EEEA AR AR
Og

|Coach LOOA, A [B] 11
Daemi um brottrekstrarvillur (Slagsmal):

Brottrekstrarvillur a lidsmenn a varamannasvaedi lids fyrir ad yfirgefa
varamannasvaedid (Gr. 39) skulu skradar eins og synt hér ad nedan. | pa
villureiti sem eftir eru hja peim sem fékk brottrekstrarvilluna skal rita,,F".

Ef adeins pjalfarinn er rekinn at af:

[Coach LOOR, A [Z{F]F]
Astistent Coach MONTA, B, [ [ 11
Ef adeins adstodarpjélfarinn er rekinn ut af:

[Coach LODR, A 18] |1
[Assistant Coseh  MONTA, B. [FIFIF]

Ef baedi pjalfarinn og adstodarpjalfarinn eru reknir at af:

[Coach LOOR, A [;FF]
Assistant Conch  MONTA, B [FIFTF]

Ef varamadurinn er med feerri en 4 villur skal rita ,F” i pa villureiti sem
eftir eru:

[Go3 [SMITH,E. [3 [EIF[FIFIFIF]

Ef petta er fimmta villa varamannsins skal rita ,F” i sidasta villureitinn:

[052 [JONES, M. [8 [ [F[FIFF]

Ef utilokadi leikmadurinn hefur pegar fengid fimmtu villuna skal rita ,F”
fyrir aftan sidasta villureitinn:

[G15 [FUSH, 5 [E[=LIR[FIFIF]F

Til vidbdtar vid ofangreind deemi um leikmenn Smith, Jones og Rush
eda ef fylgismadur feer brottrekstrarvillu skal taeknivilla skrad:

|Caach LOOR, A IHI | ]

Assigtant Conch  AMONTA, 8 [

Athugid: Teeknivilla eda brottrekstrarvilla samkvaemt Gr. 39 skal ekki
telja til lidsvillna.

Lidsvillur

Fyrir hvern leikhluta eru fjorir reitir & leikskyrslunni (beint fyrir nedan
nafn lidsins og fyrir ofan n6fn leikmannanna) til ad skra inn lidsvillur.
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B.9.2  Hvenar sem leikmadur fremur villu hvort heldur hdn er persénuvilla,
Sipréttamannsleg villa, brottrekstrarvilla eda teeknivilla, skal ritari einnig
skra hana gegn lidi hins brotlega leikmanns med pvi ad rita, X" i til pess
gerdan reit a leikskyrslunni.

B.10  Stigaskor i hlaupandi t6lum A B
B.10.1 Ritari skal skrd i timar6d, hlaupandi samantekt yfir $15
stig sem baedi lid skora. 0 1)e6
3
B.10.2 Pad eru fjorir (4) dalkar fyrir hlaupandi skraningu a Y12
leikskyrslunni.
| yrsiu | 1 _’,E(" @
B.10.3 Hverjum dalki er skipt aftur i fjéra dalka: Dalkarnir 2 NEEE
til vinstri eru fyrir 1id,,A” og dalkarnir 2 til haegri eru 1] 7
fyrir 1id ,B”. | middalkunum er hlaupandi stigaskor T B
(160 stig) fyrir hvort lid. 5 &G0
Ritari skal: 10) 10
) s . . o) 4| n
« Fyrstrita skastrik (/) fyrir heppnad korfuskot og 2 ©)
dokkan punkt () fyrir hvert heppnad vitaskot r —F;
yfir nyjan heildarfjélda stiga eftir pvi sem pau Tuln
safnast upp hja pvi lidi sem skoradi. 5 ® =
« Sidan, i auda dalkinn vid hlid heildarfjolda : 161 16
stiga (vid hlid nyju / eda - tdknanna) skal ritari 5 17
skra numer leikmanns sem skoradi korfuna eda 1 )
skoradi ur vitaskotinu. F ™
B.11  Stigaskor i hlaupandi tolum: Vidbotarfyrirmaeli ] g
B.11.1 Heppnad bpriggja stiga skot leikmanns skal a12
skrad med pvi ad draga hring utan um numer @
leikmannsins. A A
I M
B.11.2 Skori lid dviljandi i eigin korfu skal skra stigin a 7 7
fyrirlida métherja a leikvelli. IR,
B.11.3 Pbegar stig eru skorud an pess ad knotturinn fari i (5} n
korfuna (Gr. 31) skulu pau skrad & pann leikmann 8 [;
sem tok skotid. 10 79
B.11.4 Vid lok hvers leikhluta skal ritari draga skyran hring L LJ
(0) utan um sidustu stig sem hvort lid skoradi og 4 3l
bykka larétta linu undir pessi sému stig og undir xn g
numer leikmannsins sem skoradi pessi sidustu 4 B 5
stig. ACE
B.11.5 [ byrjun hvers leikhluta skal ritari halda afram ad - = 0
halda hlaupandi stigaskor yfir skorud stig fra peim -
stad sem fyrri leikhluta lauk. L L
M| 38
2
Mynd 11 - Stigaskor i hlaupandi tolum i) M| .| iz




B.11.6

B.12
B.12.1

B.12.2

B.12.3
B.12.4

B.12.5
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Ritari aetti hvenaer sem hann kemur pvi vid ad bera saman stigaskor
a leikskyrslu vid stigaskor a stigatoflu. Ef pad er mismunur og hans
stigaskor er rétt skal hann strax lata leidrétta stigatofluna. Ef hann er
i vafa eda ef annad hvort lidid métmeelir leidréttingunni, skal hann
tilkynna pad adaldémara strax og knottur verdur Ur leik og leikklukka
stodvud.

Stigaskor i hlaupandi télum: Stigin talin saman | m| w5
[ lok hvers leikhluta skal ritari skra stigaskor lidanna ALIRL
i par til gerdan reit nedarlega 4 leikskyrslunni. | b
73
Vid lok leiks skal ritari draga 2 pykkar laréttar linur
A . . ; . . 9 74
undir lokatdlur hvors 1ids og nimer leikmannsins
sem gerdi sidustu stigin. Enn fremur skal hann el
draga skastrik til ad fylla upp i 6notad stigaskor a I 76
leikskyrslunni. T 77
T8 | 78
79|79
Mynd 12 - Stigin talin saman &0 | 80

Ad leik loknum skal hann skra lokatélur og nafn sigurvegara leiksins.

Ritari skal pa rita nafn sitt med prentstéfum a leikskyrslu eftir ad
adstodarritari, timavordur og skotklukkuvordur hafa skrad sin nofn.

Eftir ad medddémari hefur undirritad skyrsluna skal adaldémari undirrita
hana sidastur. Med pvi lykur stjéornun og tengslum démara vid leikinn.

Athugid: Ef annar hvor fyrirlidinn ritar undir skyrsluna vid moétmeeli
(i reitinn ,Undirskrift fyrirlida ef kaert er”) skulu starfsmenn
ritarabords og meddomarar vera til stadar fyrir adaldémara
a leikstad par til hann gefur peim leyfi til ad fara.

Scones N MAJER Scowes  Perind ™ A _15 B _i
Assistand scorer 0. SARAY P“i“ *'-:: L B i
Timer R LEBLANC il AR AT
4 _f i
Skt elock oparatas K ALSTIN Exirapeiods A _/ B 7
Reloren o i Final Seane TesmA _76_ TesmB 72
Umpire 1 ¥ Chay Umpire 2 K, Barfek
L p— Name of wenning team HEFERS

Mynd 13 - Nedsti hluti leikskyrslunnar
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C - FRAMKVAEMD KFERA

Ef félag 1 vidurkenndri keppni innan FIBA telur sig hafa verid rangindum beitt
vegna Urskurdar domara (adal- eda medddmara) eda vegna atvika sem attu sér
stad medan a leik st69, skal framkvaemdin vera 4 eftirfarandi hatt:

Ci1

C2

C3

C4

Fyrirlidi pess lids skal strax ad leik loknum tilkynna adaldémara ad lid
hans moétmeaeli drslitum leiksins og rita nafn sitt a leikskyrsluna i reitinn
LUndirskrift fyrirlida ef keert er”.

Til pess ad yfirlysing pess teljist I6gleg parf fulltrdi vidkomandi lids eda
sambands ad stadfesta métmaelin skriflega innan tuttugu (20) mindtna
eftir ad leik lykur.

Ekki er naudsynlegt ad tiltaka sérstaklega &staedur. Neegilegt er t.d.
LKorfuknattleikssamband X kaerir urslit leiks X og Y” Leggja skal
fram tryggingu ad jafnvirdi 1.500 CHF til fulltrda FIBA eda formanns
teekninefndar.

Vidkomandi samband skal afhenda fulltrta FIBA eda formanni
teekninefndar skriflega kaeru innan klukkustundar eftir ad leik lykur.

Ef arskurdur teekninefndar er kaeranda i vil, skal tryggingin endurgreidd.

Doémari skal, innan 1 klukkustundar, tilkynna atvikid sem leiddi til keeru
til fulltrda FIBA eda formanns teekninefndar.

Seetti vidkomandi samband lidsins, lidid sjalft eda motherjar pess sig ekki
vid nidurstédu taeekninefndarinnar er mégulegt ad afryja nidurstédunni
til &fryjunardémstdls.

Til pess ad loglega sé ad &fryjun stadid skal afryjad skriflega innan
tuttugu (20) minutna fra pvi akvordun teekninefndar barst og skal leggja
fram tryggingu ad jafnvirdi 3.000 CHF.

Ef drskurdur afryjunardémstols er afryjanda i hag, skal tryggingin
endurgreidd.

Myndbond, filmur, myndir eda hvers konar teeki, sjonraen, rafreen,
stafraen eda annars konar, mega adeins vera notud til ad uUrskurda um
abyrgd par sem moguleg refsing hlyst af eda til freedslu og pjalfunar eftir
ao leik lykur.
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D-ROBUN LIDA

D.1
D.1.1

D.1.2

D.2

D.2.1

Framkveemd

R6dun lida akvardast af fjolda sigra og tapa, p.e. 2 stig fyrir hvern unnin
leik, 1 stig fyrir hvern tapadan leik (lika fyrir leiki sem tapast vegna
vanraekslu (default)) og 0 stig ef leik er fyrirgert.

Framkvaemdin skal gilda fyrir hvert lid sem hefur leikid adeins 1 leik
gegn hverjum métherja i sama ridli (single tournament) sem og hvert
1id sem hefur leikid 2 eda fleiri leiki gegn hverjum métherja (deild eda
keppni par sem leikid er heima og heiman eda oftar).

Ef 2 eda fleiri lid eru jofn ad stigum skv. framangreindu skulu urslit i
innbyrdis leik/leikjum milli pessara lida rada rodun. Ef lidin eru jofn ad
stigum innbyrdis, skulu frekari paettir rada i eftirfarandi r6d:

+ Meiri stigamunur i innbyrdis leikjum

+ Fleiri stig skorud i innbyrdis leikjum

+ Meiri stigamunur allra leikja i deildinni/ridlinum

+ Fleiri stig skordu i 6llum leikjum i deildinni/ridlinum.

Ef pessir peettir skera ekki tr um st6duna, skal draga um rédun lidanna.

Ef, & einhverjum timapunkti i pessu ferli, stadsetning einhverra lida i
rodinni er akvordud, skal endurtaka ferlid i D.1.3 fra byrjun fyrir pau 1id
sem eftir standa 6rodud.

Deemi
Daemi 1
AgegnB 100-55 B gegn C 100-95
AgegnC 90 -85 B gegn D 80-75
A gegnD 75-80 CgegnD 60 -55
Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 3 2 1 5 265:220 +45
B 3 2 1 5 235:270 -35
C 3 1 2 4 240:245 -5
D 3 1 2 4 210:215 -5

bar af leidir:  1.seeti A -sigurvegari gegn B
2. seeti B
3. seeti C-sigurvegarigegn D
4. seeti D
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D.2.2 Deemi2
AgegnB 100-55 BgegnC 100 - 85
AgegnC 90 -85 BgegnD 75-80
AgegnD 120-75 CgegnD 65-55
Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 3 0 6 310:215 +95
B 3 1 2 4 230:265 -35
C 3 1 2 4 235:245 -10
D 3 1 2 4 210:260 -50
bar af leidir:  1.seeti A
Rodun ut fra leikjum milli B, C og D:
Lid | Fj.leikja | Sigrar | Top | Stig | Stigaskor Stigamunur
B 2 1 1 3 175:165 +10
C 2 1 1 3 150:155 -5
D 2 1 1 3 135:140 -5
bar af leidir: 2. seeti B
3. saeti C-sigurvegari gegn D
4. saeti D
D.2.3 Deemi3
AgegnB 85-90 B gegn C 100-95
AgegnC 55-100 BgegnD 75-85
AgegnD 75-120 CgegnD 65-55
Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 3 0 3 3 215:310 -95
B 3 2 1 5 265:265 0
C 3 2 1 5 260:210 +50
D 3 2 1 5 260:215 +45
bar af leidir: 4. seti A
R6Bun Ut fra leikjum milli B, C og D:
Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
B 2 1 1 3 175:180 -5
C 2 1 1 3 160:155 +5
D 2 1 1 3 140:140 0
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bar af leidir: 1. saeti C

2. seeti D
3. seeti B
D.2.4 Deemi4
AgegnB 85-90 BgegnC 100-90
AgegnC 55-100 B gegnD 75-85
AgegnD 75-120 CgegnD 65-55
Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 3 0 3 3 215:310 -95
B 3 2 1 5 265:260 +5
C 3 2 1 5 255:210 +45
D 3 2 1 5 260:215 +45

bar af leidir: 4. saeti A

R6dun Ut fra leikjum milli B, C og D:

Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
B 2 1 1 3 175:175 0
C 2 1 1 3 155:155 0
D 2 1 1 3 140:140 0
bar af leidir: 1. saeti B
2. seeti C
3. seeti D
D.2.5 Deemi5
AgegnB 100 -55 BgegnF 110-90
A gegn C 85-90 CgegnD 55-60
AgegnD 120-75 CgegnE 90-75
AgegnE 80-100 CgegnF 105-75
AgegnF 85-80 DgegnE 70-45
B gegn C 100-95 D gegnF 65-60
BgegnD 80-75 EgegnF 75-80

BgegnE 75-80
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Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 5 3 2 8 470:400 +70

B 5 3 2 8 420:440 -20

C 5 3 2 8 435:395 +40

D 5 3 2 8 345:360 -15

E 5 2 3 7 375:395 -20

F 5 1 4 6 385:440 -55

bar af leidir: 5. seeti E
6. saeti F

R6dun t frd leikjum milli A, B, C og D:

Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 3 2 1 5 305:220 + 85

B 3 2 1 5 235:270 -35

C 3 1 2 4 240:245 -5

D 3 1 2 4 210:255 -45

bar af leidir: 1. saeti A - sigurvegari gegn B

2. seeti B

3. seeti D - sigurvegari gegn C

4, seti C

D.2.6 Daemi6

AgegnB 71-65 BgegnF 95-90
AgegnC 85-86 CgegnD 95-100
AgegnD 77 -75 CgegnE 82-75
AgegnE 80-86 CgegnF 105-75
AgegnF 85-80 DgegnE 68 -67
B gegn C 88-87 DgegnF 65-60
BgegnD 80-75 EgegnF 80-75

BgegnE 75-76

Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 5 3 2 8 398:392 +6

B 5 3 2 8 403:399 +4

C 5 3 2 8 455:423 +32

D 5 3 2 8 383:379 +4

E 5 3 2 8 384:380 +4

F 5 0 5 5 380:430 -50

bar af leidir: 6. saeti F
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R6dun ut fra leikjum milli A, B, C, D og E:

Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 4 2 2 6 313:312 +1

B 4 2 2 6 308:309 -1

C 4 2 2 6 350:348 +2

D 4 2 2 6 318:319 -1

E 4 2 2 6 304 :305 -1

bar af leidir: 1. saeti C
2. seeti A

R6dun ut fra leikjum milli B, D og E:

Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
B 2 1 1 3 155:151 +4
D 2 1 1 3 143:147 -4
E 2 1 1 3 143:143 0
bar af leidir: 3. seeti B
4. saeti E
5. seeti D
D.2.7 Deemi?7
AgegnB 73-71 BgegnF 95-90
A gegn C 85-86 CgegnD 95-96
AgegnD 77-75 CgegnE 82-75
AgegnE 90 - 96 CgegnF 105-75
AgegnF 85-80 DgegnE 68 -67
B gegn C 88-87 DgegnF 80-75
BgegnD 80-79 EgegnF 80-75

BgegnE 79-80

Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
A 5 3 2 8 410:408 +2
B 5 3 2 8 413:409 +4
C 5 3 2 8 455:419 +36
D 5 3 2 8 398:394 +4
E 5 3 2 8 398:394 +4
F 5 0 5 5 395:445 -50

bar af leidir: 6. saeti F
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R6Bun Ut fra leikjum milli A, B, C, D og E:

Lid | Fj.leikja | Sigrar | Top | Stig | Stigaskor Stigamunur
A 4 2 2 6 325:328 -3
B 4 2 2 6 318:319 -1
C 4 2 2 6 350:344 +6
D 4 2 2 6 318:319 -1
E 4 2 2 6 318:319 -1

par af leidir: 1. seeti C
5. saeti A

R60un t fra leikjum milli B, D og E:

Lid | Fj.leikja | Sigrar | Top | Stig Stigaskor Stigamunur
B 2 1 1 3 159:159 0
D 2 1 1 3 147 :147 0
E 2 1 1 3 147 : 147 0

bar af leidir: 2. seeti B
3. saeti D - sigurvegarigegn E
4. seeti E

D.3 Frekari framkveemd
D.3.1  Gr.D.1 ogD.2 eru gildar eftir ad 6ll id hafa leikid alla sina leiki i ridlinum/
deildinni.

