AQUATICS
Pool (Race)
In the swimming race event, the swimmer starts from the starting board of the 50 m-long swimming pool and returns after swimming a distance of 50 m or longer within the shortest amount of time, using either a single swimming style or four different swimming styles in a consecutive manner. The four swimming styles are the backstroke, breaststroke, butterfly stroke and freestyle. In a freestyle match, the swimmer can use any swimming style, but most use the crawl stroke, which is the fastest swimming style. Next, the individual medley is conducted in the order of butterfly stroke, backstroke, breaststroke and freestyle, whereas the relay match is divided into the freestyle relay, in which 4 swimmers use only freestyle, and the medley relay, in which each swimmer uses different swimming styles (backstroke, breaststroke, butterfly stroke, freestyle).

Diving
Diving is an event that demands both agility and courage, and requires the diver to jump acrobatically from a fixed height into the pool, head-first. The diver makes the dive from a

1m/3m/10m springboard, and is given a score from 0-10 points according to the difficulty and excellence of the jump.

The diver must state the style in which he or she will dive in advance, and is given a penalty if he or she dives in a different style.

Synchronized Swimming
Synchronized swimming is a hybrid of swimming, gymnastics and ballet that demands a combination of strength, endurance, flexibility, grace and artistry, as well as exceptional breath control when upside down underwater. It is divided into solos, duets and teams.

When performing routines in competition, competitors will typically wear a nose-clip. Competitors also wear custom swimsuits and headpieces, usually elaborately ecorated, to reflect the type of music to which they are swimming. The costume and music are not judged, but factor into the overall performance and artistic impression.

Water Polo
Water polo is a ball game held in the water. Each team is comprised of six field players and a goalkeeper, and the team with the most goals wins. Excellent water polo players must be capable of repeatedly swimming from end to end of the 30 m swimming pool throughout the match without tiring. The freestyle technique used by a water polo player is different from that used by a normal swimmer, as the player must swim while constantly keeping his or her head out of the water in

order to view the field. Since all players except the goalkeeper can only touch the ball with one hand, they must develop the skill of catching and throwing the ball with either hand. Experienced water

polo players are capable of catching, passing and shooting the ball in a single movement. The players can also dribble the ball by pushing the ball in front of them. Defending players often make fouls, since they can contact the opponent only when the other is holding the ball, but must not interfere with the course of movement.

ARCHERY
The archery competition in the Asian Games is conducted in the form of a Qualification Round (FITA Round) and an Olympic Round.

FITA Round
In the FITA Round, each archer shoots 36 arrows (total of 144) from four distances (Men: 90 m, 70 m,

50 m, 30 m / Women: 70 m, 60 m, 50 m, 30 m).

The individual (1st~64th)/team(1st~16th)rank is determined according to the result of the

Qualification Round, and determines qualification rights.

Group Match
The upper 16 teams of the Qualification Round for men and women play in the form of a

Qualification Round(FITA Round).

For the group match for the distances of 70m, 3 archers in a team shoot 3 sets of 3 arrows( total 27 arrows) and the archer with the highest score will be the winner.

For the quarter-finals, group match will be divided into two groups(e.g. No.1 vs. No.16, No.2 vs. No

15).

The same system is applied for the semi-finals, 3rd/4th place match and finals. Individual Match
The upper 64 archers based on the result of the Qualification Round play in the form of the FITA Olympic Round sets.

For the individual match, an archer shoots 5 sets of 3 arrows from a 70m distance. As soon as an athlete reaches 6 set points possible from a pool of 2 points for win, 1 point for tie, and 0 point for loss he/she is declared winner. (For ties occurring in all rounds, an archer shoots off a single arrow for score and the archer who shoots closest to the target center will be declared winner.)

1stplaced athlete shoots with the 64thplaced athlete. 2ndplaced athlete shoots with the 63th placed athlete. Same system will be applied for the individual match.

Competition methods for compound are the same as recurve with the exception of shooting from a

50m distance for both individual and team events.

ATHLETICS
Track Match
Sprints:100m, 200m, and 400m are called sprint events. Each athlete should run on his or her own

1.22m-wide designated lane separated by 5cm-wide white lines. No athlete shall be allowed a single false start.

Middle-distance: This event is divided into 800 m and 1,500 m, with the runner running 2 laps around the 400 m track for 800 m and 3¾ laps for 1,500 m. In the 800 m sprint, the runner must run on a separate course from the starting line up to 120 m, and on the open course for the rest of the sprint. In the 1,500 m sprint, the runner starts on the open course from the starting line of the back straight.

