=) fAgg 3for qaiire: SELECTION & AGE GROUPS

e 100-POINT PROFICIENCY TEST
(100-POINT TEST)

a«:ﬁ.azmgu’lgu’t(:a

o AGE CATEGORIES
(AGE CATEGORIES)

I A
SUB-JUNIOR JUNIOR

(U-14) (U-17)
£l Hfer
(U-19)

Correct execution of techniques like Standing Jump,
Valid Touch, and positioning.

UTIAETS) A 4o
AT

(Minimum 50 marks required for qualification.)

GE AS OF 1ST JANUARY
OF COMPETITION YEAR.

(Age as of 1st January of competition year.)
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" WATERHAND: SAFETY, UNIFORM & OFFICIALS
2| REQURED OFFICIALS

> 2 CERTIFIED - 1 MEDICAL
%, G"GGLES a LIFEGUARDS | OFFICER

' (With red re ' (With a first-aid kit icon)
MANDATORY
NUMBERED

1 | PLAYER UNIFORM

CAPS

(RED OR WHITE, Yl \J
11050 4 2REFEREES W) Y 2 TIME-KEEPERS
(In official shirts, | 48 (With stopwatches)
@ with whistles)

n
i
_ N ¥ 4@ 1 0BSERVATION
BODY OIL | 2LINE-MEN W, . 4 MANAGER
STRICTLY _ (With flags) R (In a higher vantage
PROHIBITED A point)

NYLON
SWIMMING
SUIT
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- WATERHAND: REFEREE SIGNALS

POINT SCORED

& One finger up:
A successful touch. (1 Point)
J

9 ATTACKER OUT

L

2

o
Pointing downwards:
Attacker is out, no point

J scored. Y
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Arms extended sideways:
Attacker is safe, no
point scored.

J

N

TECHNICAL FOUL

Crossed arms:
Technical foul committed.

Z

EER
/  ans




 WATERHAND: SCORING & TIE-BREAKERS

[} SUCCESSFUL TAG B ALL-OUT BONUS
' (Given when a
@ s ‘}“‘ {trﬁg?; CByeralet)

WINNER ANNOUNCEMENT

"IN 3: 8] / WINNER
7\ TEAM

e e
(Valid pomt fer

touch with palm
or fingers only.)

.

GOLDEN /Al
ATTACKER (/

TIME-OUT
INTEGRATED

. POINT '
A tie-breaker played after extra periods.
The attacker who scores a point in the
shortest time wins the match for their team.




@ WATERHAND SPORTS DISCIPLINE: MATCH DURATION (QUARTERS)

(OFFICTIAL FIELD & TECHNICAL SPECIFICATIONS)

€@ MATCH FORMAT © sus- JUNIOR & JUNIOR O e BREAKER
(MATCH FORMAT) (U-14, U-17)

MIN —p MIN
8 MINUTES PER QUARTER. p3£R|on 1 gmzon 2
2% (8 minutes per Quarter.)

Two 3-minute extra periods played.
ﬂ SENIOR CATEGORY

Match is divided into 4 mandatory
Quarters. (Match is divided into 4
mandatory Quarters.)

If still tied, a
\\.{ Golden Raid
\ is played.

12 MINUTES PER QUARTER.
(12 minutes per Quarter.)
Note: In all formats, proper timing and officials are mandatory as per official rules.(In all formats, proper timing and officials are mandatory as per official rules.)

(If still tied, a Golden Raid is played )
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WATERHAND SPORTS DISCIPLINE: TEAM STRUCTURE &

SUBSTITUTIONS (OFFICIAL FIELD & TECHNICAL SPECIFICATIONS)

(SQUAD SIZE & ALIGNMENT)

rReRe

W= 5 RESERVES
W e T
2

7 PLAYERS ON DECK
(7 PLAYERS ON DECK)

16 Total Players:
11 Core + 5 Reserves.
(Total 16 Players: 11 Core + 5 Reserves)

WAVF' WATERHAND WORLD FEDERATION (WWF)

€ SQUAD SIZE & ALIGNMENT @) 3-5 SECOND RULE
(3-5 SECOND RULE)

+ DEFENDER OUT
(DEFENDER OUT)

A substitute must enter within 3to 5

seconds of a defender going out.

(A substitute must enter within 3 to 5 seconds
of a defender going out.)

€ DEFENDER CONDUCT
(DEFENDER CONDUCT)

POOL WALL/LADDER
TOUCH IS SELF-OUT

(POOL WALL/LADDER
TOUCH IS SELF-0UT)

Defenders must stay in the water; touching
the pool edge or ladder is a "Self-Out’.

(Defenders must stay in the water; touching
the pool edge or ladder is a ‘Self-Out’.)
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WATERHAND: ADVANCED GAMEPLAY RULES
n e

ATTACKER Natural breathing
allowed during raid.
NO “CANT" (breath- holdlng)

mandatory.

Raid duration can range from
30 seconds to 1 minute 30
seconds.

a DO-OR-DIE RAID

DO-OR-DIE RAI D AN ™ | Two 30-second
A third raid after two failures )\ v v time-outs allowed per
MUST score a point. i team, per session.
FAILED FAILED * : AN W
RAID 1 RAID 2 Otherwise, Attacker is "OUT". TIME-OUT TIME-OUT

|5 | REVIEW (CHALLENGE) |6 | VALID TOUCH

Captain can challenge a
referee's decision.
One challenge per session.

Vo, Valid point for touch
with palm or fingers only.

gl rALM & FINGERS
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@ WATERHAND SPORTS DISCIPLINE: OFFICIAL FIELD AND

TECHNICAL SPECIFICATIONS (OFFICIAL FIELD & TECHNICAL SPECIFICATIONS)

o POOL DIMENSIONS o 9-METER MARK o STANDING JUMP ZONE
(POOL DIMENSIONS) (5-METER MARK) (STANDING JUMP ZONE)

- 5-METER LINE

| Attacker

5 B ‘«_ 30-Inch Lobby
~ "®s, (S-METERLINE) \
*<_  30-Inch
& l A
h A 5 ®eq -
! b ,,hlfrf 0 eyt
_aoerenoers o (1METER
= - NO-RUNNING
” { r W ZONE)\
@ N
Defenders must remain behind this Stationary jump mandatory;
line until Attacker enters water. running jump is a ‘Foul'.
(Defenders must remain behind this line until (Stationary jump mandatory; running
Attacker enters water). jump is a ‘Foul’).
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) dieves (WATERHAND) HIsT &R : 3ifdigpd A 3nfoy

GUECEGREG (OFFICIAL FIELD & TECHNICAL SPECIFICATIONS)

(POOL DIMENSIONS) (5-METER MARK) (STANDING JUMP ZONE)

h.- . @®RUIRT ~ 4 B Attacker < 30 39 54
- , -Inch Lobby
~~ *._ (5-METER LINE) / \
*’%%n 1-meter <. 30-Inch
o L
&/} 1 EL IR \i}?y
L// ! ﬁ.\(x’ ", R ;
m N 1-METER / ’1‘“
o . d N((J-RLINNING X
o ZONE)S / pr ‘L
& N
TGTS BRI T0Td Ha2l Hadd 2R A 39 sfard; emaa
SATqUE T Y81 AT @il 4354 351 ARl “GBISHet’
(Defenders must remain behind this line until (Stationary jump mandatory; running
Attacker enters water). jump is a ‘Foul’).
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