D.3.2  Ef lidin hafa ekki leikid alla sina leiki og ef 2 eda fleiri lid eru jofn ad
stigum, skal meiri stigamunur ar 6llum leikjum spiludum til pessa skera
ur um rédunina.

D.4 Leik fyrirgert

D.4.1  Lid sem an gildra astaedna maetir ekki til leiks & réttum tima eda yfirgefur
leikvoll adur en leik er lokid fyrirgerir leiknum og faer null (0) stig.

D.4.2  Eflid fyrirgerir leik f annad sinn skulu urslit allra leikja lidsins 6gild.
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E - RJOLMIDLALEIKHLE

E1

E.2
E.2.1

E2.2

E2.3
E.2.4

E.3
E3.1

E3.2

E3.3

E3.4

Skilgreining

Hvert sérsamband ma dkveda hvort fijdlmidlaleikhlé séu notud og, ef svo
er, hve I6ng pau eru (60, 75, 90 eda 100 sekiundur).

Regla

i hverjum leikhluta er 1 fjImidlaleikhlé leyft auk venjulegra leikhléa.
Fjolmidlaleikhlé i framlengingum eru ekki heimil.

Fyrsta leikhlé i hverjum leikhluta (lidsleikhlé eda fjolmidlaleikhlé) skal
vera 60, 75,90 eda 100 sekindna langt.

Oll 8nnur leikhlé i leikhlutanum skulu vera sextiu (60) sekiindna I6ng.

Baedi lid mega taka 2 leikhlé i fyrri halfleik og 3 leikhlé i sidari halfleik.
bessi leikhlé ma bidja um hvenzer sem er leiks og md lengd peirra vera:

- Ef pau teljast til fjolmidlaleikhléa 60, 75, 90 eda 100 sekundur, p.e.
fyrsta leikhlé i leikhlutanum, eda

+ Ef pau teljast ekki til fiolmidlaleikhléa 60 sekindur, p.e. lid bidur um
leikhlé eftir ad fjolmidlaleikhlé hefur verid veitt.

Framkveemd

Best er ef fijoImidlaleikhlé er tekid pegar 5 minutur eru eftir af
leikhlutanum. Hins vegar er engin trygging fyrir pvi ad pad gerist.

Ef hvorugt lid hefur bedid um leikhlé pegar 5 minutur eru eftir af
leikhlutanum skal fjolmidlaleikhlé veitt vid fyrsta mogulega teekifeeri
pegar boltinn er ur leik eda leikklukkan er st6dvud. bad leikhlé er ekki
skrad a lidin.

Ef 63ru hvoru lidinu er veitt leikhlé pegar meira en 5 minatur eru eftir af
leikhlutanum skal leikhléd notad sem fijolmidlaleikhlé.

betta leikhlé skal baedi telja sem fijolmidlaleikhlé og leikhlé veitt pvi lidi
sem bad um pad.

Samkvaemt pessari framkvaemd veeri ad lagmarki veitt 1 leikhlé i hverjum
leikhluta og ad hamarki 6 leikhlé i fyrri halfleik og ad hamarki 8 leikhlé i
sidari halfleik.

LOK LEIKREGLNA
0G
FRAMKVAMDAR
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Mynd 1 - Leikskyrsla KKi
V.1 Leikskyrslan sem synd er @ mynd 1 er su sem notud er af
Korfuknattleikssambandi Islands i métum hérlendis.
V.2 Han samanstendur af 1 frumriti og 2 afritum, mismunandi a litinn.

Frumritid er hvitt og er atlad KKI, fyrra afritid sem er gult er ztlad
sigurvegara og seinna afritid er graent og er tlad taplidi.

Athugid: 1. Maelt er med pvi ad ritari noti 4 penna med 6likum lit, einn
fyrir hvern leikhluta, og sama lit fyrir framlengingar og
fiorda leikhluta.



V.3

V3.1

V3.2

V.33

V.3.3.1

V.3.3.2

V333

V34

V.4

V.41
V4.2
V4.3
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2. Annars skal nota 2 penna med élikum lit, annan fyrir fyrsta
og pridja leikhluta og hinn fyrir annan og fjérda leikhluta,
4samt framlengingu.

3. Heimilt er ad undirbua og ljuka leikskyrslunni & rafraenan
hatt.

A3 minnsta kosti 20 mindtum fyrir upphaf leiks skal ritari undirbua
leikskyrsluna a eftirfarandi hatt:

Rita n6fn beggja lida i linuna efst & leikskyrslunni. Lid ,A” skal avallt vera
heimalidid eda ef um er ad raeda fjollidamot, eda leiki & hlutlausum velli,
pad lid sem fyrr er nefnt i leikskra. Hitt lidid skal vera 1id,,B".

Hann skal svo rita:

+ Nafn métsins.

+ Ridil sem keppterii.

- Dagsetningu, timasetningu og stadsetningu leiks.

« Nofn adaldémara og meddomara.

KORFUKNATTLEIKSSAMBAND iSLANDS &

" FIEA
Lid A OLDUNGARNIR Lid B UNGSTIRNIN ——

s [slandsmotmil. karla  pags 21.0kt2014 w1 1915 paerari JON OTTI OLAFSSON
mtm stsdor Laugardalshill LEIFUR'S. GARDARSSON SIGMUNDUR MAR HERBERTSSON

Mynd 2 - Efsti hluti leikskyrslu

Ritari skal skrd n6fn og kennitdlu leikmanna beggja lida og nota til pess
leikmannalista sem hann feer fra pjalfara eda fulltrda hans. Lid ,A” skal
skrad a efri hluta leikskyrslunnar og lid ,B” & nedri hluta hennar.

i fyrsta dalkinn skal rita kennitélu leikmanns. [ fjéllidamoétum er naegilegt
ad rita kennitoluna i fyrsta leik vidkomandi leikmanns.

{ neesta dalk skal ritari rita n6fn leikmanna sem patt taka i leiknum med
prentstofum. Nafn leikmanns skal fara i pann dalk sem hefur sama
numer og leikmadurinn ber i leiknum. Fyrirlida skal merkja med ,FL" &
eftir nafni hans.

Ef 1id hefur faerri en 12 leikmenn skal ritari draga linu i midju audu
dalkana sem naer fra kennitdlu, yfir nafn, nimer o.s.frv. peirra leikmanna
sem ekki taka patt.

Nedan vid reit hvors lids skal ritari skra (med HASTOFUM) nafn bjalfara
og adstodarpjalfara lidanna.

i sidasta lagi 10 minGtum fyrir leik skulu badir pjalfarar:
Stadfesta n6fn og nimer leikmanna sinna.
Stadfesta nofn pjalfara og adstodarpjalfara.

Tilgreina pa 5 leikmenn sem hefja leikinn med pvi ad gera litid ,x" i
dalkinn vid hlid treyjunimeranna a leikskyrslunni.
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V4.4

V.5

V.6

V.7
V.7.1

V.7.2

V.8
V.8.1

Undirrita leikskyrsluna.
bjalfari lids ,A” skal vera fyrri til ad veita pessar upplysingar.

Vid upphaf leiks skal ritari draga hring utan um x" peirra 5 leikmanna
sem hefja leikinn.

Medan a leik stendur skal ritari gera [itid ,x" (@n hrings) vid hlid
treyjundmers leikmanns & leikskyrslu pegar hann kemur inn & i fyrsta
skipti.

uoa OLDUNGARNIR

LV AAL 2 AN 3 AR A ASA

LEIKHLE: Fyi nittesban | 7 |—| Seimni hitfisiar [—1920 ——==
Leikmenn Mr. *
GUDMUNDUR BRAGASON 00 X
KOLBEINN PALSSON 4 X
TORFI MAGNUSSON 6 X
SIMON OLAFSSON 9 X
TEITUR ORLYGSSON 11 X

VALUR INGIMUNDARSON 15 ()|
PORSTEINN HALLGRIMSSON 17 [————
PETUR GUDMUNDSSON 34 (0| 8,13, ———

JON KR. GISLASON 44 ®[9110] 1.| 71 cd
JON SIGURBSSON 55 (XN 7,114, 5Y 8 146D
PALMAR SIGURDSSON 69 X [135155 ———
bisifar: EINAR BOLLASON /73 10175 —

Adstodarpjéfar: FRIDRIK INGI RUNARSSON

Mynd 3 - Lid a leikskyrslu

Leikhlé

Veitt leikhlé i hverjum hélfleik og hverri framlengingu skal skra
4 leikskyrslu med pvi ad rita leikmindtuna i leikhlutanum eda
framlengingunni inn i videigandi reit fyrir nedan nafn lidsins.

Vid lok hvers halfleiks eda framlengingar skal strika 2 laréttar linur i
6notada reiti. Hafi 1idi ekki verid veitt sitt fyrsta leikhlé fyrir sidustu 2
minutur sidari halfleiks, skal ritari strika 2 laréttar linur i fyrsta reit sidari
hélfleiks hja pvi lidi.

Villur

Leikmannavillur geta verid persénu-, teekni-, éipréttamannslegar eda
brottrekstrarvillur og skulu skradar a leikmann.
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V.8.2  Villur framdar af lidsmdnnum & varamannasvaedi geta verid teeknivillur
eda brottrekstrarvillur og skulu skradar a pjélfarann.

V.8.3  Allar villur skulu skradar a eftirfarandi hatt:

V.8.3.1 Persénuvilla skal skrdd med pvi ad rita leikmindtuna pegar villa var
framin.

V.8.3.2 Teeknivilla leikmanns skal skrad med pvi ad rita leikminutuna og svo ,T"i
efra haegra horni pess villureits. Onnur teeknivilla skal skrdd & sama hatt
og til vidbotar skal skra,,GD" i naesta reit a eftir.

V.8.3.3 Teeknivilla & pjélfara fyrir dipréttamannslega hegdun hans skal skrad
med pvi ad rita leikminttuna og svo,C”i efra haegra horn reitsins. Onnur
svipud taeknivilla skal skrdd & sama hatt og til vidbotar skrd,GD" i naesta
reit 4 eftir.

V.8.3.4 Taeknivilla sem pjalfari feer vegna annarra orsaka skal skrad med pvi ad
rita leikminutuna og svo ,B” i efra haegra horn reitsins. bridja teeknivilla
(ein peirra geeti verid ,C") skal skrdd sem ,B” eda ,C” (i sama reit og
leikminutan er skrad) og til vidbétar skal skra,GD" i naesta reit a eftir.

V.8.3.5 Oipréttamannsleg villa leikmanns skal skréd med pvi ad rita ,U" i efra
haegra hornid i sama reit og leikminatan. Onnur éipréttamannsleg villa
skal skrdd a sama hatt og til vidbotar skrd,GD" i naesta reit a eftir.

V.8.3.6 Brottrekstrarvilla skal skrdd med pvi ad rita leikmindtuna og ,D" i efra
haegra horn villureitsins.

V.8.3.7 Allar villur sem refsad er fyrir med vitaskoti eda vitaskotum skulu skradar
med pvi ad baeta videigandi fjolda vitaskota (1, 2 eda 3) i nedra haegra
horn villureitsins.

V.8.3.8 Allar villur gegn badum lidum sem fela i sér somu refsingu og jafnast ut
samkvaemt grein 42 (sérstakar adstaedur) skulu skradar med pvi ad rita
litid,,c” vid hlis P, T1",C",B" ,U" eda,D"

V.8.3.9 Vi0 lok fyrri hélfleiks skal ritari draga pykka linu & milli peirra reita sem
hafa verid notadir og peirra sem ekki hafa verid notadir.

Vid lok leiks skal ritari fylla Ut pa reiti sem eftir eru med pykkri laréttri
linu.

V.8.3.10 Da@mi um brottrekstrarvillur a lidsmenn a varamannabekk:

Brottrekstrarvilla & varamann skal skrad pannig:

[GUDMUNDURBRAGASON 00 x [12°] | | |
Og

bjéstar: EINAR BOLLASON 12}
Adstodarhjélfar: FRIDRIK INGI RUNARSSON

Brottrekstrarvilla & adstodarpjélfara skal skrad pannig:

bjattari: EINAR BOLLASON | 85
adstodspjalisr: FRIDRIK INGI RUNARSSON | 8°
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V.8.3.11

V.9
V.o.1

Brottrekstrarvilla & utilokadan leikmann (sem hefur fengid sina 5. villu)
skal skrdd pannig:

JON SIGURDSSON 55/®@)| 7.114.] 59 8 14]p
Og
wjaitari: EINAR BOLLASON 12¢

#dstodarhifar FRIDRIK INGI RUNARSSON

Daemi um brottrekstrarvillur (Slagsmal):

Brottrekstrarvillur & lidsmenn & varamannasvaedi ids fyrir ad yfirgefa
varamannasvaedid (Gr. 39) skulu skradar eins og synt hér ad nedan. | pa
villureiti sem eftir eru hja peim sem fékk brottrekstrarvilluna skal rita,,F"

Ef adeins pjalfarinn er rekinn ut af:

bféttart: EINAR BOLLASON |85 F | F
Ailzmdarplatia: FRIDRIK INGI RUNARSSON

Ef adeins adstodarpjalfarinn er rekinn Gt af:

Bjaitar: EINAR BOLLASON 81|
sd=twdarpisifart FRIDRIK INGI RONARSSON  8') F | F

Ef baedi pjalfarinn og adstodarpjalfarinn eru reknir ut af:

bjattart: EINAR BOLLASON '8
tilzndarhjalfar: FRIDRIK INGI RUNARSSON | 8

Rl

[F F
FF

Ef varamadurinn er med faerri en 4 villur skal rita ,F” i pa villureiti sem
eftir eru:

[ VALUR INGIMUNDARSON |15 )| 4,/ 4 |87 F [F |
Ef petta er fimmta villa varamannsins skal rita ,F" i sidasta villureitinn:
| TORFI MAGNUSSON 6 x]|3.15520]16:187

Ef utilokadi leikmadurinn hefur pegar fengid fimmtu villuna skal rita ,F”
fyrir aftan sidasta villureitinn:

[ TORFI MAGNUSSON 6 x| 3,15020 16,16 |F

Til vidbétar vid ofangreind deemi um leikmennina eda ef fylgismadur
faer brottrekstrarvillu skal taeknivilla skrad:

bjéar: EINAR BOLLASON 127
Adstadarhjaar: FRIDRIK INGI RUNARSSON

Athugid: Taeknivilla eda brottrekstrarvilla samkvaemt Gr. 39 skal ekki
telja til lidsvillna.

Lidsvillur

Fyrir hvern leikhluta eru fjorir reitir & leikskyrslunni (beint fyrir nedan
nafn lidsins og fyrir ofan n6fn leikmannanna) til ad skra inn lidsvillur.



V.9.2

V.10
V.10.1

V.10.2

V.10.3

V.11
V111

V.11.2

V.11.3

V.11.4

V.11.5
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Hvenaer sem leikmadur fremur villu hvort heldur han er persénuvilla,
Sipréttamannsleg villa, brottrekstrarvilla eda taeknivilla, skal ritari einnig
skra hana gegn lidi hins brotlega leikmanns med pvi ad rita,/" i til pess
gerdan lidsvillureit a leikskyrslunni.

Stigaskor A M| B
Ritari skal skra i timar6d, samantekt yfir stig sem ”: 211
baedi lid skora. 4
i3 72

bpad eru 4 daélkar fyrir hlaupandi skraningu a I
leikskyrslunni. T e
Hverjum dalki er skipt aftur i 5 dalka: Dalkarnir 2 | & 9 3

til vinstri eru fyrir 1id,,A” og dalkarnir 2 til haegri eru 10—

fyrir 1id,,B". Middalkurinn er fyrir leikmindtuna sem
skorad er a.

1 -1

Ll
Ritari skal: ST %@ 1
« Fyrst rita nyjan heildarfj6lda stiga lidsins sem | - @ 7 |
skoradi i heaegri hvita dalk lidsins. 914 13
. Sidan, i vinstri hvita dalk lidsins vid hlid | 10/ 5 (3
heildarfjolda stiga, skal ritari skrd numer | 13 J0G 15
leikmanns sem skoradi kérfuna eda skoradi ur |14 15 11|

vitaskotinu. 6|17
« Loks rita leikminutuna sem var skorad & i ['® 9. |
middalkinn. 15115/17
14(15/19
Stigaskor: Vidboétarfyrirmaeli e
Heppnad priggja stiga skot leikmanns skal | |16 8 |21
skrad med pvi ad draga hring utan um numer 9 23
leikmannsins. I~ Il alzs

Hornklofi er dreginn utan um pann fislda vitaskota | 7 23 17,
sem veittur er, og strikad pvert i reitinn ef skot | # 2519
heppnast ekki. [14 27

Skori 1id éviljandi i eigin korfu skal skra stigin a 2 @

fyrirlida métherja 4 leikvelli. ALY b

begar stig eru skorud an pess ad knétturinn fari i 20(11 79
korfuna (Gr. 31) skulu pau skrad & pann leikmann I 171lz0
sem tok skotid. R <

Vi3 lok hvers leikhluta skal ritari draga skyran hring |_27_J00 31
(0) utan um sidustu stig sem hvort lid skoradi og |12 25 1

1Y

bykka larétta linu undir pessi sému stig og undir | |3 1433
numer leikmannsins sem skoradi pessi sidustu (1435
stig. 1360 7
915
31 _Joo 37
6 (331

Mynd 4 - Stigaskor




Bls 92 af 148 LEIKREGLUR | KGRFUKNATTLEIK 2014

V.11.6 [ upphaf hvers leikhluta skal ritari halda afram ad skra skorud stig fra
peim stad sem fyrri leikhluta lauk.