Long-distance: In the 5,000 m run, 12 runners qualifying through the preliminaries compete in the finals by running 12½ laps around the track. In the 10,000 m run, no more than 20 competitors run

25 laps around the track.

Hurdles: Runners run on separate courses during the 100 mH and 110 mH, in which 10 hurdles are placed on each lane. The runner will be disqualified for placing his/her foot outside the hurdle, but does not face any penalties for coming in contact with or tripping the hurdle. Of course, contacting the hurdle will inevitably reduce speed, making victory more difficult.

Steeplechase: In the 3,000 m steeplechase the runner must jump over 28 hurdles and 7 water jumps. The course must have 5 hurdles per lap, and the 4th obstacle must be a water jump.

Relays: The most important point in a relay race is handing over the baton. Dropping the baton or wasting too much time in handover is a critical error, and will make it impossible to achieve a good performance. 8 teams making it through the preliminaries face off in the finals, and each team has 4 runners passing the baton within a fixed area called the takeover zone. Each runner starts from a point respectively 100 m, 200 m and 300 m away from the starting line, with the 10 m to the front and back of that point (total of 20 m) being the takeover zone.

Field Match
High Jump : The order of the match is announced to athletes in advance. Jumpers can jump at any height among the pre-announced heights. The jumper must make the jump within 1 minute, and cannot continue jumping after 3 consecutive failed attempts. If the records are tied, the jumper with the fewest number of attempts is declared the winner, and if there still is a tie here, the jumper with the fewest number of total misses is declared the winner.

Pole Vault : Regardless of height, 3 consecutive invalidated attempts will prevent the jumper from clearing the next leap. The order is determined through a drawing, and the jumper chooses the initial height and following height to clear. The crossbar is haphazardly supported upon 2 uprights that will drop the bar at the slightest touch, with the bar height gradually elevating. If two or more vaulters finish with the same height, the tie is broken based on the number of misses at the final height. If the tied vaulters have the same number of misses at the last height cleared, the tie is broken by the total number of misses and attempts in the competition.

Long Jump : When more than 8 jumpers participate in the match, each jumper is allowed 3 attempts, and the 8 jumpers with the highest scores are allowed 3 more attempts. If a jumper shares the same score as the 8th rank, he or she is given 1 more attempt. If the jumper still has the same score, they are given another attempt to determine the rank. With less than 8 jumpers participating, each participant is allowed 6 attempts.

Triple Jump : The triple jump has the sequence of hop, step and jump.The hop starts with the athlete jumping from the mark on one leg, and ends landing heel first on the runway with the same leg. In the step, the athlete immediately jumps with the takeoff leg and lands on the runway with the opposite leg, covering as much runway as possible. In the long jump process, an athlete must hit the mark with his/her take off leg bringing the opposite leg bent and straight up; both legs must come in front of the athlete when landing inside the sand-filled pit. An attempt should be conducted within 1 minute. An athlete’s takeoff foot lands in front of the board and an athlete does not land inside the sand-filled pit, then the athlete fouls.

Discus Throw : In the discus throw, the thrower grips the disc in one hand and uses centrifugal force to throw the disc by turning within the circle 2.5 m in diameter. It does not matter in which direction the thrower turns to throw the disc, but the disc must fall within the two lines drawn in a 34.92° fan shape from the center of the circle. The throw is invalid when the disc falls outside the stated perimeter. After throwing the disc, the thrower must exit the ring from the rear half. Entering the front half at this time will be a foul, and the throw will be made invalid. Each competitor must throw

3 times within 1 minute, and the 8 competitors with the highest scores advance to the finals.

Javelin Throw : When throwing the javelin, the javelin must contact the surface within the inner edge of the lines at an angle of 34.92. It will not be considered a failure if the javelin strikes the cage after release provided that no other rule is infringed. If an athlete looses his/her balance and breaks the rule, it is not considered a failure and he/she is given a new attempt.

Hammer Throw : The athlete must throw the hammer from within the throwing circle, and the distance thrown is measured in a straight line from inside the circle circumference to the inside of the hammer’s descent point. When the hammer falls outside the 34.92° line from the center, the throw is invalid. The round has a time limit of 1 minute, and the 8 competitors with the highest scores after 3 rounds per competition are given 3 rounds each.