V.11.7 Ritari atti hvenaer sem hann kemur pvi vid ad bera saman stigaskor
4 leikskyrslu vid stigaskor & stigatoflu. Ef pad er mismunur og hans
stigaskor er rétt skal hann strax lata leidrétta stigatéfluna. Ef hann er
i vafa eda ef annad hvort [i6id métmeelir leidréttingunni, skal hann
tilkynna pad adaldémara strax og knéttur verdur Ur leik og leikklukka
stodvud.

V.12  Stigaskor: Stigin talin saman 9 (4117

Adaldémari, eda eftirlitsmadur ef hann er til stadar, | & |4 [
4 ad fara yfir stigaskorid eftir hvern leikhluta og 43
undirrita med upphafsstéfum sinum (sja mynd |13/ 45/15

12). ]E&

V.12.1  [lok hvers leikhluta skal ritari skra stigaskor lidanna | g G0
i par til gerdan reit nedarlega a leikskyrslunni. 1114878|

V.12.2  Vid lok leiks skal ritari draga 2 pykkar laréttar linur @@2@
undir lokatélur hvors 1ids og numer leikmannsins 51 100 50
sem gerdi sidustu stigin. Enn fremur skal hann
draga skastrik til ad fylla upp i énotad stigaskor a
leikskyrslunni. II|,

—

Mynd 5 - Stigin talin saman

V.12.3 A leik loknum skal hann skré lokat6lur og nafn sigurvegara leiksins.

V.12.4 Ritari skal pa rita nafn sitt med prentstéfum & leikskyrslu eftir ad
adstodarritari, timavordur og skotklukkuvordur hafa skrad sin nofn.

V.12.5 Eftir ad meddomari hefur undirritad skyrsluna skal adaldémari undirrita
hana sidastur. Med pvi lykur stjornun og tengslum démara vid leikinn.

Athugid: Ef annar hvor fyrirlidinn ritar undir skyrsluna vid métmeeli
(i reitinn ,Undirskrift fyrirlida ef kaert er”) skulu starfsmenn
ritarabords og meddomarar vera til stadar fyrir adaldémara
a leikstad par til hann gefur peim leyfi til ad fara.

— 3 51 50
VE1315 5 §a 14165 su 4.6 p w2013 | Drelit s we
- . Matnsiguits  OLDUNGARNIR
wi OSKARGFEIGUR JONSSON Démai /»»W ) N .
“ 5 6 ’ g il
fomeirins. RUNARBIRGIR GISLASON (o ST ,/im,/y i m/%m,
=
bttt ANNA MARIA SVEINSDGTTIR s

Mynd 6 - Nedsti hluti leikskyrslunnar
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UPPLYSINGATAFLA FYRIR LEIKI i MOTUM A VEGUM KKi

Flokkur Aldur Bolti Leiktimi Halfl. Hlé 1-2 Leikhlé 24 Vo6rn

&3-4 sek

Mfl. ka. 21> 7 4x10min 15min2min 2+3 J

UAfl. ka. 19-20 7 4x10min 5min 2min 243 J

DrAfl. 17-18 7 4x10min 5min 2min 243 J

11.fl. ka. 16 7 4x10min 5min 2min 2+2 J

10. fl. ka. 15 7 4x8min  5min 1min 2+2 J

9.fl. ka. 14 7 4x8min  5min Tmin 242 J

8.1l. ka. 13 6 4x8min* 5min Tmin 0+1 N Madur & mann, hvada vorn

sem er & soknarvelli.
7.fl. ka. 12 6 4x8min* 5min 1min 0+1 N Madur a mann.

Mb.ka. 11 11 5 4x10mint 5min 1min 1i4.f. N Madur & mann, engin vorn a
séknarvelli.

Mfl. kv. 21> 6 4x10min 15min2min 2+3 J
UAl. kv. 18-20

o)}

4x10min - 5min 2min 2+3 J

Stfl. 16-17 4x10min - 5min 2min 2+3

9.fl. kv. 14

6

10. fl. kv. 15 6 4x8min  5min Tmin 2+2
6 4x8min  5min 1Tmin 2+2
6

Z - - <

8.1l. kv. 13 4x8 min* 5min 1min 0+1 Madur & mann, hvada vorn

sem er & séknarvelli.
7.1 kv. 12 6 4x8min* 5min 1min 0+1 N Madur a mann.

Mb.kv. 11 11 5 4x10mint 5min 1min 1i4.f. N Madur & mann, engin vorn &
soknarvelli.

* Fyrri hélfleikur: Leikklukka ekki stodvud, 6heimilt ad taka leikhlé, innaskiptingar
ekki leyfdar.

¥ Leikklukka ekki stodvud nema sidustu 2 mindtur i fjordu lotu. Skiptingar adeins
leyfdar i fjérdu lotu, klukka ekki st6dvud a medan, skiptimadur verdur ad vera vid
ritarabord til ad tefja ekki. Leikid a lagar korfur.
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OPINBERAR LEIKREGLUTULKANIR 2014 - A ENSKU

The interpretations presented in this document are the FIBA Official
Interpretations of the FIBA Official Basketball Rules 2014 and are effective as
of 1st October 2014. Where the interpretations in this document differ from
previously published FIBA Official Interpretations, this document shall take
precedence.

The FIBA Official Basketball Rules are approved by the FIBA Central Board and are
periodically revised by the FIBA Technical Commission.

The rules are kept as clear and comprehensive as possible, but they express
principles rather than play situations. They cannot, however, cover the rich
variety of specific cases that could happen during a basketball game.

The aim of this document is to convert the principles and concepts of the
rulebook into practical and specific situations as they might arise during a
normal basketball game.

The interpretations of the different situations can stimulate the officials’ minds
and will complement an initial detailed study of the rules themselves.

The FIBA Official Basketball Rules shall remain the principal document governing
FIBA basketball. However, the referee shall have the full power and authority
to make decisions on any point not specifically covered in the FIBA Official
Basketball Rules or in the following FIBA Official Interpretations.

For the sake of consistency of this interpretation, ‘team A’is the (initial) offensive
team, ‘team B'is the defensive team. A1 — A5, B1 - B5 are players; A6 — A12, B6 -
B12 are substitutes.

Art.5 PLAYERS - INJURY

5-1 Statement. If a player is injured or appears to be injured and, as a result,
the coach, assistant coach, substitute or any other team bench personnel
of the same team enters the playing court, that player is considered to
have received treatment, whether or not actual treatment is performed.

5-2 Example: A1 appears to have injured an ankle and the game is stopped.

a. The team A doctor enters the playing court and treats Al's injured
ankle.

b. The team A doctor enters the playing court but A1 has already
recovered.

c. Coach A enters the playing court to assess Al's injury.

d. Assistant coach A, substitute A or team follower A enters the playing
court but does not treat A1.



5-3

5-4

5-5

5-6
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Interpretation: In all cases A1 is considered to have received treatment
and shall be substituted.

Statement. There is no time limit for the removal of a seriously injured
player from the playing court if according to a doctor the removal is
dangerous for the player.

Example: A1 is seriously injured and the game is stopped for about 15
minutes because the doctor estimates that removal from the playing
court could be dangerous for the player.

Interpretation: The doctor’s opinion shall determine the appropriate
time for the removal of the injured player from the playing court. After
the substitution, the game shall be restarted without any sanction.

Statement. If a player is injured or is bleeding, or has an open wound,
and cannot continue to play immediately (within approximately 15
seconds), he must be substituted. If a time-out is granted to either team
in the same stopped clock period, and that player recovers during the
time-out, he may continue to play only if the scorer’s signal for the time-
out has sounded before an official beckoned a substitute to become a
player.

Example: A1 is injured and the game is stopped. As A1 is not able to
continue to play immediately, an official blows his whistle making the
conventional sign for a substitution. Coach A (or Coach B) requests a
time-out:

a. Before a substitute for A1 has entered the game
b. After a substitute for A1 has entered the game.

At the end of the time-out, A1 appears to have recovered and asks to
remain in the game.

Interpretation:

a. Time-out is granted and if A1 recovers during the time-out he may
continue to play.

b. Time-out is granted but a substitute for A1 has already entered the
game. Therefore A1 cannot re-enter until after the clock-running
phase of the game.

Statement. Players who have been designated by their coach to start
the game or who receive treatment between free throws may be
substituted in the event of an injury. In this case the opponents are also
entitled to substitute the same number of players, if they so wish.

Example. AT is fouled by B1 and is awarded 2 free throws. After the first
free throw the officials discover that A1 is bleeding and he is replaced
by A6 who will attempt the second free throw. Team B now requests to
substitute 2 players.
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5-9

Art. 7
7-1

7-3

7-4

Interpretation: Team B is entitled to substitute only 1 player.

Example. A1 is fouled by B1 and is awarded 2 free throws. After the first
free throw the officials discover that B3 is bleeding. B3 is replaced by B6
and team A requests to substitute 1 player.

Interpretation: Team A is entitled to substitute 1 player.

COACHES: DUTIES AND POWERS

Statement. At least 20 minutes before the game is scheduled to begin,
each coach or his representative shall give the scorer a list with the
names and corresponding numbers of the team members who are
eligible to play in the game as well as the name of the captain of the
team, the coach and the assistant coach.

The coach is personally responsible that the numbers in the list
correspond to the numbers on the shirts of the players. At least 10
minutes before the game is scheduled to begin the coach shall confirm
his agreement with the names and corresponding numbers of his team
members and the names of coach, assistant coach and captain by
signing the scoresheet.

Example: Team A presents in due time the team list to the scorer. The
numbers of 2 players are not the same as the numbers displayed on
their shirts or the name of a player is omitted on the scoresheet. This is
discovered:

a. Before the start of the game.
b. After the start of the game.
Interpretation:

a. The wrong numbers are corrected or the name of the player is added
on the scoresheet without any sanction.

b. The referee stops the game at a convenient moment so as not to
disadvantage either team. The wrong numbers are corrected without
any sanction. However, the name of the player cannot be added to
the scoresheet.

Statement. At least 10 minutes before the game is scheduled to begin
each coach shall indicate the 5 players who are to start the game. Before
the game starts the scorer shall check if there is an error regarding these
5 players and, if so, he shall notify the nearest official as soon as possible.
If this is discovered before the start of the game the starting 5 players
shall be corrected. If this is discovered after the start of the game it shall
be disregarded.

Example: It is discovered that 1 of the players on the playing court is not
1 of the confirmed starting 5 players. This occurs:

a. Before the start of the game.
b. After the start of the game.



Art. 8
8-1

8-2

Art. 9
9-1

9-2
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Interpretation:

a. The player shall be replaced without any sanction by 1 of the 5 players
who were to start the game.

b. The error is disregarded and the game continues without any
sanction.

PLAYING TIME, TIED SCORE AND EXTRA PERIODS

Statement. An interval of play begins:

« 20 minutes before the game is scheduled to begin.

+ When the game clock signal sounds for the end of the period.

Example: A1 in the act of shooting is fouled by B1 simultaneously with
the game clock signal sounding to end the period and is awarded 2 free
throws.

Interpretation: The interval of play shall start after the free throws have
been completed.

BEGINNING AND END OF A PERIOD

Statement. A game shall not begin unless each team has a minimum
of 5 entitled players on the playing court and ready to play. If fewer
than 5 players are on the playing court at the time the game is to begin,
the officials must be sensitive to any unforeseeable circumstance(s)
that could explain the delay. If a reasonable explanation is provided
for the delay, a technical foul shall not be charged. If, however, no such
explanation is provided, a technical foul and/or forfeiture of the game
may result upon arrival of further entitled players.

Example: When the game is scheduled to begin, team B has fewer than
5 players on the playing court and ready to play.

a. The representative of team B is able to provide a reasonable and
acceptable explanation for the late arrival of the team B players.

b. The representative of team B is unable to provide a reasonable and
acceptable explanation for the late arrival of the team B players.

Interpretation:

a. The beginning of the game shall be delayed for a maximum of 15
minutes. If the absent players arrive on the playing court ready to
play before 15 minutes have passed, the game shall begin. If the
absent players have not arrived on the playing court ready to play
before 15 minutes have passed, the game may be forfeited to team A
and the score recorded as 20:0.
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9-3

9-5

b. The beginning of the game shall be delayed for a maximum of 15
minutes. If the absent players arrive on the playing court ready to
play before 15 minutes have passed, a technical foul may be charged
against coach B, recorded as 'B'. Team A shall be awarded 1 free throw
and the game shall begin with a jump ball.

If the absent players have not arrived on the playing court ready to
play before 15 minutes have passed, then the game may be forfeited
to team A and the score recorded as 20:0. In all cases the referee shall
report it on the reverse side of the scoresheet to the organising body
of the competition.

Example: At the beginning of the second half, team A cannot present
5 players entitled to play on the playing court because of injuries,
disqualifications etc.

Interpretation: The obligation to present a minimum of 5 players is
valid only for the beginning of the game, Team A shall continue to play
with fewer than 5 players.

Example: Close to the end of the game A1 commits his 5th foul and
leaves the game. Team A can continue the game with only 4 players as
they have no more substitutes available. As team B is leading with more
than 15 points, coach B demonstrating fair play wants to remove one of
his players in order to continue to play also with 4 players.

Interpretation: The request of coach B to play with less than 5 players
shall be denied. As long as a team has sufficient players available, 5
players shall be on the playing court.

Statement. Art. 9 clarifies which basket a team is to defend and which
basket it is to attack. If by confusion any period begins with both teams
attacking/defending the wrong baskets, the situation shall be corrected
as soon asitis discovered, without placing either team at a disadvantage.
Any points scored, time used, fouls charged, etc. before the stopping of
the game remain valid.

Example: After the start of the game, the officials discover that both
teams are playing in the wrong direction.

Interpretation: The game shall be stopped as soon as possible and
without placing any team at a disadvantage. Teams shall exchange
baskets. The game shall be resumed from the mirror-opposite place
nearest to where the game was stopped.

Example: At the beginning of a period, team A is defending its own
basket when B1 erroneously dribbles to his own basket and scores a
field goal.

Interpretation: 2 points shall be awarded to the captain of team A on
the playing court.
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Art. 12 JUMP BALL AND ALTERNATING POSSESSION

12-1

12-2

12-3

12-4

12-5

12-6

Statement. The team that does not obtain control of a live ball on the
playing court after the jump ball at the beginning of the game will be
awarded the ball for a throw-in at the place nearest to where the next
jump ball situation occurs.

Example: A referee tosses the ball for the opening jump ball.
Immediately after the ball is legally tapped by jumper A1:

a. A held ball between A2 and B2 is called
b. A double foul between A2 and B2 is called.

Interpretation: Since the control of a live ball on the playing court
has not yet been established, the official cannot use the alternating
possession arrow to award possession. The referee shall administer
anotherjump ballin the centre circle and A2 and B2 shall jump. Whatever
time has passed on the game clock, after the ball is legally tapped and
before the held ball/double foul situation shall remain consumed.

Example: The referee tosses the ball for the opening jump ball.
Immediately after the ball is legally tapped by jumper A1.The ball:

a. Goes directly out-of-bounds.

b. Is caught by A1 before it has touched one of the non-jumpers or the
floor.

Interpretation: In both cases team B is awarded a throw-in as the result
of the A1 violation. After the throw-in the team that does not gain
control of the live ball on the playing court will be entitled to the first
alternating possession at the place nearest to where the next jump ball
situation occurs.

Example: Team B is entitled to a throw-in under the alternating
possession procedure. An official and/or a scorer makes an error and the
ball is erroneously awarded to team A for the throw-in.

Interpretation: Once the ball touches or is legally touched by a player
on the playing court, the error cannot be corrected. However, team B
shall not lose its alternating possession throw-in opportunity as a result
of the error and will be entitled to the next alternating possession
throw-in.

Example: Simultaneously with the game clock signal for the end of the
first period, B1 fouls A1 and an unsportsmanlike foul is called.

Interpretation: A1 shall attempt 2 free throws with no line up of players
and no playing time remaining. After the 2 minutes interval of play, the
game shall be resumed with a throw-in by team A at the centre line
extended, opposite the scorer’s table. No team shall lose its right to the
next alternating possession throw-in at the next jump ball situation.

Example: A1 jumps with the ball and is legally blocked by B1. Both
players then return to the playing court with both of them having one
or both hands firmly on the ball.
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12-7

12-8

12-9

12-10

12-11

12-12

Interpretation: A held ball shall be called.

Example: A1 and B1 in the air have their hands firmly on the ball. After
returning to the playing court A1 lands with one foot on the boundary
line.

Interpretation: A held ball shall be called.

Example: A1 jumps with the ball from his frontcourt and is legally
blocked by B1. Both players then return to the playing court with both
of them having one or both hands firmly on the ball. A1 lands with one
foot in his backcourt.

Interpretation: A held ball shall be called.

Statement. Whenever a live ball lodges between the ring and the
backboard, unless be-tween free throws and unless a possession of
the ball is part of the free-throw(s) penalty, it is a jump ball situation
resulting in an alternating possession throw-in. As this does not result
in a rebound situation, it is not considered as having the same influence
on the game as when the ball simply touches and rebounds from the
ring. Therefore if the team that was in control of the ball before it lodges
between the ring and the backboard is entitled to the throw-in it shall
have only the remaining time on the shot clock as in any other jump ball
situation.