Shot-put : The athlete must not touch outside of the concrete throwing circle 2.135 m in diameter. Competitors must take their throw as if pushing an arm away from the shoulder. After three rounds each, the eight competitors with the highest scores are given 3 opportunities each. When there are less than eight competitors, they are given 6 opportunities each. A failure is given when the athlete’s foot touches the top of the circle or the foot stopper or any surface outside the circle. A failure is

also given if the shot-put lands outside the 34.92 angle line from the circle.

Combined Events
Combined events are comprised of 10 events for men and 7 events for women, in which the match order is determined by drawing before the start of each event. Each competitor is allowed only 3 rounds in the long jump and in each throwing event. A competitor is disqualified from a track event if two false starts are made. The winner of combined events must have the highest score in terms of overall points. When the overall points are tied, the competitor with more high scores than the other competitor is the winner.

Road Race
Race Walking: Race walking is an event in which the athletes compete without lifting both feet from the ground at the same time. Also, the advancing leg must be straight from the moment it touches the ground (knees must not bend).

Marathon: The marathon is a long distance road race in which the marathoners run 42.195 km (26 miles 385 yards), a distance considered to be the limit of a human’s physical strength. The marathon race is conducted under two principles: the marathoner cannot deviate from the course, and must complete the race under his/her own power. Thus, actions such as deviating from the official course and taking a shortcut will render the marathoner disqualified, and receiving help from another person during the race will also disqualify the athlete, regardless of the reason. Refreshment stands are installed every 5 km from the starting point to refresh the athletes’ energy. Marathoners are also disqualified for ingesting refreshments at locations other than the refreshment stands designated by the hosting organization, and will be disqualified if an employee or bystander throws water on them during the race, as this is considered helping.

BADMINTON
Badminton is a game played in a rectangular court, in which 2 or 4 players use racquets and shuttlecocks.

Competitor
Badminton matches are divided into singles for men and women, doubles, mixed doubles, and team. Singles is 1 vs 1, and doubles is 2 vs 2.

Toss
Before the match begins, a coin is tossed. The winning side gets either the first serve or the choice of court side. The losing side gets the other decision.

Score
The winner must win 2 out of 3 games. To win a game, one side must obtain 21 points.

The side winning in the corresponding rally scores. (Thus, the side without serving rights can also score.)

When tied at 20:20, the side that wins the first 2 consecutive points wins, and when tied at 29:29, the side that reaches 30 points first wins.

Singles Match
When the server does not gain a point or the score is an even number, the serving right goes to the right side, and when the score is an odd number, the serving right goes to the left side.

The receiver receives from the diagonal half of the server’s court.

Doubles Match
When the server does not gain a point or the score is an even number, the serving right goes to the right side, and when the score is an odd number, the serving right goes to the left side.

The player on the diagonal position of the server’s service court becomes the receiver.

The receiving players do not change court positions until the corresponding players obtain a point. Team Match
The team with first 3 wins after 5 games consisting of 3 singles and 2 doubles shall win the Match.
The order of play shall be determined by the referee after reviewing the submitted list on the day of the match.

BASEBALL
Baseball is a sport in which two teams with 9 players play in a stadium. The pitcher throws a ball which is the size of a fist, and the batter hits the ball. The objective of the game is to score more points than the opposing team. A point is earned when a player runs through all the 4 bases. If 3 players are considered out on bat or on base, the sides change.

Baseball is a game in which 2 teams of 9 players (10 when a designated hitter is used), with their own coaches, play under the decisions of the umpires in a stadium surrounded by fences.

Each team aims to win, by earning more points than the opposing team. After the game, the team with the most points wins, according to the rules. When there are 10 participating teams

Group A – 5 teams, Group B – 5 teams

League tournament: Round-robin tournament for each group

Semi-finals

1st place of Group A vs. 2nd place of Group B

1st place of Group B vs. 2nd place of Group A Finals

Bronze Medal playoffs: Team with 1 loss in the semi-finals vs. Team with 2 losses in the semi-finals

Gold Medal playoffs: Team with 1 win in the semi-finals vs. Team with 2 wins in the semi-finals

Softball
A regular softball games is carried out until the 7th inning. If there is a tie after 7 innings, a tie- breaker (similar to that of Baseball) is implemented from the 8th. A team is composed of 9 players, and if a team chooses to apply the designated hitter system, the team will have 10 players. Positions of players are pitcher, catcher, 1st base, 2nd base, 3rd base, short-stop, right field, center field, and

left field. If a hitter is ruled three strikes, he/she shall be called strike out. If he/she is ruled 4 balls, then the hitter shall walk to first base on “base on balls”. Otherwise most of the rules such as hit, homerun, outs are similar to baseball. However, the pitcher swings his/her arm around like a windmill when pitching the ball.

BASKETBALL
Basketball is one of the most popular sports in the world, in which two teams play with 5 players on each team. During the game, the team captain can politely demand explanations from the referee, or ask questions. Member substitution is allowed up to 7 players for each team, and all players can use a unique number between 4 and 15 on the front and back of their uniform. Referees include 1 head referee and 2 assistant referees, whom the scorekeeper and timekeeper help.

A basketball game is divided into 4 periods (10 minutes each), in which the 1st/2nd periods (first half) and 3rd/4th periods (second half) are divided by a half time break of 10 minutes, whereas the overtime (5 minutes) is divided by a break of 2 minutes.

When the score is tied when the 4th period is over, overtime is given in 5-minute increments until the game is settled. The break time between the periods is 2 minutes (including overtime).

Qualifier
The qualifier match is carried out by dividing the teams into groups by considering the number of participating teams.

A team is given 1 time-out during overtime, and is given 2 time-outs during the first half and 3 time- outs during the second half.

Men's Basketball (Ex: 12 participating teams)

12 participating teams are organized into 4 groups (A, B, C, D) with each group being organized with three teams each. During the qualifiers, each team will compete with other teams on the same group.

Group A (3 teams), Group B (3 teams), Group C (3 teams), Group D (3 teams) Quarterfinals
After confirming the qualifying rank in the qualifiers, the higher two teams of each group advance to compete in the group league by dividing into two groups.

Group 1: A1, B2, C1, D2

Group 2: A2, B1, C2, D1

Semifinals
The higher two teams of each group in the quarterfinals (1st/2nd place) face the semifinal in the following manner in a crossover method.

1st in Group 1 vs. 2nd in Group 2

2nd in Group 2 vs. 1st in Group 2

Finals
The two teams that are victorious in the semifinals face each other to determine the 1st/2nd place, whereas the two losing teams face each other to determine the 3rd/4th place.

Playoff
The teams losing in the semifinals face each other in the playoffs as below.

5th/6th in Group: 3rd in Group 1 vs. 3rd in Group 2

7th/8th in Group: 4th in Group 1 vs. 4th in Group 2

Women's Basketball
Qualifier: 8 participating teams compete in a full league. Semi-finals: Matches between 1st vs. 4th, 2nd vs. 3rd

Finals: Two teams victorious in the semifinals face each other for the 1st/2nd title, and the losing
two teams face each other for the 3rd/4th title.

Playoffs: Ranks 5th, 6th, 7th and 8th are determined based on qualifier performance. BOWLING

Bowling is a sport in which players attempt to score points by rolling a bowling ball along a flat
surface, usually a wooden or synthetic surface, either into pins or to get close to a target ball. The most common types include ten-pin, nine-pin, candlepin, duckpin and five-pin bowling, as well as multiple outdoor variations.

BOXING
Boxing is conducted according to AIBA (Amateur International Boxing Association) regulations. Based on the initial year of the match, players below the age of 17 and above the age of 34 cannot

enter the competition.

The match is conducted in the form of a tournament by weight (3 rounds of 3 minutes each for men;

4 rounds of 2 minutes each for women) with a 1 minute break between rounds.

There is no semi-final match to settle the 3rd/4th rank, and both players are awarded 3rd place

(bronze medal).

There is 1 main judge and 5 assistant judges. The main judge manages the game, terminates one- sided games and penalizes fouling players, whereas the 5 assistant judges score the points.

Scoring is done through a computerized system. Per round, each Individaul Score is counted. The scores in each round are the average of three Judges’combination which are the closest together called as Similar Scores. If at the end of a round, if more than one Similar Score appears, the

Trimmed Mean calculation will be applied. The Trimmed Mean is when the highest and lowest

Individual Scores are taken out and the average of the remaining three Individual Scores is counted.

CANOE&KAYAK
The event order is finally determined by conducting preliminaries, semifinals and finals based on the participating athletes for each event.