Example: On a shot for a field goal by A1 the ball lodges between the
ring and the backboard. Team A is entitled to a throw-in under the
alternating possession procedure.

Interpretation: After the throw-in team A has only the remaining time
on the shot clock.

Example: While the ball is in the air on A1’s shot for a field goal the
shot clock expires, followed by the ball lodging between the ring and
the backboard. Team A is entitled to a throw-in under the alternating
possession procedure.

Interpretation: As team A has no remaining time on the shot clock a
shot clock violation has occurred. Team B is entitled to a throw-in. Team
A shall not lose its right to the next alternating possession throw-in at
the next jump ball situation.

Example: A1 shoots for a 2-point field goal and is fouled by B2. The
officials call an unsportsmanlike foul on B2. During the last free throw:

a. The ball lodges between the ring and the backboard.
b. A1 steps on the free-throw line while releasing the ball.
c. The ball misses the ring.

Interpretation: The free throw shall be considered unsuccessful and
the ball shall be awarded to team A for a throw-in at the centre line
extended, opposite the scorer’s table.



12-13

12-14

Art. 14
14-1

14-2

14-3

Art. 16
16-1

16-2
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Statement. A held ball occurs when one or more players from opposing
teams have one or both hands firmly on the ball so that neither player
can gain control without undue roughness.

Example: A1 with the ball in his hands is in the continuous motion
towards the basket in order to score. At this moment B1 places his hands
firmly on the ball and now A1 makes more steps than allowed by the
traveling rule.

Interpretation: A held ball shall be called.

CONTROL OF THE BALL

Statement. Team control starts when a player of that team is in control
of a live ball by holding or dribbling it.

Example: During a throw-in, regardless whether the game clock is
stopped or not or during a free throw, in the judgement of the officials,
a player deliberately delays the process of taking the ball.

Interpretation: The ball becomes live when the official places the ball
on the floor next to the throw-in place or free-throw line.

Example: Team A has been in control of the ball for 15 seconds. A1 tries
to pass the ball to A2 and the ball moves across the boundary line. B1
is trying to save the ball from going out-of-bounds and jumps from the
playing court over the boundary line. While B1 is still airborne the ball

a. is tapped by one hand of B1

b. is caught by B1 with both hands

and the ball returns to the playing court where it is caught by A2.
Interpretation:

a. Team A remains in control of the ball. The shot clock continues.

b. Team B has gained team control. The shot clock for team A shall be
reset.

GOAL: WHEN MADE AND ITS VALUE

Statement. The value of a field goal is defined by the place on the floor
from where the shot was released. A goal released from the 2-point
field goal area counts 2 points, a goal released from the 3-point field
goal area counts 3 points. A goal is credited to the team attacking the
opponents’ basket into which the ball has entered.

Example: A1 released the ball on a shot from the 3-point field goal area.
The ball on its upward flight is legally touched by

a. an offensive player

b. a defensive player
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16-3

16-4

16-5

Art. 17
17-1

who is within the team A's 2-point field goal area. The ball then continues
its flight and enters the basket.

Interpretation:

In both cases team A shall be awarded 3 points as A1’s shot was released
from the 3-point field goal area.

Example: A1 released the ball on a shot from the 2-point field goal area.
The ball on its upward flight is legally touched by B1 who has jumped
from A’s 3-point field goal area. The ball then continues its flight and
enters the basket.

Interpretation: Team A shall be awarded 2 points as Al’s shot was
released from the 2-point field goal area.

Statement. In a throw-in situation or on a rebound after the last or
only free throw, a period of time will always pass from the moment the
inbounds player touches the ball until that player releases the ball on a
shot. This is particularly important to take into consideration near the
end of a period. There must be a minimum amount of time available
for such a shot before time expires. If 0:00.3 second is displayed on the
game clock, it is the duty of the official(s) to determine if the shooter
released the ball before the game clock signal sounds for the end of
the period. If, however, 0:00.2 or 0:00.1 second is displayed on the game
clock, the only type of a valid field goal made by an airborne player is by
tapping or directly dunking the ball.

Example: Team A is awarded a throw in with
a. 0:00.3

b. 0:00.2 or 0:00.1

displayed on the game clock
Interpretation:

In (a), if a shot for a field goal is attempted and the game clock
signal sounds for the end of the period during the attempt, it is the
responsibility of the officials to determine if the ball was released before
the game clock signal has sounded for the end of the period.

In (b), the basket can be awarded only if the ball while in the air on the
throw-in pass is tapped to the basket or directly dunked.

THROW-IN

Statement. Before the player taking the throw-in has released the ball
on a throw-in, it is possible that the throwing-in motion could cause
that player’s hand(s) with the ball to break the plane of the boundary
line separating the inbounds area from the out-of-bounds area. In such
situations, it continues to be the responsibility of the defensive player to
avoid interfering with the throw-in by contacting the ball while it is still
in the hands of the player taking the throw-in.
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Example: A1 is awarded a throw-in. While holding the ball, A1’s hand(s)
crosses the plane of the boundary line so that the ball is above the
inbounds area. B1 grabs the ball that is in A1’s hand(s) or taps the ball
out of A1’s hand(s) without causing any physical contact against A1.

Interpretation: B1 has interfered with the throw-in, thereby delaying
the resuming of the game. A warning shall be given to B1 and
communicated to coach B and this warning shall apply to all team B
players for the remainder of the game. Any repetition of a similar action
by any team B player may result in a technical foul.

Statement. On a throw-in, the player taking the throw-in must pass the
ball (not hand the ball) to a team-mate on the playing court.

Example: On a throw-in A1 hands the ball to A2 who is on the playing
court.

Interpretation: A1 has committed a throw-in violation. The ball must
leave the player’s hand(s) in order for the throw-in to be considered
legal. The ball is awarded to team B for a throw-in at the place of the
original throw-in.

Statement. During the throw-in other player(s) shall not have any part
of their bodies over the boundary line before the ball is passed across
the boundary line.

Example: After an out-of-bounds violation A1 has received the ball
from the official for the throw-in. A1

a. places the ball on the floor after which the ball is taken by A2.
b. hands the ball to A2 in the out-of-bounds area.

Interpretation: This is a violation of A2 in both cases as he moves his
body over the boundary line before A1 has passed the ball across the
boundary line.

Example: After a team A successful field goal or a successful last or only
free throw a time-out is granted to team B. Following the time-out B1
receives the ball from the official for a throw-in at the endline. B1

a. places the ball on the floor after which the ball is taken by B2.
b. hands the ball to B2, who is also standing behind the endline.

Interpretation: Legal play. The only restriction for team B to handle the
ball on the throw-in is they must pass the ball into the playing court
within 5 seconds.

Statement. If a time-out is granted to a team that has been awarded
possession of the ball in its backcourt when the game clock shows 2:00
minutes or less in the 4th period and in each extra period, the throw-in
shall be administered at the throw-in line opposite the scorer’s table in
the team’s frontcourt. The player taking the throw-in must pass the ball
to a team-mate in the frontcourt.
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17-9

17-10

17-11

17-12

Example: In the last minute of the game, A1 has dribbled in his
backcourt when a team B player taps the ball out-of-bounds at the free-
throw line extended.

a. Atime-out is granted to team B.
b. A time-out is granted to team A.

c. A time-out is granted first to team B and immediately after to team
A (or vice-versa).

Interpretation:

In (a), team A shall resume the game with a throw-in at the
free-throw line extended at its backcourt.

In (b) and (c), team A shall resume the game with a throw-in at the
throw-in line opposite the scorer’s table in the team’s
frontcourt.

In all cases team A shall have only whatever time was remaining on the
shot clock.

Example: In the last minute of the game, A1 attempts 2 free throws.
During the 2nd free throw A1 steps on the free-throw line while shooting
and a violation is called. Team B requests a time-out.

Interpretation: Team B shall resume the game with a throw-in at the
throw-in line opposite the scorer’s table in the team’s frontcourt, and
shall have 24 seconds on the shot clock.

Example: When the game clock shows 2:00 minutes or less in the 4th
period and in each extra period, A1 has dribbled for 6 seconds in team
A's backcourt, when

a. B1 taps the ball out-of-bounds
b. B1 commits the 3rd foul for team B in this period
and team A is granted a time-out.

Interpretation: After the time-out, team A resumes the game with a
throw-in at the throw-in line opposite the scorer’s table in the team’s
frontcourt. In both cases team A shall have 18 seconds remaining on
the shot clock.

Example: When the game clock shows 2:00 minutes or less in the 4th
period and in each extra period, A1 has dribbled the ball in his frontcourt
when B1 taps the ball to team A’s backcourt where any player of team
A starts to dribble the ball again. B2 now taps the ball out-of-bounds in
the team A backcourt with

a. 6 seconds
b. 17 seconds

remaining on the shot clock. Team A is granted a time-out.
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Interpretation: After the time-out, team A resumes the game with a
throw-in at the throw-in line opposite the scorer’s table in the team’s
frontcourt. In both cases, team A shall only have whatever time was
remaining on the shot clock

Example: When the game clock shows 2:00 minutes or less in the 4th
period and in each extra period, A1 has dribbled the ball in his frontcourt
when B1 taps the ball to team A’s backcourt where any player of team A
starts to dribble the ball again. B2 now commits the 3rd foul for team B
in this period in the team A backcourt with

a. 6 seconds
b. 17 seconds

remaining on the shot clock. Team A is granted a time-out. After the
time-out, team A resumes the game with a throw-in at the throw-in line
opposite the scorer’s table in the team’s frontcourt.

Interpretation: When the game resumes team A shall have
a. 14 seconds

b. 17 seconds

remaining on the shot clock.

Example: Team A has been in control of the ball in its backcourt for 5
seconds when A6 and B6 are disqualified for entering the playing court
in a fighting situation. The foul penalties cancel each other and a throw-
inis awarded to team A at the centre line extended, opposite the scorer's
table. Before the throw-in is administered, coach A is granted a time-out.
Where shall the throw-in be administered to resume the game?

Interpretation: The throw-in shall be administered at the centre line
extended, opposite the scorer’s table with the time remaining on the
shot clock, in this case with 19 seconds.

Statement. There are additional situations to those listed in Art. 17.2.3
in which the subsequent throw-in shall be administered at the centre
line extended, opposite the scorer’s table.

Example:

a. The player taking the throw-in at the centre line extended opposite
the scorer’s table commits a violation and the ball is awarded to the
opponents for a throw-in at the place of the original throw-in.

b. If during a fighting situation members of both teams are disqualified,
there are no other foul penalties remaining for administration, and
at the time the game was stopped a team had control of the ball or
was entitled to the ball. In this case the throw-in team shall have only
whatever time was remaining on the shot clock.

Interpretation: In all the above situations the player taking the throw-
in can pass the ball to either the frontcourt or the backcourt.
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17-17

17-18

17-19

17-20

17-21

17-22

Statement. On a throw-in the following situations may occur:

a. The ball is passed over the basket and a player of either team touches
it by reaching through the basket from below.

b. The ball lodges between the ring and the backboard.

¢. The ball is intentionally thrown at the ring in order to reset the shot
clock.

Example: On a throw-in A1 passes the ball over the basket when a
player of either team touches it by reaching through the basket from
below.

Interpretation: This is a violation. The game shall be resumed with a
throw-in for the opponents at the free-throw line extended. In case the
defensive team commits the violation, an offensive team cannot score
any points, as the ball did not come from the inbounds area of the
playing court.

Example: On a throw-in A1 passes the ball towards the basket and it
lodges between the ring and the backboard.

Interpretation: This is a jump ball situation. The game shall be resumed
by applying the alternating possession procedure. If team A is entitled
to the throw-in the shot clock shall not be reset.

Example: With 5 seconds remaining on the shot clock during the throw-
in A1 passes the ball towards the basket where it touches the ring.

Interpretation: The shot clock operator shall not reset his clock, as
the game clock has not started yet. The shot clock shall be started
simultaneously with the game clock when the first player on the playing
court touches the ball.

Statement. After the ball has been placed at the disposal of the player
taking the throw-in, he may not bounce the ball so as to have it touch
the inbounds area and then touch the ball again before it has touched
or been touched by another player on the playing court.

Example: A1 is awarded a throw-in. A1 then bounces the ball so as to
have the ball touch

a. the inbounds area

b. the out-of-bounds area
and then catches it again.
Interpretation:

a. A1 has committed a throw-in violation. Once the ball leaves the
hand(s) of the player taking the throw-in and touches the inbounds
area, he shall not touch the ball before it touches (or has been
touched) by another player on the playing court.

b. The action is legal and the 5-second count shall continue.
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Statement. The player taking the throw-in shall not cause the ball to
touch out-of-bounds, after it had been released on the throw-in.

Example: A1 on the throw-in passes the ball to A2 but the ball goes out-
of-bounds without touching any player on the playing court.

Interpretation: This is a violation of A1. The game shall be resumed
with a team B throw-in at the place of the original throw-in.

Example: A1 on the throw-in passes the ball to A2. A2 receives the ball
but with one foot touching the boundary line.

Interpretation: This is a violation of A2. The game shall be resumed
with a team B throw-in at the place nearest to the infraction.

Example: A1 is awarded a throw-in at the sideline close to the centre
line

a. in his backcourt, entitled to pass the ball at any place into the playing
court

b. his frontcourt, entitled to pass the ball only into his frontcourt

c. at the beginning of the 2nd period, from the centre line extended,
opposite the scorer’s table, entitled to pass the ball at any place into
the playing court.

After having the ball at his disposal, A1 makes one normal lateral step,
therefore changing his position regarding the frontcourt or backcourt.

Interpretation: In all cases A1 keeps the right being entitled to pass
the ball either into the frontcourt or into the backcourt as he had at his
initial position.

Statement. Following a free throw(s) resulting from a technical,
unsportsmanlike or disqualifying foul, the subsequent throw-in shall be
administered at the centre line extended, opposite the scorer's table.

Example: With 1:03 remaining in the 4th period a technical foul is called
on B1. Any team A player shoots 1 free throw after which a time-out is
granted to team A.

Interpretation: The game resumes with a team A throw-in at the centre
line extended, opposite the scorer's table.

Art. 18/19 TIME-OUT | SUBSTITUTION

18/19-1

Statement. A time-out cannot be granted before the playing time for a
period has started or after the playing time for a period has ended.

A substitution cannot be granted before the playing time for the first
period has started or after the playing time for the game has ended. Any
substitution can be granted during intervals of play
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18/19-2

18/19-3

18/19-4

18/19-5

18/19-6

Example: After the ball has left the hands of the referee on the jump ball
but before the ball is legally tapped, jumper A2 commits a violation and
the ball is awarded to team B for a throw-in. At this moment either coach
requests a time-out or a substitution.

Interpretation: Despite the fact that the game has already started the
time-out or substitution shall not be granted because the game clock
has not yet started.

Example: At approximately the same time when the game clock signal
sounds for the end of a period or extra period a foul is called and A1 is
awarded 2 free throws. Either team requests:

a. Atime-out.
b. A substitution.
Interpretation:

A time-out cannot be granted because the playing time for a period or
extra period has ended.

A substitution can be granted only after the free-throw attempts have
been completed and the interval of play for the next period or extra
period has begun.

Statement. If the shot clock signal sounds while the ball is in the air
during a shot for a field goal, it is not a violation and the game clock
does not stop. If the shot for a field goal is successful it is, under certain
conditions, a time-out and substitution opportunity for both teams.

Example: On a shot for a field goal, the ball is in the air when the shot
clock signal sounds. The ball then enters the basket. At this time either
or both teams request:

a. Time-outs.

b. Substitutions.

Interpretation:

a. This is a time-out opportunity only for the non-scoring team.

If the non-scoring team is granted a time-out, the opponents may
also be granted a time-out and both teams are also granted a
substitution, if they request it.

b. This is a substitution opportunity only for the non-scoring team and
only when the game clock shows 2:00 minutes or less in the 4th
period and in each extra period.

If the non-scoring team is granted a substitution, the opponents may
also be granted a substitution and both teams are also granted a
time-out, if they request it.

Statement. If the request for time-out or substitution (for any player,
including the free-throw shooter) is made after the ball is at the disposal
of the free-throw shooter for the first or only free throw, the time-out or
substitution shall be granted for both teams if:
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a. The last or only free throw is successful or

b. The last or only free throw is followed by a throw-in at the centre line
extended, opposite the scorer’s table, or for any valid reason the ball
will remain dead after the last or only free throw.

Example: A1 is awarded 2 free throws. Team A or team B requests a
time-out or substitution:

a. Before the ball is at the disposal of the free-throw shooter A1.
b. After the first free-throw attempt.

c. After the successful second free throw but before the ball is at the
disposal of the player taking the throw-in.

d. After the successful second free throw but after the ball is at the
disposal of the player taking the throw-in.

Interpretation:

a. The time-out or substitution is granted immediately, before the first
free-throw attempt.

b. The time-out or substitution is granted after the last free throw, if
successful.

c. The time-out or substitution is granted immediately before the
throw-in.

d. The time-out or substitution is not granted.

Example: A1 is awarded 2 free throws. After the first free-throw attempt,
team A or team B requests a time-out or substitution. During the last
free-throw attempt:

a. The ball rebounds from the ring and the game continues.
b. The free throw is successful.
¢. The ball does not touch the ring or does not enter the basket.

d. A1 steps on the free-throw line while shooting and the violation is
called.

e. B1 steps into the restricted area before the ball has left the hands of
A1.B1's violation is called and the A1’s free throw is missed.

Interpretation:
(a) Time-out or substitution is not granted.
(b), () and (d) The time-out or substitution is granted immediately.

(e) A substitute free throw is attempted by A1 and, if
successful, the time-out or substitution is granted
immediately.
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18/19-9

Statement. If, following a request for a time-out, a foul is committed by
either team, the time-out shall not begin until the official has completed
all communication related to that foul with the scorer’s table. In the case
of a 5th foul by a player, this communication includes the necessary
substitution procedure. Once completed, the time-out period shall
begin when an official blows his whistle and gives the time-out signal.

18/19-10 Example: Coach A requests a time-out after which BT commits his 5th

18/19-11

foul.

Interpretation: The time-out opportunity shall not begin until all
communication with the scorer’s table relative to that foul has been
completed and a substitute for B1 has become a player.

Example: Coach A requests a time-out after which any player commits
a foul.

Interpretation: Teams shall be permitted to go to their benches if they
are aware that a time-out has been requested, even though that time-
out period has not formally begun.

18/19-12 Statement. Art. 18 and 19 clarify when a substitution or time-out

opportunity begins and ends. Coaches requesting a time-out or
substitution must be aware of these limitations, otherwise the time-out
or substitution shall not be granted immediately.

18/19-13 Example: A substitution or time-out opportunity has just ended when

coach A runs to the scorer’s table, loudly requesting a substitution or
a time-out. The scorer reacts and erroneously sounds the signal. The
official blows his whistle and interrupts the game.

Interpretation: Because of the official’s interruption of the game the
ball is dead and the game clock remains stopped, resulting in what
would normally be a substitution or time-out opportunity. However,
because the request was made too late, the substitution or time-out
shall not be granted. The game shall resume immediately.

18/19-14 Example: A goaltending violation or an interference violation occurs at

any time during the game. Substitutes from either team or both teams
are waiting at the scorer’s table to enter the game or a time-out has
been requested by either team.

Interpretation: The violation causes the game clock to be stopped
and the ball to become dead. The substitutions or time-out shall be
permitted.

18/19-15 Statement. Each time-out shall last 1 minute. Teams must promptly

return to the playing court after the official blows his whistle and
beckons the teams on the playing court. Sometimes a team extends
the time-out beyond the allotted 1 minute, gaining an advantage by
extending the time-out and causing also a delay of the game. A warning
to that team shall be given by an official. If that team does not respond
to the warning, an additional time-out shall be charged against the



LEIKREGLUR | KORFUKNATTLEIK 2014 Bls 111 af 148

offending team. If the team has no time-outs remaining, a technical foul
for delaying the game may be charged against the coach, recorded as
'B.

18/19-16 Example: The time-out period ends and the official beckons team A
back on the playing court. The coach A continues to instruct his team
which still remains in the team bench area. The official re-beckons team
A on the playing court and

a. Team A finally enters the playing court
b. Team A continues to remain in the team bench area.
Interpretation:

a. After the team starts to return to the playing court, the official gives
a warning the coach that if the same behaviour is repeated an
additional time-out will be charged against team A.

b. A time-out, without warning, will be charged against team A. If team
A has no time-out remaining, a technical foul for delaying the game
will be charged against coach A, recorded as 'B.

18/19-17 Statement. If a team has not been granted a time-out in the 2nd half
until the game clock shows 2:00 in the 4th period, the scorer shall mark
2 horizontal lines on the scoresheet in the first box for the team’s second
half.

18/19-18 Example: With 2:00 on the game clock in the 4th period both teams
have not taken a time-out in the second half.

Interpretation: The scorer shall mark 2 horizontal lines on the
scoresheet in the first box of both teams for the second half.

18/19-19 Example: With 2:09 on the game clock in the 4th period coach A
requests his 1st time-out in the second half while the game is played.
With 1:58 on the game clock the ball goes out-of-bounds and the game
clock is stopped. The time-out for team A is now granted.

Interpretation: The scorer shall mark 2 horizontal lines on the
scoresheet in the first box of team A as the time-out was granted at 1:58
in the 4th period. The time-out shall be entered in the second box and
team A has only one more time-out left.

Art. 24 DRIBBLING

24-1 Statement. If a player deliberately throws the ball against a backboard
(not attempting a legitimate shot for a field goal) this is considered as if
the player has bounced the ball on the floor. If the player then touches
the ball again before it has touched (or been touched by) another player,
this is considered as a dribble.

24-2 Example: A1 has not yet dribbled when A1 throws the ball against the
backboard and catches it again before another player has touched the
ball.
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24-3

24-4

24-5

Art. 25
25-1

25-2

25-3

25-4

Interpretation: After catching the ball A1 may shoot or pass but may
not begin a new dribble.

Example: After ending a dribble either in the continuous motion or
standing still, A1 throws the ball against the backboard and catches or
touches it again before it has touched another player.

Interpretation: A1 has committed a double dribble violation.
Example: A1 dribbles the ball and then comes to a stop.

a. A1 loses his balance and without moving his pivot foot touches the
floor with the ball once or twice while holding the ball with two
hands.

b. A1 tosses the ball from one hand to another without moving his pivot
foot.

Interpretation: Legal action in both cases as A1 does not move his
pivot foot.

Example: A1 starts his dribble by

a. throwing the ball over his opponent.

b. throwing the ball a few meters away from him.

The ball touches the playing court after which A1 continues his dribble.

Interpretation: Legal action in both cases as the ball has touched the
playing court before A1 has touched the ball again on his dribble.

TRAVELLING

Statement. It is legal if a player who is lying on the floor gains control of
the ball. Itis legal if a player who is holding the ball falls on the floor. It is
also legal if the player after falling on the floor slides briefly. If, however,
the player then rolls or attempts to stand up while holding the ball, it is
a violation.

Example: A1, while holding the ball, loses balance and falls on the floor.
Interpretation: A1’s action of unintentionally falling on the floor is legal.
Example: A1, while lying on the floor, gains control of the ball. A1 then
a. passes the ball to A2.

b. begins a dribble while still lying on the floor.

c. attempts to stand up while still holding the ball.

Interpretation:

In (a) and (b), the action of A1 is legal.

In (c), a travelling violation has occurred.

Example: A1, while holding the ball, falls to the floor and his momentum
causes him to slide.
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Interpretation: The unintentional sliding action of A1 does not
constitute a violation. However, if A1 now rolls or attempts to stand up
while still holding the ball a travelling violation occurs.

Statement. If a player is fouled in the act of shooting after which he
scores while committing a travel violation the basket does not count
and free throws shall be awarded.

Example: A1 has started his act of shooting by penetrating towards
the basket, having the ball in both hands. In his continuing motion he
is fouled by B1 after which A1 commits a travel violation and the ball
enters the basket.

Interpretation: The basket shall not count. A1 is awarded 2 or 3 free
throws.

8 SECONDS

Statement. The application of this rule is based solely on the individual
counting of the 8 seconds by an official. In case of any discrepancy
between the number of seconds counted by the official and those
displayed on the shot clock, the decision of the official shall take
precedence.

Example: A1 is dribbling the ball in his backcourt when the official calls
an 8-second violation. The display on the shot clock shows that only 7
seconds have passed.

Interpretation: The decision of the official is correct. The official is solely
responsible to decide when the 8 second period is terminated.

Statement. The 8-second count in the backcourt is stopped because of
a jump ball situation. If the resulting alternating possession throw-in is
awarded to the team that was in control of the ball, that team shall have
only whatever time is remaining in the 8-second period.

Example: Team A has been in control of the ball for 5 seconds in its
backcourt when a held ball occurs. Team A is entitled to the next
alternating possession throw-in.

Interpretation: Team A shall have only 3 seconds to cause the ball to go
into its frontcourt.

Statement. During a dribble from the backcourt to the frontcourt, the
ball goes into a team's frontcourt when both feet of the dribbler and the
ball are completely in contact with the frontcourt.

Example: A1 is straddling the centre line. He receives the ball from A2
who is in the backcourt. A1 then passes the ball back to A2 who is still in
team A's backcourt.

Interpretation: Legal play. A1 does not have both feet completely in
contact with the frontcourt and therefore is entitled to pass the ball into
the backcourt. The 8 second count shall continue.
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28-7

28-8

28-9

28-10

28-11

28-12

Example: A1 is dribbling the ball from his backcourt and ends his
dribble holding the ball while straddling the centre line. A1 then passes
the ball to A2 who is also straddling the centre line.

Interpretation: Legal play. A1 does not have both feet completely in
contact with the frontcourt and therefore is entitled to pass the ball to
A2 who is also not in the frontcourt. The 8 second count shall continue.

Example: A1 is dribbling the ball from his backcourt and has one foot
(but not both feet) already in the frontcourt. After that A1 passes the ball
to A2, who is straddling the centre line. A2 then starts to dribble the ball
in his backcourt.

Interpretation: Legal play. A1 does not have both feet completely in
contact with his frontcourt and therefore is entitled to pass the ball to
A2 who is also not in his frontcourt. A2 is therefore entitled to dribble
the ball in the backcourt. The 8-second count shall continue.

Example: A1 is dribbling the ball from his backcourt and stops his
forward motion still dribbling while:

a. Straddling the centre line.

b. Both feet are in the frontcourt but the ball is being dribbled in the
backcourt.

c. Both feet are in the backcourt but the ball is being dribbled in the
frontcourt.

d. Both feet are in the frontcourt while the ball is being dribbled in the
backcourt, after which A1 returns both feet to his backcourt.

Interpretation: In all cases dribbler A1 continues to be in the backcourt
until both feet as well as the ball are completely in contact with the
frontcourt. The 8-second count shall continue in each situation.

Statement. The 8-second period continues with any time remaining,
when the same team that previously had control of the ball is awarded
a throw-in either at the centre line extended, opposite the scorer’s table
or in the backcourt. The official, handing the ball to the player taking the
throw-in, shall inform him how much time remains from the 8-second
period.

Example: A1 is dribbling the ball for 4 seconds in his backcourt when a
fight starts. The substitutes A7 and B9 are disqualified for entering the
playing court. The equal penalties will be cancelled and the game shall
be resumed with an A2 throw-in at the centre line extended, opposite
the scorer’s table. A2 passes the ball to A3 in his backcourt.

Interpretation: Team A has 4 seconds to cause the ball to go into his
frontcourt.

Example: Team A has control of the ball in its backcourt. With 6 seconds
consumed from the 8-second period a double foul is called that occurs

a. in the backcourt

b. in the frontcourt.
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Interpretation:

a. The game shall be resumed with a team A throw-in in the backcourt
at the place nearest to the infraction with 2 seconds to cause the ball
to go into team A's frontcourt.

b. The game shall be resumed with a team A throw-in in the frontcourt
at the place nearest to the infraction.

Example: A1 dribbles for 4 seconds in his backcourt when B1 taps the
ball out-of-bounds.

Interpretation: The game shall be resumed with a team A throw-in
in the backcourt with 4 seconds to cause the ball to go into team A’s
frontcourt.

Art. 29/50 24 SECONDS

29/50-1

29/50-2

29/50-3

29/50-4

29/50-5

Statement. A shot for a field goal is attempted near the end of the shot
clock period and the signal sounds while the ball is in the air. If the ball
does not touch the ring, a violation has occurred unless the opponents
have gained immediate and clear control of the ball. The ball shall
be awarded to the opponent for the throw-in at the place nearest to
where the game was stopped by the official, except directly behind the
backboard.

Example: A1’s shot for a field goal is in the air when the shot clock signal
sounds. The ball touches the backboard and then rolls on the floor,
where it is touched by B1 followed by A2 and is finally controlled by B2.

Interpretation: This is a shot clock violation because the ball did not
touch the ring and then there was no immediate and clear control of the
ball by the opponents.

Example: During A1’s shot for a field goal the ball touches the backboard
but does not touch the ring. The ball then is touched on the rebound,
but not controlled by B1, after which A2 gains control of the ball. At this
time the shot clock signal sounds.

Interpretation: A shot clock violation has occurred. The shot clock
continues to run when the ball fails to touch the ring and the ball is
again controlled by a team A player.

Example: A1 shoots for a field goal at the end of a shot clock period. The
ball is legally blocked by B1 and then the shot clock signal sounds. After
the signal B1 fouls A1.

Interpretation: A shot clock violation has occurred. B1’s foul shall be
disregarded unlessitis a technical, an unsportsmanlike or a disqualifying
foul.

Example: A1’s shot for a field goal is in the air when the shot clock signal
sounds.The ball does not touch the ring, after which a held ball between
A2 and B2 is immediately called.
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29/50-6

29/50-7

29/50-8

29/50-9

Interpretation: A shot clock violation has occurred. Team B did not gain
immediate and clear control of the ball.

Example: A1 releases a shot for a field goal. While the ball is in the air
the shot clock expires. The ball misses the ring, after which it touches B1
who is inbounds and then goes out-of-bounds.

Interpretation: A shot clock violation has occurred because team B has
not gained clear control of the ball.

Statement. If the shot clock signal sounds in a situation where, in the
judgement of the officials, the opponents will gain immediate and clear
control of the ball, the signal shall be disregarded and the game shall
continue.

Example: Near the end of the shot clock period A1’s pass is missed by
A2 (both players are in their frontcourt) and the ball rolls into team A’s
backcourt. Before B1 gains control of the ball with a free path to the
basket the shot clock signal sounds.

Interpretation: If B1 gains immediate and clear control of the ball the
signal shall be disregarded and the game shall continue.

Statement. If a team that was in control of the ball is awarded an
alternating possession throw-in, that team shall have only whatever
time was remaining on the shot clock at the time the jump ball situation
occurred.

29/50-10 Example: Team A is in control of the ball with 10 seconds remaining on

29/50-11

the shot clock when a held ball occurs. An alternating possession throw-
in is awarded to:

a. Team A.

b. Team B.

Interpretation:

a. Team A shall have only 10 seconds remaining on the shot clock.
b. Team B shall have a new shot clock period.

Example: Team A is in control of the ball with 10 seconds remaining on
the shot clock when the ball goes out-of-bounds. The officials cannot
agree on whether it was A1 or B1 who was the last to touch the ball
before it went out-of-bounds. A jump ball situation is called and the
alternating possession throw-in is awarded to:

a. Team A.

b. Team B.

Interpretation:

a. Team A shall have only 10 seconds remaining on the shot clock.

b. Team B shall have a new shot clock period.
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29/50-12 Statement. If the game is stopped by an official for a foul or violation
(not for the ball having gone out-of-bounds) committed by the team
not in control of the ball and the possession of the ball is awarded to the
same team that previously had control of the ball in the frontcourt, the
shot clock is reset as follows:

+ If 14 seconds or more are displayed on the shot clock at the time
the game was stopped, the shot clock shall not be reset, but shall
continue from the time it was stopped.

+ If 13 seconds or less are displayed on the shot clock at the time the
game was stopped, the shot clock shall be reset to 14 seconds.

29/50-13 Example: B1 causes an out-of-bounds violation in the frontcourt of
team A.The shot clock shows 8 seconds.

Interpretation: Team A shall have only 8 seconds remaining on the shot
clock.

29/50-14 Example: A1 dribbles the ball in his frontcourt and is fouled by B1. This
is the second foul against team B in this period. The shot clock shows 3
seconds

Interpretation: Team A shall have 14 seconds remaining on the shot
clock.

29/50-15 Example: With 4 seconds remaining on the shot clock team A is in
control of the ball in the frontcourt when

a. Al

b. B1

is injured and the officials interrupt the game.
Interpretation: Team A shall have

a. 4 seconds.

b. 14 seconds.

remaining on the shot clock.

29/50-16 Example: A1 releases a shot for a field goal. While the ball is in the air
a double foul against A2 and B2 is called with 6 seconds remaining
on the shot clock. The ball does not enter the basket. The alternating
possession arrow indicates the next possession to team A.

Interpretation: Team A shall have 6 seconds remaining on the shot
clock.

29/50-17 Example: With 5 seconds remaining on the shot clock A1 is dribbling
the ball when a technical foul is called against B1 followed by a technical
foul against coach A.

Interpretation: After the cancellation of equal penalties, the game shall
resume with a throw-in for team A with 5 seconds remaining on the shot
clock.
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29/50-18 Example: With

a. 16 seconds
b. 12 seconds

remaining on the shot clock B1 in his backcourt deliberately kicks the
ball with his foot or strikes the ball with his fist.

Interpretation: Team B’s violation. After the throw-in in the frontcourt
team A shall have

a. 16 seconds
b. 14 seconds

remaining on the shot clock.

29/50-19 Example: During A1’s throw-in, B1 in his backcourt places his arms over

the boundary line and he blocks A1’s pass with
a. 19 seconds

b. 11 seconds

remaining on the shot clock.

Interpretation: B1’s violation. After the throw-in in the frontcourt team
A shall have

a. 19 seconds
b. 14 seconds

remaining on the shot clock.

29/50-20 Example: A1 dribbles the ball in his frontcourt when B2 commits an

29/50-21

29/50-22

unsportsmanlike foul on A2 with 6 seconds remaining on the shot clock.

Interpretation: Regardless of whether the free throws are made or
missed team A shall be awarded a throw-in at the centre line extended,
opposite to the scorer's table. Team A shall have a new shot clock period.

The same interpretation is valid for a technical and disqualifying foul.

Statement. If the game is stopped by an official for any valid reason
not connected with either team and if in the judgement of the officials
the opponents would be placed at a disadvantage, the shot clock shall
continue from the time it was stopped.

Example: With 0:25 to play in the last minute of the game and with the
score A 72 - B 72 team A gains control of the ball and has dribbled the
ball for 20 seconds when the game is stopped by the officials due to

a. The game clock or the shot clock failing to run or to start
b. A bottle being thrown on the playing court

¢. The shot clock being erroneously reset.
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Interpretation: In all cases the game shall be resumed with a team A
throw-in with 4 seconds remaining on the shot clock. Team B would be
placed at a disadvantage if the game were resumed with a new shot
clock period.