The match-up drawing for the preliminaries is conducted for the lane placing during the team meeting held a day before the first match. Lane drawings are also conducted for events that only hold finals (when 9 or less boats are participating). Lane placing for the semifinals and finals is determined automatically based on the previous race result, and the rank is determined in the order of the boat heads passing the finishing line.

Kayak: K
Competitors sit along the center of the kayak facing the direction in which the boat is moving, and advance by paddling the blade (end point of paddle) on both sides, left and right in rotation. The kayak is attached with a steering rudder. The kayak matches are divided into 1-person (K-1), 2- person (K-2) and 4-person (K-4) for both genders.

Canadian Canoe: C
Competitors paddle with blades on only one side while holding one knee erect. The kayak for this event is not equipped with a steering rudder. The kayak matches are divided into 1-person (C-1) and

2-person (C-2) only for men.

Canoe Slalom
This event is about passing through 18-25 gates along a 250~400m course filled with natural or artificial obstacles (i.e. rocks, embankments) in rapids or countercurrents with a flow velocity above

2 m/sec. Scoring is conducted to determine the rank by adding the penalty points given for checkpoint time and technique. The athletes with the least amount of concurred penalties are placed on the top. It is conducted twice, and the better score is used. The starting spacing is at least

45 seconds. The time is measured from the point at which the competitor's body passes through the starting line, and continues to the point at which it passes through the finishing line. For 2-person matches, the finishing time is measured based on the time at which the person in front passes through the finishing line.

CRICKET
Cricket is a bat-and-ball sport played on grass, with no set regulations on the size of the field. The home stadium of one renowned team is as wide as an official athletic stadium. The ball is a hard leather-seamed spheroid, with a circumference of 23 cm or less and a weight of 120 g or less.

The bat has a handle on a wooden blade 10 cm in width. On three 1.25 m-long stumps at the center of the field, wickets are placed 20 m apart with wooden crosspieces called bails. Two teams of 11 players play against each other. The bowler wears a kit on his/her legs, and the wicket-keeper wears a leather glove. The other 9 defenders stand in appropriate positions.

There is no foul in the direction of the hits, so the defending area is extremely broad. The attacking team has a group of 2 players, with one player a batsman and the other positions in the opposite wicket location.

The bowler delivers the ball towards the wicket where the batsman is. Here, the bowler does not throw the ball, but lets the ball go after a run-up, which is extremely difficult. Here, the bowler aims the ball to the wicket.

The batsman’s role is to block this. The ball does not come straight like in baseball, but heads towards the wicket after a bounce. When the batsman fails to hit the ball and lets it hit the wicket, the bail will fall, and the batsman will be dismissed. The batsman is dismissed after a hit when the ball is caught without a bound by the defender. When the batsman hits the ball, he/she runs with the other partner towards the opposite wicket. They earn a point when the end of the bat touches the other wicket. If the defender returns the ball to the wicket-keeper or if the bail falls down, the batsman is dismissed. When the batsman succeeds in a long hit, the batsman can run repeatedly between the wickets, and is allowed to score up to 6 points. When the bowler hits the batsman or goes out of bounds, the defending team loses a point. The bowler bowls the ball in sets of six deliveries. Then, the wicket-keeper and the bowler change positions, and the batsman on the opposite wicket earns a chance to hit.

When 11 players of the attacking team are dismissed, an inning is over. The two teams then switch sides. The game is over after two innings. However, since the batsmen are not easily dismissed, the game usually lasts for a long period of time. Some games may even last for 2~3 days. In the test cricket, 5 days are expected for each game, allowing 200~300 points. When the six-point play by the batsman occurs 3 times consecutively, it is called a hat trick, which is loved by the audience. This is like a homerun in baseball.

Players’ uniforms are a white T-shirt with flannel pants, which give a friendly appearance, like a Brith gentleman. Since cricket games usually last for long periods of time, they may include a lunch time

or tea time.

CYCLING
Track Racing
Team Sprint

The team sprint was first featured in the Sydney 2000 Olympics.

The event is comprised of two teams with three competitors each. The two teams start simultaneously from the starting line at the track center and at the starting line on the opposite side, and then circle the track 3 times. Every lap, the preceding member comes down the track, and on

the last lap, one member arrives at the finishing line that marks the overall rank. The member situated on the inside of the track is supported by the starting block. In other words, 3 competitors compete on the first lap, whereas 2 compete on the second lap and 1 on the final lap. Here, the leading member must circle the track once and cycle up outside of the track and exit below the track without interfering with the opposing team, and the last cyclist must cycle the final lap by him or herself. When the overall time is tied, the team with the quickest final lap wins. The team sprint

event for women was adopted during the 2004 World Cup, in which two competitors cycle 2 laps, as

in the men’s event.