29/50-23 Example: After A1’s shot for a field goal the ball rebounds from the ring
and is then control-led by A2. 9 seconds later the shot clock sounds in
error. The officials interrupt the game.

Interpretation: Team A in control of the ball would be placed at a
disadvantage if this were a shot clock violation. After consulting with
the commissioner, if present, and shot clock operator the officials
resume the game with a throw-in for team A with 5 seconds remaining
on the shot clock.

29/50-24 Example: With 4 seconds left on the shot clock A1 attempts a shot
for a field goal. The ball misses the ring but the shot clock operator
erroneously resets the clock. A2 secures the rebound and after a certain
time team A scores a field goal. At this time the officials are made aware
of the situation.

Interpretation: The officials (after consulting with the commissioner, if
present) shall confirm that the ball did not touch the ring on the shot
for a goal by A1. They shall then decide if the ball left the hand(s) of A2
before the shot clock would have sounded if the reset had not taken
place. If so, the basket shall count; if not, a shot clock violation has
occurred and the goal by A2 shall not count.

29/50-25 Statement. A throw-in resulting from a technical foul, an
unsportsmanlike foul or a disqualifying foul penalty is awarded to the
offensive team when the game clock shows 2:00 minutes or less in
the 4th period and in each extra period. The throw-in shall always be
administered at the centre line extended, opposite the scorer’s table.
The shot clock shall be reset to 24 seconds, regardless of whether or
not a time-out is also awarded to the offensive team during the last 2
minutes of the game.

29/50-26 Example: When the game clock shows 2:00 minutes or less in the 4th
period A1 is dribbling the ball in the frontcourt with 6 seconds remaining
on the shot clock when

a. B1 commits an unsportsmanlike foul
b. Coach B commits a technical foul
A time-out is now granted to either coach A or coach B.

Interpretation: Whether the free throws are made or missed and
regardless of which coach requested the time-out, team A shall be
awarded a throw-in at the centre line exten-ded, opposite the scorer’s
table. Team A shall also have new 24 seconds on the shot clock.



Bls 120 af 148 LEIKREGLUR | KGRFUKNATTLEIK 2014

29/50-27 Statement. When a shot for a field goal has been released and then a
defensive foul is called, the shot clock shall be reset as follows:

+ If 14 seconds or more are displayed on the shot clock at the time
when the game was stopped, the shot clock shall not be reset, but
shall continue from the time it was stopped.

+ If 13 seconds or less is displayed on the shot clock at the time when
the game was stopped, the shot clock shall be reset to 14 seconds.

29/50-28 Example: A1 releases a shot for a field goal. While the ball is in the air
with 10 seconds remaining on the shot clock, a defensive foul is called
against B2 who fouls A2. It is team B's 2nd foul in the period. The ball

a. Enters the basket.
b. Hits the ring but does not enter the basket.
Interpretation:

a. Basket of A1 is valid and the ball shall be awarded to team A for a
throw-in at the place nearest to the infraction, with 14 seconds
remaining on the shot clock.

b. The ball shall be awarded to team A for a throw-in at the place nearest
to the infraction, with 14 seconds remaining on the shot clock.

29/50-29 Example: A1 releases a shot for a field goal. While the ball is in the air
the shot clock expires and then a defensive foul is called against B2 who
fouls A2. It is team B's 2nd foul in the period. The ball:

a. Enters the basket.
b. Hits the ring but does not enter the basket.
Interpretation:

a. Basket of A1 is valid and the ball shall be awarded to team A for a
throw-in at the place nearest to the infraction, with 14 seconds
remaining on the shot clock.

b. The ball shall be awarded to team A for a throw-in at the place nearest
to the infraction, with 14 seconds remaining on the shot clock.

29/50-30 Example: A1 releases a shot for a field goal. While the ball is in the air
with 10 seconds remaining on the shot clock, a defensive foul is called
against B2 who fouls A2. It is team B’s 5th foul in the period. The ball:

a. Enters the basket.

b. Hits the ring but does not enter the basket.
Interpretation:

a. Basket of A1 is valid and A2 is awarded 2 free throws.
b. A2 is awarded 2 free throws.

29/50-31 Example: A1 releases a shot for a field goal. While the ball is in the air
the shot clock expires and then a defensive foul is called against B2 who
fouls A2. It is team B’s 5th foul in the period. The ball:
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a. Enters the basket.

b. Hits the ring but does not enter the basket.
Interpretation:

a. Basket of A1 is valid and A2 is awarded 2 free throws.
b. A2 is awarded 2 free throws.

29/50-32 Statement. After the ball has touched the ring of the opponents’ basket
for any reason, the shot clock shall be reset to 14 seconds, if the team
which regains control of the ball is the same team that was in control of
the ball before the ball touched the ring.

29/50-33 Example: On a pass by A1 to A2 the ball touches B2 after which the ball
touches the ring. A3 gains control of the ball.

Interpretation: The shot clock shall be reset to 14 seconds as soon as A3
gains control of the ball.

29/50-34 Example: A1 shoots for a field goal with
a. 4 seconds
b. 20 seconds

remaining on the shot clock. The ball touches the ring, rebounds and A2
gains control of the ball.

Interpretation: In both cases the shot clock shall be reset to 14 seconds
regardless of whether A2 gains control of the ball in the frontcourt or in
the backcourt.

29/50-35 Example: A1 shoots for a field goal. The ball touches the ring. B1 touches
the ball and then A2 gains control of the ball.

Interpretation: The shot clock shall be reset to 14 seconds as soon as A2
gains control of the ball.

29/50-36 Example: A1 shoots for a field goal. The ball touches the ring. B1 touches
the ball which then goes out-of-bounds.

Interpretation: Throw-in for team A at the place nearest to the
infraction. The shot clock shall be reset to 14 seconds regardless of
whether the throw-in shall be in the frontcourt or in the backcourt.

29/50-37 Example: Near the end of the shot clock period, A1 throws the ball
toward the ring in order to reset the shot clock. The ball touches the
ring. B1 touches the ball which then goes out-of-bounds in team A's
backcourt.

Interpretation: Throw-in for team A in its backcourt. The shot clock
shall be reset to 14 seconds.

29/50-38 Example: A1 shoots for a field goal. The ball touches the ring. A2 taps
the ball and then A3 gains control of the ball.

Interpretation: The shot clock shall be reset to 14 seconds as soon as A3
gains control of the ball anywhere on the playing court.
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29/50-39 Example: A1 shoots for a field goal. The ball touches the ring and on the
rebound B2 fouls A2.This is team B’s 3rd team foul in the period.

Interpretation: Throw-in for team A at the place nearest to the
infraction. The shot clock shall be reset to 14 seconds.

29/50-40 Example: A1 shoots for a field goal. The ball enters the basket and now
B2 fouls A2. This is team B’s 3rd team foul in the period.

Interpretation: Throw-in for team A at the place nearest to the
infraction. The shot clock shall be reset to 14 seconds.

29/50-41 Example: A1 shoots for a field goal. The ball touches the ring and on the
rebound a held ball between A2 and B2 is called. The possession arrow
shows for team A.

Interpretation: Throw-in for team A at the place nearest to where the
held ball situation occurred. The shot clock shall be reset to 14 seconds.

29/50-42 Example: A1 shoots for a field goal. The ball lodges between the ring
and the backboard. The possession arrow shows for team A. The shot
clock shows 8 seconds.

Interpretation: Throw-in for team A from the endline next to the
backboard. The shot clock shall continue with 8 seconds.

29/50-43 Example: A1 passes the ball for an alley-hoop to A2. The ball is missed
by A2 and touches the ring after which A3 gains control of the ball.

Interpretation: The shot clock shall be reset to 14 seconds as soon as
A3 gains control of the ball. If A3 touches the ball in his backcourt, this
is a backcourt violation.

29/50-44 Example: After a defensive rebound A1 wants to pass the ball to A2. B1
taps the ball out of A1’s hands. The ball then hits the ring and is caught
by B2.

Interpretation: As the ball was not in control of the same team that was
in control of the ball before the ball touched the ring, the shot clock shall
be restarted with 24 seconds for team B.

29/50-45 Statement. Whenever a team gains possession of a live ball in either the
frontcourt or the backcourt and 14 seconds or less remains on the game
clock, the shot clock shall be switched off.

29/50-46 Example: Team A is awarded a new possession of the ball with 12
seconds remaining on the game clock.

Interpretation: The shot clock shall be switched off.

29/50-47 Example: With 18 seconds on the game clock and 3 seconds on the shot
clock player B1 in his backcourt deliberately kicks the ball.

Interpretation: The game shall be resumed with a throw-in for team A
in his frontcourt with 18 seconds on the game clock and 14 seconds on
the shot clock.

29/50-48 Example: With 7 seconds on the game clock and 3 seconds on the shot
clock, player B1 in his backcourt deliberately kicks the ball.
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Interpretation: The game shall be resumed with a throw-in for team A
in its frontcourt with 7 seconds on the game clock and the shot clock
shall be switched off.

29/50-49 Example: With 23 seconds on the game clock team A gains new control

of the ball. With 19 seconds on the game clock A1 shoots for a field goal.
The ball touches the ring and A2 gets the rebound.

Interpretation: The shot clock shall not be started when team A
originally gains control of the ball. However, it shall be reset to 14
seconds as soon as A2 gains control of the ball as there is still more than
14 seconds on the game clock.

29/50-50 Example: With 58 seconds remaining on the game clock in the 4th

29/50-51

period A1 is fouled in his backcourt by B1. Team A has 19 seconds
remaining on the shot clock. This is team B’s 3rd foul in the period. Team
Ais granted a time-out.

Interpretation: The game shall be resumed with a team A throw-in at
the throw-in line, opposite the scorer’s table in the team'’s frontcourt
with 19 seconds on the shot clock.

Example: With 58 seconds remaining on the game clock in the 4th
period A1 is fouled in his backcourt by B1. Team A has 19 seconds
remaining on the shot clock. This is team B’s 3rd team foul in the period.
Team B is granted a time-out.

Interpretation: The game shall be resumed with a team A throw-in
from his backcourt with new 24 seconds on the shot clock.

29/50-52 Example: With 30 seconds remaining on the game clock in the 4th

Art. 30
30-1

period A1 dribbles the ball in his frontcourt. B1 taps the ball to team A’s
backcourt where A2 now controls the ball. B2 fouls A2 with 8 seconds
remaining on the shot clock. Team A is granted a time-out.

Interpretation: The game shall be resumed with a team A throw-in at
the throw-in line, opposite the scorer’s table in the team’s frontcourt and
with 14 seconds on the shot clock.

BALL RETURNED TO THE BACKCOURT

Statement. While airborne, a player retains the same status relative to
the floor as where he was last touching the floor before jumping into
the air. However, when an airborne player jumps from his frontcourt and
gains control of the ball while still airborne, he is the first player on his
team to establish team control.

If his momentum then returns him to his backcourt, he is helpless to
avoid not returning also with the ball to the backcourt. Therefore if an
airborne player establishes a new team control, that player’s position
relative to the frontcourt/backcourt will not be determined until the
player has returned with both feet to the floor.
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30-2

30-3

30-4

30-5

Example: A1 in his backcourt attempts a fast break pass to A2 in the
frontcourt. B1 jumps from the team B frontcourt, catches the ball while
airborne and lands

a. with both feet in his backcourt.
b. straddling the centre line.

¢. straddling the centre line and then dribbles or passes the ball to his
backcourt.

Interpretation: No violation has occurred. B1 established the first
team B control of the ball while airborne and his position relative to
frontcourt/backcourt was not determined until both his feet returned
to the floor. In all cases B1 is legally in his backcourt.

Example: On the jump ball between A1 and B1 that begins the first
period, the ball has been legally tapped when A2 jumps from his
frontcourt, catches the ball while airborne and lands

a. with both feet in his backcourt.
b. straddling the centre line.

c. straddling the centre line and then dribbles or passes the ball to his
backcourt.

Interpretation: No violation has occurred. A2 establishes the first
team A control of the ball while airborne. In all cases A2 is legally in his
backcourt.

A1 taking the throw-in in his frontcourt attempts a pass to A2. A2 jumps
from his frontcourt, catches the ball while airborne and lands

a. with both feet in his backcourt.
b. straddling the centre line.

c. straddling the centre line and then dribbles or passes the ball to his
backcourt.

Interpretation: Team A violation. A1 has established the team A control
of the ball in the frontcourt before A2 caught the ball while airborne and
landed in his backcourt. In all cases A2 has illegally returned the ball to
the backcourt.

Example: A1 straddles the centre line to start the 2nd period and passes
the ball to A2. A2 jumps from his frontcourt, catches the ball while
airborne and lands

a. with both feet in his backcourt.
b. straddling the centre line.

c. straddling the centre line and then dribbles or passes the ball to his
backcourt.
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Interpretation: Team A violation. A1 has established the team A control
of the ball. A2 jumping from his frontcourt and catching the ball while
airborne has established the team A control of the ball in the frontcourt.
In all cases by landing in his backcourt A2 has caused the ball to return
illegally to his backcourt.

Example: A1 taking the throw-in in his backcourt attempts a pass to A2
in his frontcourt. B1 jumps from his frontcourt, catches the ball while
airborne and before he lands in his backcourt he passes the ball to B2
in his backcourt.

Interpretation: Team B violation for illegally returning the ball to the
backcourt.

Statement. A live ball has been illegally returned to the backcourt when
ateam A player in the frontcourt causes the ball to touch the backcourt,
after which a team A player is the first to touch the ball either in the
frontcourt or backcourt. However, it is legal when a team A player in the
backcourt causes the ball to touch the frontcourt, after which a team A
player is the first to touch the ball either in the frontcourt or backcourt.

Example: A1 is standing with both feet in the frontcourt near the centre
line when A1 attempts a bounce pass to A2 who is also standing with
both feet in the frontcourt near the centre line. On the pass, the ball
touches the backcourt before touching A2.

Interpretation: Violation for illegally returning the ball to the backcourt.

Example: A1 is standing with both feet in the backcourt near the centre
line when A1 attempts a bounce pass to A2 who is also standing with
both feet in the backcourt near the centre line. On the pass, the ball
touches the frontcourt before touching A2.

Interpretation: Legal play. No backcourt violation as no team A player
with the ball was in the frontcourt. However, as the ball was caused to
go into the frontcourt the 8-second count stopped at the moment the
ball has touched the frontcourt. A new 8-second count shall be started
as soon as A2 touches the ball.

Example: A1 in his backcourt passes the ball towards his frontcourt. The
ball is deflected from an official standing on the playing court with both
feet straddling the centre line and is next touched by A2 who is still in
his backcourt.

Interpretation: Legal play. No backcourt violation as no team A player
with the ball was in the frontcourt. However, as the ball was caused to
go into the frontcourt the 8-second count stopped at the moment the
ball has touched the official. A new 8-second count shall be started as
soon as A2 touches the ball.

Example: Team A is in control of the ball in its frontcourt when the ball
is simultaneously touched by A1 and B1 and then goes into the team A’s
backcourt, where the ball is first touched by A2.

Interpretation: Team A has caused the ball to be illegally returned into
its backcourt.
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Art. 31 GOALTENDING AND INTERFERENCE

311

31-4

Statement. When the ball is above the ring during a shot for a field goal
or a free-throw attempt, it is interference if a player reaches through the
basket from below and touches the ball.

Example: On A1’s last or only free throw,
a. before the ball has touched the ring,

b. after the ball has touched the ring and still has the possibility to enter
the basket,

B1 reaches through the basket from below and touches the ball.
Interpretation: B1’s violation for touching the ball illegally.
a. A1l shall be awarded 1 point and a technical foul shall be called on B1.

b. A1 shall be awarded 1 point but no technical foul shall be called on
B1.

Statement. When the ball is above the ring during a pass or after it has
touched thering, it is interference if a player reaches through the basket
from below and touches the ball.

Example: The ball is above the ring as a result of a pass from A1 when B1
reaches through the basket from below and touches the ball.

Interpretation: B1’s interference violation. Team A shall be awarded 2
or 3 points.

Statement. Following the last or only free throw and after the ball
has touched the ring, the free-throw attempt changes its status and
becomes a 2-point field goal if the ball is legally touched by any player
before it enters the basket.

Example: Al’s last or only free throw has touched the ring and is
bouncing above it. B1 tries to tap the ball away but the ball enters the
basket.

Interpretation: The ball has been legally touched. The free-throw
attempt has changed its status and team A shall be awarded 2 points.

Statement. If, during a field goal attempt, a player touches the ball on
its upward flight, all restrictions related to goaltending and interference
shall apply.

Example: A1 attempts a shot for a field goal and the ball on its upward
flight is touched by B2 (or A2). On its downward flight to the basket the
ball is touched by:

a. A3.
b. B3.

Interpretation: The contact of A2 or B2 with the ball on its upward
flight is legal and does not change the status of a shot for a field goal.
However, the subsequent contact with the ball on its downward flight
by A3 or B3 is a violation.
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a. The ball is awarded to team B for a throw-in at the free-throw line
extended.

b. 2 or 3 points are awarded to team A.

Statement. Itis aninterference violation if a player causes the backboard
or the ring to vibrate in such a way that the ball, in the judgment of
an official, has been prevented from entering the basket or has been
caused to enter the basket.

Example: A1 attempts a shot for a 3-point field goal near the end of
the game. While the ball is in the air the game clock signal sounds for
the end of the game. After the signal, B1 causes the backboard or the
ring to vibrate and therefore, in the judgment of the official, the ball is
prevented from entering the basket.

Interpretation: Even after the game clock signal sounds for the end of
the game, the ball remains live and therefore an interference violation
has occurred. 3 points are awarded to team A

Statement. Interference is committed by a defensive or offensive
player during a shot for a field goal when a player touches the basket
or the backboard while the ball is in contact with the ring and still has a
possibility to enter the basket.

Example: After A1’s shot for a field goal, the ball has rebounded from
the ring and then again landed on the ring. B1 touches the basket or
backboard while the ball is on the ring.

Interpretation: B1’s violation. The interference restrictions apply as
long as the ball has the possibility to enter the basket.

Statement. Whenever there are contradictory decisions of the officials
or the infractions of the rules occur at approximately the same time and
one of the sanctions is to cancel the basket made, that sanction prevails
and no points shall be awarded.

Example: A shot for a field goal by A1 on its downward flight and
completely above the level of the ring is simultaneously touched by A2
and B2.The ball then

a. enters the basket.
b. doesn't enter the basket.

Interpretation: In both cases no points shall be awarded. This is a jump
ball situation.

CONTACT: GENERAL PRINCIPLES
33.10 No-charge semi-circle areas

Statement. The purpose of the no-charge semi-circle rule is not to
reward a defensive player who has taken a position under his own
basket in order to draw a charging foul against an offensive player who
is in control of the ball and is penetrating towards the basket.
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For the no-charge semi-circle rule to be applied:

a. The defensive player shall have one foot or both feet in contact with
the semi-circle area (see Diagram 1). The semi-circle line is part of the
semi-circle area.

b. The offensive player shall drive to the basket across the semi-circle
line and attempt a shot for a field goal or a pass while airborne.

The no-charge semi-circle rule is not to be applied and any contact
shall be judged according to normal regulations, e. g. cylinder principle,
charge/block principle:

a. For all play situations occurring outside the no-charge semi-circle
area, also developing from the area between the semi-circle area and
the endline.

b. For all rebounding play situations when, after a shot for a field goal,
the ball rebounds and a contact situation occurs.

c. Foranyillegal use of the hands, arms, legs or body by either offensive
or defensive player.

Example: A1 attempts a jump shot that begins outside the semi-circle
area and charges into B1 who is in contact with the semi-circle area.

Interpretation: A1’s action is legal as the no-charge semi-circle rule is
applied.

Example: A1 dribbles along the endline and, after reaching the area
behind the backboard, jumps diagonally or backwards and charges into
B1 who is in a legal guarding position in contact with the semi-circle
area.

Interpretation: A1’s charging foul. The no-charge semi-circle rule is
not applied as A1 has entered the no-charge semi-circle area from the
playing court directly behind the backboard and its extended imaginary
line.

Example: A1’s shot for a field goal touches the ring and a rebound
situation occurs. A2 jumps into the air, catches the ball and then charges
into B1 who is in a legal guarding position in contact with the semi-
circle area.

Interpretation: A2’s charging foul. The no-charge semi-circle rule is not
applied.

Example: A1 drives to the basket and is in the act of shooting. Instead
of completing the shot for a field goal A1 passes the ball to A2 who is
directly following him. A1 then charges into B1 who is in contact with
the no-charge semi-circle area. At approximately the same time A2, with
the ball in his hands is on a direct drive to the basket in an attempt to
score.

Interpretation: A1’s charging foul. The no-charge semi-circle rule is not
applied as A1 illegally uses his body to clear the way to the basket for A2.
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Example: A1 drives to the basket and is in the act of shooting. Instead
of completing the shot for a field goal A1 passes the ball to A2 who is
standing in the corner of the playing court. A1 then charges into B1 who
is in contact with the no-charge semi-circle area.

Interpretation: A1’s legal action. The no-charge semi-circle rule is
applied.

b ’
\ \ -
Inside Inside Inside Qutside

Diagram 1 Position of a player inside/outside the no-charge semi-circle area

DOUBLE FOUL

Statement. Whenever there are contradictory decisions of the officials
or the infractions of the rules occur at approximately the same time and
one of the sanctions is to cancel the basket made, that sanction prevails
and no points shall be awarded.

Example: While in the act of shooting, there is physical contact between
shooter A1 and B1. The ball enters the basket. The lead official calls an
offensive foul against A1 and therefore the basket shall not count. The
trail official calls a defensive foul against B1 and therefore the basket
shall count.

Interpretation: As the officials agree to a double foul the basket shall
not count. The game shall be resumed with a team A throw-in at the
free-throw line extended.

Team A shall have only whatever time was remaining on the shot clock
at the time the double foul occurred.

Statement. The following conditions are necessary for 2 fouls to be
considered as a double foul:

a. Both fouls are player’s fouls.

b. Both fouls involve physical contact.

c. Both fouls are between the opponents.

d. Both fouls are committed at approximately the same time.
Example:

a. A1 and B1 are pushing each other.

b. On the rebound A1 and B1 are pushing each other.

c. On expecting a pass from his team mate A1 and B1 are pushing each
other.

Interpretation: Personal fouls are called in all 3 situations. Therefore it
is a double foul.
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Example: After a rebound A1 insults B1 verbally and B1 reacts with
punching A1 with his fist.

Interpretation: This is not a double foul. A1’s foul is a technical foul and
B1’s foul is a disqualifying foul. The game shall be resumed with 1 free
throw for team B, followed by 2 free throws for A1 and possession of the
ball for team A.

Example: On getting a free position B1 pushes off A1, called as a
personal foul. A1 at approximately the same time hits B1 with his elbow,
called as an unsportsmanlike foul.

Interpretation: This is a double foul. As team A had control of the ball
at the time when the double foul was called, the game shall be resumed
with a team A throw-in at the place nearest to the infraction.

Example: A1 and B1 are pushing each other and personal fouls are
called. This is team’s A 2nd and team’s B 5th foul in the period.

Interpretation: This is a double foul. No free throws shall be awarded.

TECHINCAL FOUL

Statement. An official warning is given to a player for an action or
behaviour which if repeated may lead to a technical foul. That warning
shall also be communicated to the coach of that team and shall apply
to any member of that team for any similar actions for the remainder of
the game. An official warning shall be given only when the ball becomes
dead and the game clock is stopped.

Example: Team A member is given a warning for:

a. Interfering with throw-in.

b. His behaviour.

c. Any other action which, if repeated, may lead to a technical foul.

Interpretation: The warning shall be communicated also to coach
A and shall apply to all team A members, for similar actions, for the
remainder of the game.

Statement. During an interval of play a technical foul is committed by a
team member who is entitled to play and who is designated as player-
coach. The technical foul shall count as a player foul and shall count
towards the team foul penalty situation in the following period.

Example: Player-coach A1 is charged with a technical foul for:
a. Hanging on the ring during the pre-game or half-time warm up.
b. His behaviour during an interval of play.

Interpretation: In both cases a technical foul shall be charged against
A1 as a player. The foul shall count as 1 of the fouls leading to the team
foul penalty situation in the following period as well as 1 of the 5 fouls
leading to A1’s having to leave the game.
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Statement. While a player is in the act of shooting, opponents shall
not be permitted to disconcert that player by actions such as waving
a hand(s) to obstruct the shooter’s field of vision, shouting loudly,
stamping feet heavily or clapping hands near the shooter. To do so may
result in a technical foul if the shooter is disadvantaged by the action, or
awarning is given if the shooter is not disadvantaged.

Example: A1 is in the act of shooting for a field goal when B1 attempts
to distract A1 by shouting loudly or stamping feet heavily on the floor.
The shot for a field goal is:

a. Successful.
b. Unsuccessful.

Interpretation: B1 shall be given a warning which shall also be
communicated to coach B.

a. This warning shall apply to all team B players for the remainder of the
game for similar behaviour.

b. B1 shall be charged with a technical foul.

Statement. If the officials discover that more than 5 players of the same
team are participating on the playing court simultaneously, the error
must be corrected as soon as possible without placing the opponents
at a disadvantage.

Assuming that the officials and the table officials are doing their job
correctly, one player must have re-entered or remained on the playing
court illegally. The officials must therefore order one player to leave the
playing courtimmediately and charge a technical foul against the coach
of that team, recorded as 'B' The coach is responsible for ensuring that
a substitution is applied correctly and that the substituted player leaves
the playing court immediately after the substitution.

Example: While the game is being played it is discovered that team A
has more than 5 players on the playing court.

a. At the time of the discovery, team B (with 5 players) is in control of
the ball.

b. At the time of the discovery, team A (with more than 5 players) is in
control of the ball.

Interpretation:

a. The game shall be stopped immediately unless team B is placed at a
disadvantage.

b. The game shall be stopped immediately.

In both cases the player who has re-entered (or remained in) the game
illegally must be re-moved from the game and a technical foul shall be
charged against coach A, recorded as 'B.
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Statement. After it is discovered that team A is participating with more
than 5 players, it is also discovered that points have been scored or a foul
has been committed by a team player while participating illegally. All
such points shall remain valid and any foul(s) committed by (or against)
that player shall qualify as player fouls.

Example: The officials discover A2 is the team A 6th player on the
playing court and interrupt the game after:

a. A2 commits an offensive foul.

b. A2 scores a field goal.

¢. B2 has fouled A2 during his unsuccessful shot for a field goal.
Interpretation:

a. A2's foul is a player foul.

b. A2’s field goal shall count.

c. Any team A player on the playing court, as designated by his coach,
at the time when the foul has been called shall attempt free throws.

Statement. After having been notified of being no longer entitled to
participate because of a 5th foul, a player re-enters the game. The illegal
participation shall be penalised immediately upon discovery, without
placing the opponents at a disadvantage.

Example: After committing a 5th foul, B1 is notified of being no longer
entitled to participate. B1 later re-enters the game as a substitute. B1's
illegal participation is discovered before:

a. The ball has become live for the resuming of the game.

Or after:

b. The ball has again become live while the ball is in control of team A.
¢. The ball has again become live while the ball is in control of team B.
d. The ball has again become dead following B1’s re-entering the game.
Interpretation:

(a) B1 shall be removed from the game immediately. A technical
foul shall be charged against coach B, recorded as 'B.

(b) The game shall be stopped immediately unless team A is placed
at a disadvantage. B1 shall be removed from the game and a
technical foul shall be charged against coach B, recorded as 'B.

(c), (d) The game shall be stopped immediately. B1 shall be removed
from the game and a technical foul shall be charged against
coach B, recorded as 'B'.
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Statement. After having been notified of being no longer entitled to
participate because of a 5th foul, a player re-enters the game and scores
a field goal, commits a foul, or is fouled by an opponent before the
illegal participation is discovered. The field goal shall count and the foul
shall be considered as a player foul.

Example: After committing a 5th foul, B1 is notified of being no longer
entitled to participate. B1 later re-enters the game as a substitute. B1's
illegal participation is discovered after:

a. B1 scores a field goal.

b. B1 commits a foul.

c. B1isfouled by A1 (5th team foul).
Interpretation:

a. B1’s field goal shall count.

b. B1's foul is a player foul and shall be recorded on the scoresheet in the
space behind his 5th foul.

¢. The 2 free throws awarded to B1 shall be attempted by his substitute.

In all cases a technical foul shall be charged against coach B, recorded
as 'B.

Statement. After not having been notified of being no longer entitled
to participate because of a 5th foul, a player remains in or re-enters
the game. That player shall be removed from the game as soon as the
error is discovered without placing the opponents at a disadvantage.
No penalty shall be applied for the player’s illegal participation. If that
player scores a field goal, commits a foul or is fouled by an opponent,
the field goal shall count and the foul shall be considered as a player
foul.

Example: A6 asks to substitute for A1. The ball next becomes dead
as a result of a foul by A1 and A6 enters the game. The officials fail to
notify A1 that the foul is his 5th foul. A1 later re-enters the game as a
substitute. A1’s illegal participation is discovered after:

a. The game clock has started while A1 is participating as a player.
b. A1 has scored a field goal.

c. A1l fouls B1.

d. B1 fouls A1 during an unsuccessful shot for a field goal.
Interpretation:

a. The game shall be stopped and A1 shall be removed from the game
immediately and replaced by a substitute, without placing team B at
a disadvantage. No penalty shall be charged because of Al’s illegal
participation.

b. A1’s field goal shall count.
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c. Al’sfoulis a player foul and penalised accordingly. It shall be recorded
on the scoresheet in the space behind his 5th foul.

d. B1 foul. A1’s substitute shall be awarded 2 or 3 free throws.

Example: 10 minutes before the start of the game, a technical foul is
called on A1. Before the start of the game coach B designates B1 to
attempt 1 free throw, however B1 is not one of the team B starting 5
players.

Interpretation: One of the players designated as team B starting 5
players must attempt the free throw. Substitution cannot be granted
before the playing time has started.

Statement. When a player falls down to fake a foul in order to create
an unfair advantage by having a foul called unjustly on an opponent or
to create an unsportsmanlike atmosphere amongst spectators towards
the officials, such behaviour shall be considered unsportsmanlike.

Example: A1 is driving to the basket when B1 falls backwards to the
floor without contact having occurred between these players or after
negligible contact followed by B1’s theatrical display. A warning for such
action has already been communicated to the team B players through
the team B coach.

Interpretation: Such behaviour is obviously unsportsmanlike and
poisons the smooth running of the game. A technical foul shall be called
on B1.

Statement. Serious injury may occur by excessive swinging of elbows,
especially in rebounding activity and closely guarded player situations.
If such action results in contact, then a personal foul may be called. If the
action does not result in contact, a technical foul may be called.

Example: A1 gains control of a ball on rebound and returns to the floor.
A1 is immediately closely guarded by B1. Without contacting B1, A1
excessively swings the elbows in an attempt to intimidate B1 or to clear
enough space to pivot, pass, or dribble.

Interpretation: A1’s action does not conform to the spirit and intent of
the rules. A technical foul may be charged against A1.

Statement. A player shall be disqualified when he is charged with 2
technical fouls.

Example: A1 has committed his 1st technical foul during the 1st half for
hanging on the ring. A 2nd technical foul is called against him during
the 2nd half for unsportsmanlike behaviour.

Interpretation: A1 shall be automatically disqualified and shall go to
and remain in the team's dressing room for the duration of the game
or, if he so chooses, he shall leave the building. This 2nd technical foul is
only to be penalised and no additional penalty for the disqualification
shall be administered. It is the scorer who must notify an official
immediately when a player has committed 2 technical fouls and should
be disqualified.
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Art. 37 UNSPORTSMANLIKE FOUL
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Statement. When the game clock shows 2:00 minutes or less in the
4th period and in each extra period, and the ball is out-of-bounds for a
throw-in and still in the hands of the official or already at the disposal of
the player taking the throw-in. If at this moment a defensive player on
the playing court causes contact with a player of the offensive team on
the playing court and a foul is called, it is an unsportsmanlike foul.

Example: With 0:53 to play in the last minute of the game A1 has the
ball in his hands or at his disposal for a throw-in when B2 causes contact
with A2 on the playing court and a foul is called on B2.

Interpretation: B2 obviously has made no effort to play the ball and
has gained an advantage by not allowing the game clock to restart. An
unsportsmanlike foul must be called without a warning being given.

Example: With 0:53 to play in the last minute of the game on a throw-in
A1 has the ball in his hands or at his disposal when A2 causes contact
with B2 on the playing court and a foul is called on A2.

Interpretation: A2 did not gain an advantage by committing a foul. A
personal foul is called on A2 unless there is hard contact which shall
be called as an unsportsmanlike foul. Team B is awarded the ball for a
throw-in at the place nearest to the infraction.

Statement. In the last minute(s) of a close game after the ball has left
the hands of the player taking the throw-in, a defensive player, in order
to stop or not to restart the game clock, causes contact with an offensive
player who is just about to receive or has received the ball on the playing
court. Such contact shall be called immediately as a personal foul
unless there is hard contact which shall be called as an unsportsmanlike
or disqualifying foul. The principle of advantage/disadvantage shall
not be applied.

Example: With 1:02 to play in the last minute of the game and with the
score A 83 - B 80 on a throw-in the ball has left the hands of A1, when B2
causes contact on the playing court with A2 who is about to receive the
ball. A foul is called on B2.

Interpretation: A personal foul shall be called on B2 immediately
unless the officials judge that the severity of the B2 contact requires an
unsportsmanlike or disqualifying foul to be called.

Example: With 1:02 to play in the last minute of the game and with the
score A 83 - B 80 on a throw-in the ball has left the hands of A1, when
A2 causes contact on the playing court with B2. A foul is called on A2.

Interpretation: A2 did not gain an advantage by committing a foul. A
personal foul shall be called on A2 immediately, unless there is hard
contact. Team B is awarded the ball for a throw-in at the place nearest
to the infraction.
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Example: With 1:02 to play in the last minute of the game and with the
score A 83 - B 80 on a throw-in the ball has left the hands of A1, when
B2 causes contact with A2 in a different area of the playing court to
where the throw-in is administered. A foul is called on B2.

Interpretation: B2 is obviously not making any effort to play the ball
and an advantage is gained by not allowing the game clock to restart.
An unsportsmanlike foul must be called without a warning being given.

DISQUALIFYING FOUL

Statement. With a disqualification a person is no longer a team member
or team bench per-sonnel. Therefore he may no longer be penalised for
additional unsportsmanlike behaviour.

Example: A1 is disqualified for flagrant unsportsmanlike behaviour. He
leaves the playing court and verbally insults an official.