Sprint
Sprint is an official Olympic event in which 2~4 competitors are assigned to a group. Competitors will do 3 laps on tracks less than 333 m in length, and 2 laps around longer tracks. During the competition, the competitors can make use of diversions and tactics to pass the finishing line first, making it an interesting and thrilling brain game. First, a 200 m record competition is held for group assignment. In this match, competitors often make full spurts in the final lap, and mostly contend in the final 200 m. Naturally, competitors with the quickest instant speed during this 200 m distance have a higher chance of winning. The match is held as a tournament, in which the matches are normally conducted as a best of 3 games from the quarterfinals. The starting position is determined through a drawing, and the competitor positioned on the inside of the track must precede the first lap. During the 2nd round, the starting position is changed, and during the 3rd round, the starting position is again determined through a drawing.

Keirin
Keirin is an official Olympic event that is currently adopted in Korea and Japan. The matches are conducted in tournament fashion, in which the competitors circle 8 laps around the 250 m track (6 laps around a 333 m track) following a guide on a motorcycle. Any competitor who passes the guide is disqualified. Riding a motorcycle, the guide starts at a speed of 30 km/h, gradually increases the speed up to 50 km/h, and then exits from the track after being directed by the judge at approximately 600~700 m from the finish line. Here, the competitors continue the match, and the first competitor to reach the finish line wins. During the final spurt, the competitors cannot interfere with each other’s paths or attempt to unseat another competitor. They must also maintain their

own lanes to the finish line.

Team Pursuit
In team pursuit, a single team is comprised of 4 members who attempt to pass their opponents. The record of each team is recorded based on the time at which the front wheel of the 3rd member of each team arrives at the finishing line. Thus, the 3rd member of each team must attach an electronic signal-emitting device on the axis of the front wheel to measure the time. Records in this match are improved through inter-member cooperation and alternation skills between the 4-person team. At the moment a team is passed, the judge must signal both audibly and visually using a red flag. Passing is allowed when a team (at least 3 members) arrives within 1 m of the opposing team. The match is terminated the moment that the 3rd member of each team completes the designated distance and passes through the finish line. Also, the finals match is terminated at the moment that

a team (at least 3 members) passes the opposing team.

Omnium
In omnium, the winner is determined by adding the score of 6 events of both short and long distance. For men, there is the flying 1 lap (circling the velodrome once), 1 km solo, 4 km solo pursuit, 15 km scratch, elimination race and 30 km point race.

Flying 1 Lap: A match of circling a 250 m/333 m velodrome once

1km Time Trial : The solo match is a solo record match in which one member from each team spurts from the starting line to pass the finishing line (1 km for men and 500 m for women). The competitor with the shortest record wins. The starting order is determined by the judge, and all competitors start from the starting block.

4 km Solo Pursuit (Men's Elite: 4 km, Women's Elite: 3 km)
In the solo pursuit match, one member each from two teams enters the race to start simultaneously from the starting blocks at the starting line of the track center and the starting line on the opposite side. The competitors must attempt to pass each other while spurting 4 km for men and 3 km for women, with the competitor that arrives at the finish line the quickest (starting line of the competitor) winning the race. The match is conducted in a tournament fashion, with the preliminary matches only used for record-taking. Competitors who have been passed during the preliminary matches cannot pace with or pass another competitor during the match, and will be disqualified for doing so. The starting line for competitors in the preliminary matches is determined by the judge. When a competitor is absent in the finals match, the opposing competitor is declared the winner. When a competitor is absent for the 1st/2nd place position match, he or she is ranked 2nd, and one absent for the 3rd/4th place position match is ranked as 4th. However, any competitor that is absent without a fair reason is disqualified, with the corresponding rank left vacant. In the event of a false start, the starting judge will terminate the round with two gunshots. After that, the match restarts.

Scratch
A scratch match is a solo event of cycling a specific distance. The distance is 10 km for women’s elite and 15 km for men’s elite. Preliminary matches will be held when there is a large number of participants. Any competitor that is passed in the main group must leave the track immediately, and the final rank is determined according to the final sprint rank in consideration of the number of laps acquired. If some competitors are ahead of the main group by an entire lap, the finals round judge should classify them during the last sprint in giving the rank. The judge should signal the competitors by striking a bell on the final lap. This match is simple, yet speedy and interesting.