Interpretation: A1 is already disqualified and may no longer be
penalised. The referee or the commissioner, if present, shall send a report
describing the incident to the organising body of the competition.

Statement. When a player is disqualified for a flagrant unsportsmanlike
non-contact action the penalty is the same as for a contact disqualifying
foul.

Example: A travelling violation is called against A1. Frustrated, he
verbally insults the official and is disqualified.

Interpretation: The penalty is 2 free throws and possession of the ball
for team B.

Statement. When a substitute, excluded player or team follower is
disqualified and the coach is charged with a technical foul, recorded as
‘B it shall be penalised as any other technical foul.

Example: A1 has been charged with his 5th personal foul. Frustrated, he
verbally insults the official and is disqualified.

Interpretation: The foul is charged to the coach A and recorded as ‘B
The penalty is 1 free throw and possession of the ball for team B.

FIGHTING

Statement. A team is awarded a throw-in because that team was in
control of the ball at the time a fight breaks out or threatens to break
out. That team shall have only whatever time was remaining on the shot
clock when the game resumes.

Example: Team A has possession of the ball for 20 seconds when
a situation which may lead to a fight occurs. The officials disqualify
members of both teams for leaving their team bench area.
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Interpretation: Team A, who controlled the ball before the fighting
situation started, shall be awarded a throw-in at the centre line
extended, opposite the scorer’s table with only 4 seconds remaining on
the shot clock.

SPECIAL SITUATIONS

Statement. A team is awarded a throw-in because that team was in
control of the ball at the time a fight breaks out or threatens to break
out. That team shall have only whatever time was remaining on the shot
clock when the game resumes.

Example: A1 attempts a jump shot for a field goal. While the ball is in
the air, the shot clock signal sounds. After the signal, with A1 still in the
air, B1 commits an unsportsmanlike foul on A1 and:

a. The ball misses the ring.
b. The ball only touches the ring but does not enter the basket.
c. The ball enters the basket.

Interpretation: In all cases B1’s unsportsmanlike foul cannot be
disregarded.

a. A1 was fouled by B1 while A1 was in the act of shooting. The shot
clock violation by team A shall be disregarded as it would have
occurred after the unsportsmanlike foul. 2 or 3 free throws shall be
awarded to A1, followed by a team A’s throw-in at the centre line
extended, opposite the scorer’s table.

b. No shot clock violation has occurred. 2 or 3 free throws shall be
awarded to A1, followed by a team A’s throw-in at the centre line
extended, opposite the scorer’s table.

¢. 2 or 3 points and 1 additional free throw are awarded to A1 followed
by a team A throw-in at the centre line extended, opposite the
scorer’s table.

Example: A1 in his act of shooting for a field goal is fouled by B2.
Afterwards, while still in the act of shooting, A1 is fouled by B1.

Interpretation: B1’s foul shall be disregarded unless it is an
unsportsmanlike or disqualifying foul.

Example: B1 commits an unsportsmanlike foul against A1. After the
foul, technical fouls are committed by coach A and coach B.

Interpretation: Only equal penalties shall be cancelled in the order in
which they occur. Therefore the penalties for the coaches’technical fouls
shall be cancelled. The game shall be resumed with 2 free throws for A1
and possession of the ball for team A.

Example: B1 commits an unsportsmanlike foul against A1 on a
successful field goal. A1 then commits a technical foul.
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Interpretation: 2 points for A1. The foul penalties for the
unsportsmanlike and the technical foul (1 free throw plus possession for
both teams) cancel each other and the game shall be resumed with a
throw-in at any place from the endline as after any successful field goal.

Example: On getting a free position B1 pushes off A1, called as a
personal foul. This is team B’s 3rd team foul. Later (not at approximately
the same time) A1 hits B1 with his elbow, called as an unsportsmanlike
foul.

Interpretation: This is not a double foul as the fouls of B1 and A1 did
not occur at approximately the same time. The game shall be resumed
with 2 free throws for B1 and possession of the ball for team B.

Statement. If double fouls or fouls with equal penalties are committed
during free-throw activity, the fouls shall be charged but no penalties
are administered.

Example: A1 is awarded 2 free throws. After the first free throw:
a. A2 and B2 commit a double foul.
b. A2 and B2 commit technical fouls.

Interpretation: Fouls shall be charged against A2 and B2, after which
A1 shall attempt the second free throw. The game shall resume normally
as after any last or only free throw.

Example: A1 is awarded 2 free throws. Both free throws are successful.
Before the ball becomes live after the last free throw:

a. A2 and B2 commit a double foul.
b. A2 and B2 commit technical fouls.

Interpretation: In both cases fouls shall be charged against the
involved players, after which the game shall resume with a throw-in at
the endline as after any successful last or only free throw.

Statement. In the case of double fouls and after cancellation of equal
penalties against both teams, if there are no other penalties remaining
for administration, the game shall be resumed with a throw-in by the
team that had control of the ball or was entitled to the ball before the
first infraction.

In the case neither team had control of the ball or was entitled to the ball
before the first infraction, this is a jump ball situation. The game shall be
resumed with an alternating possession throw-in.

Example: During the interval of play between the first and second
period players A1 and B1 commit disqualifying fouls or coach A and
coach B commit technical fouls.

The alternating possession arrow points towards:
a. Team A.
b. Team B.
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Interpretation:

a. The game shall be resumed with a team A throw-in at the centre line
extended, opposite the scorer’s table. The moment the ball touches
or is legally touched by a player on the playing court, the direction of
the alternating possession arrow shall be reversed towards team B.

b. The same procedure is followed, beginning with a throw-in awarded
to team B.

CORRECTABLE ERRORS

Statement. To be correctable the error must be recognized by the
officials, table officials or commissioner, if present, before the ball
becomes live following the first dead ball after the game clock has
started following the error. That is:

Error occurs during a dead ball Error is correctable
Ball live Error is correctable
Game clock starts or continues to run  Error is correctable
Dead ball Error is correctable
Ball live Error is no longer correctable

After the correction of the error, the game shall be resumed and the ball
shall be awarded to the team entitled to the ball at the time the game
was interrupted to correct the error.

Example: B1 fouls A1 and this is team B’s 4th team foul. The official
commits an error by awarding A1 2 free throws. Following the successful
last free throw, the game continues and the game clock starts. B2
receives the ball, dribbles and scores.

The error is discovered:

a. Before

b. After

the ball is at the team A’s player disposal for the throw-in at the end line.
Interpretation:

B2's basket counts.

In (a), any free throw made shall be cancelled. The error is still correctable
and team A shall be awarded the ball for a throw-in at the end line where
the game was interrupted to correct the error.

In (b), the error is no longer correctable and the game continues.
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Statement. If the error constitutes the wrong player shooting a free
throw(s), the free throw(s) shall be cancelled. The ball shall be awarded
to the opponents for a throw-in at the free-throw line extended unless
the game has started, in which case it shall be awarded for a throw-in at
the place nearest to where the game was interrupted unless penalties
for further infractions are to be administered. If the officials discover,
before the ball has left the hands of the free-throw shooter for the first
or only free throw, that a wrong player has the intention to attempt
a free throw(s), he shall be immediately replaced by the correct free-
throw shooter without any sanction.

Example: B1 fouls A1 and this is team B'’s 6th team foul. A1 is awarded
2 free throws. Instead of A1 it is A2 who attempts the 2 free throws. The
error is discovered:

a. Before the ball has left A2’s hands for the first free throw.
b. After the ball has left A2's hands for the first free throw.
c. After the successful second free throw.

Interpretation:

In (a), the error is immediately corrected and A1 is required to attempt
the 2 free throws without any sanction for team A.

In (b) and (c) the 2 free throws are cancelled and the game shall be
resumed with a team B throw-in at the free-throw line extended.

The same procedure shall be applied if the foul of B1 is unsportsmanlike.
In that case also the right to the possession of the ball as part of the
penalty is cancelled and the game shall be resumed with a throw-in for
team B at the centre line extended, opposite the scorer’s table.

Example: B1 fouls A1 in the act of shooting, after which a technical foul
is committed by coach B. Instead of A1 attempting 2 free throws for the
B1 foul, it is A2 who attempts all 3 free throws. The error is discovered
before the ball has left the hands of A3, taking the throw-in resulting
from the coach B technical foul.

Interpretation: The 2 free throws which were attempted by A2 instead
of A1 are cancelled. The free throw for the technical foul penalty was
legally taken and therefore the game shall resume with a throw-in for
team A at the centre line extended, opposite the scorer’s table.

Statement. After the error is corrected, the game shall be resumed
from the point of interruption to correct the error, unless the correction
involves awarding merited free throw(s) and:

a. If there has been no change of team possession after the error was
made, the game shall resume as after any normal free throw(s).

b. If there has been no change of team possession after the error
was made and the same team scores a basket, the error shall be
disregarded and the game shall resume as after any normal field goal.
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Example: B1 fouls A1 and this is team B’s 5th team foul. Erroneously,
A1 is awarded a throw-in instead of 2 free throws. A2 dribbles the ball
on the playing court when B2 taps the ball out-of-bounds. Coach A
requests a time-out. During the time-out, the officials recognize the
error or it is called to their attention that A1 should have been awarded
2 free throws.

Interpretation: A1 shall be awarded 2 free throws and the game shall
resume as after any normal free throw(s).

Example: B1 fouls A1 and this team B 5th team foul. Erroneously, A1
is awarded a throw-in instead of 2 free throws. After the throw-in A2 is
fouled by B1 on his unsuccessful field goal attempt and is awarded 2 free
throws. Coach A is granted a time-out. During the time-out, the officials
recognize the error or it is called to their attention that A1 should have
been awarded 2 free throws.

Interpretation: A1 shall be awarded 2 free throws with no players
occupying free-throw rebound places. Then A2 shall attempt 2 free
throws and the game shall resume as after any normal free throw(s).

Example: B1 fouls A1 and this is team B’s 5th team foul. Erroneously,
A1 is awarded a throw-in instead of 2 free throws. After the throw-in A2
scores a field goal. Before the ball becomes live, the officials recognize
the error.

Interpretation: The error is disregarded and the game shall continue as
after any normal field goal.

REFEREE: DUTIES AND POWERS

Statement. Procedure for the application of the Instant Replay System
(IRS) review.

1. The IRS review will be conducted by the officials.

2. Ifthe call and the decision of the officials is subject to the IRS review,
that initial decision must be shown by the officials on the playing
court.

3. Prior to the IRS review, the officials may gather as much information
as possible from the table officials and from the commissioner, if
present.

4. The referee makes the decision whether the IRS review will be used
or not. If not, the initial official’s decision remains valid.

5. Following the IRS review the initial decision of the official(s) can be
corrected only if the IRS review provides the officials with clear and
conclusive visual evidence for the correction.

6. If the IRS review will be used, it must be used, at the latest before
the start of the next period or before the referee has signed the
scoresheet, unless otherwise stated.
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7. The officials shall keep both teams on the playing court at the end
of the 2nd period if an IRS review is to be used to decide whether a
foul was called before the end of the 2nd period’s playing time, an
out-of-bounds violation of the shooter, a shot clock violation or an
8-seconds violation has occurred or whether playing time should be
added on the game clock.

8. The officials shall keep both teams on the playing court anytime the
IRS review is used at the end of the 4th period or any extra period.

9. An IRS review shall be conducted as fast as possible. The officials
may extend the duration of the IRS review if technical problems
arise with the IRS.

10. If the IRS fails to work and there is no approved spare equipment
available, the IRS cannot be used.

11. During the IRS review the officials shall ensure that no unauthorised
persons have access to the IRS monitor.

12. After the IRS review has ended, the final decision shall be clearly
reported by the referee in the front of the scorer's table and if
necessary, communicated to the coaches of both teams.

Example: A1 shoots successfully for a field goal when the game clock
signal sounds for the end of the period or game. The 2 or 3 points are
awarded by the officials. The officials become uncertain as to whether
the shot of A1 was released after the end of the playing time.

Interpretation:

If the IRS review provides clear and conclusive visual evidence that the
ball was released after the end of playing time for the period or game,
the basket is cancelled. If the IRS review ascertains that the ball was
released before the end of playing time for the period or game, the
referee confirms the 2 or 3 points for team A.

Example: Team B is leading by 2 points. The game clock signal sounds
for the end of the period or game when A1 shoots for a field goal and 2
points are awarded by the officials. The officials become uncertain as to
whether the shot of A1 should be valid for 3 points.

Interpretation: The IRS review can be used at any time to decide
whether a shot for a successful field goal counts for 2 or 3 points.

Example: A1 shoots for a successful 3-points field goal and at
approximately the same time the game clock signal sounds for the
end of the period. The officials become uncertain as to whether A1 has
touched the boundary line on his shot.

Interpretation: The IRS review can be used to decide at the end of the
period whether a shot for a successful field goal was released before the
game clock signal has sounded for the end of the period. If so the IRS
review can be used furthermore to decide whether and if so how much
time shall be displayed on the game clock if an out-of-bounds violation
of the shooter has occurred.
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Example: A1 shoots for a successful field goal and at approximately
the same time the game clock signal sounds for the end of the period.
The officials become uncertain as to whether a shot clock violation has
occurred.

Interpretation: The IRS review can be used to decide whether a shot
for a successful field goal was released before the game clock signal
has sounded for the end of the period. The IRS review can be used
furthermore to decide whether and if so

Example: A1 shoots for a successful field goal and at approximately the
same time the game clock signal sounds for the end of the period. The
officials become uncertain as to whether team A has violated against
the 8-second rule.

Interpretation: The IRS review can be used to decide at the end of the
period whether a shot for a successful field goal was released before
the game clock signal has sounded for the end of the period. If so the
IRS review can be used furthermore to decide whether and how much
time shall be displayed on the game clock if an 8-second violation has
occurred.

Example: Team B is leading by 2 points. The game clock signal sounds
for the end of the period or game when a personal foul is called on B1
against dribbler A1. It is team B’s 5th player foul.

Interpretation: The IRS review can be used to decide whether the foul
was called before the end of the playing time. If so, 2 free throws shall
be awarded to A1 and the game clock shall be reset to the remaining
playing time.

Example: A1 shoots for a field goal and is fouled by B1. At approximately
the same time the game clock signal sounds for the end of the period.
The shot for a field goal is unsuccessful.

Interpretation: The IRS review can be used to decide whether B1's foul
was called before the game clock signal has sounded.

If the IRS review provides that the foul was called before the end of the
period, the game clock shall be reset to the remaining playing time and
free throws shall be administered.

If the IRS review provides that the foul was called after the end of the
period, B1's foul shall be ignored and no free throws shall be awarded to
A1 unless B1's foul was called as unsportsmanlike or disqualifying and
there is a period to follow.

Example: With 5:53 to play in the 1st period the ball rolls on the playing
court next to the sideline when both A1 and B1 try to get the control of
the ball. The ball goes out-of-bounds and the ball is awarded to team
A for the throw-in. The officials become uncertain of the player who
caused the ball to go out-of bounds.
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Interpretation: The officials cannot use the IRS review at this time. To
identify the player who caused the ball to go out-of-bounds the IRS
review can only be used when the game clock shows 2:00 minutes or
less in the 4th period and in each extra period.

Example: A1 shoots for a field goal, the ball enters the basket and the
officials award 3 points. The officials become uncertain as to whether
the shot was released from the 3-point field goal area.

Interpretation: The IRS review can be used to decide at any time during
the game whether the successful field goal shall count for 2 or 3 points.
The IRS review of the given game situation shall be conducted at the
first opportunity when the game clock is stopped and the ball is dead.

Example: A1 is fouled by B1 and is awarded 2 free throws. The officials
are uncertain on the correct free-throw shooter.

Interpretation: The IRS review can be used at any time during the
game to identify the correct free-throw shooter before the ball is at
the disposal of the free-throw shooter for his 1st free throw. However,
the IRS review can still be used after the ball has been at the disposal
of the free-throw shooter but if the IRS review provides for a wrong
free-throw shooter, a correctable error for permitting a wrong player
attempting a free throw has occurred. The free throw(s) attempted, and
the possession of the ball if part of the penalty shall be cancelled and
the ball shall be awarded to the opponents for a throw-in at the free-
throw line extended.

Example: A1 and B1 start to throw punches to each other followed by
more players getting involved in a fight. After some minutes the officials
have restored the order on the playing court.

Interpretation: Once the order is restored, the officials can use the
IRS review to identify the involved team members and team followers
during a fight. After gathering the clear and conclusive evidence of the
fighting game situation, the final decision shall clearly be reported by
the referee in front of the scorer's table and communicated to both
coaches.

Example: With 1:45 to play in the extra period A1 near the sideline
passes the ball to A2. On the pass B1 taps the ball to go out-of-bounds.
The officials become uncertain as to whether A1 on his pass was already
out-of-bounds.

Interpretation: The IRS review cannot be used to decide whether a
player or a ball was out-of-bounds.

Example: With 1:37 to play in the 4th period ball goes out-of-bounds.
The ball is awarded to team A for a throw-in and team A is granted a
time-out. The officials become uncertain of the player who has caused
the ball to go out-of-bounds.

Interpretation: The IRS review can be used to identify the player who
caused the ball to go out-of-bounds. The time-out period of 1 minute
duration will start only once the IRS review has ended.
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Statement. Before the game the referee approves the IRS and informs
the 2 coaches about its availability. Only the IRS approved by the referee
can be used for a replay review.

Example: A1 shoots for a field goal when the game clock signal sounds
for the end of the game. The shot is successful. There is no approved IRS
on the playing court but the manager of team B states that the game
was filmed by the team video from an elevated position and presents to
the officials the video material for a review.

Interpretation: The review shall be denied.
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