Elimination Race
Competitors gather at the finish line in a straight line. After the competitors begin cycling at normal speed and have formed a group, they start at flying start. In a track less than 333 m in length, they are given sprints (excluding 1 competitor) every 2 laps, and in a track more than 333 m in length, they are given sprints (excluding 1 competitor) every 1 lap. During every sprint, as soon as the rear wheel of the rearmost competitor touches the finish line, that competitor is eliminated and must leave the track immediately. When only two competitors remain, a final sprint finishes the match. The rank is determined at the moment the front wheel touches the finishing line. Also, a competitor overlapping another by an entire lap does not count in this match. Special rules are applied to this match.

30 km Points Race
In the point race, points are given every 6 laps for a 333 m track and every 10 laps for a 250 m track to determine the rank based on the total amount of points.

Road Racing
Individual Road Race
This race corresponds to the marathon in the track event; it is just as calorie consuming and demanding of a strong cardiopulmonary function. In the Olympic individual road race, the men's elite race 220~250 km while the women's elite race 100~140 km. This match is a road race participated in only by individual competitors. The rank is determined based on the order in which the competitors pass the finish line after starting simultaneously from the starting line. The athletes and coaches gather at the starting signature point to sign the start, and start collectively from the

starting line. All competitors can mutually support petty services, such as lending or exchanging food, drinks, tools and parts. The competitors may participate in the match while being supplied with food from designated personnel at a pre-designated supply site, or from their team vehicle. Supplies cannot be received within 50 km of the starting line and within 20 km of the finishing line. Also, no vehicle can pass the competitors within the final 10 km course. If equipment breaks down during the match, the competitor can receive support from the team's technical expert or from a neutral

vehicle. The match strictly forbids competitors from deviating from their selected lane or interfering with another competitor during the sprint, or performing any action that may endanger another participant. The rank is determined according to the order of competitors passing the finish line, and a photographic record is mandatory. Competitors within a group when passing the finishing line are considered to have an identical record time.

Individual Time Trial Road Race
The individual time trial road race is conducted on a course installed with safe and complete signboards. The Olympic cycle distance is 40~50 km for men's elite and 20~30 km for women's elite. The competitors start at an identical time interval. This time interval can be increased for competitors starting last. The start is made on the launching ramp, where the competitor must be supported on the launching ramp. The competitor cannot be pushed at this time, but the same person must hold onto each participant in an identical manner.

The match vehicle (carrying video equipment or race officials) must follow the competitor from 10 m back, and cannot pass or approach parallel to the competitor. Still, the vehicle may provide support for equipment repairs while both the competitor and the vehicle are stationary, and the vehicle

must not interfere with any other competitors. When a competitor is passed by another, the passed competitor is not allowed to draft behind the slipstream of the competitor in front. The passing time of the finishing line must be marked to a time that is accurate to at least 1/10 of a second.

MTB(Cross-country)
In an MTB competition, the course is mostly closed-down forest roads or country lanes with severe climbs and descents in the terrain. This became an official Olympic event in the Atlanta 1996

Olympics. The event course is evenly mixed with climbs, descents, plains, straight lanes and curves, which require the biker to comprehensively possess the various MTB techniques to win. The course must facilitate 100% use of MTBs, regardless of terrain and weather conditions.

BMX(Racing)
BMX is often understood as a sort of acrobatic cycling, but the BMX event adopted by the International Cycling Union (UCI) refers to a race through a 300~400 m mogul course demanding diverse techniques, reflexes and power. The competition was first officially conducted in the United States in the early 1970s, and was introduced to Europe in 1978. The International BMX Federation was established in 1981, has been hosting world championships since 1982, and was completely integrated as UCI in 1993. Since then, UCI has been hosting the world championships annually, and the event has been propagated globally and is developing rapidly. The match demands a standard BMX body and 20-inch wheels in the competition, in which the rank is determined based on the order of passing the finish line after starting from the starting line down a slight descent and over several artificial jumps (obstacles) and sharp curves. A total of 8 competitors start simultaneously in the 300~400 m stadium, and must utilize their unique speed, flexibility, power and technique to make it to the finishing line. The 4 fastest competitors make it to the following round. BMX was adopted as an official event in the Beijing 2008 Olympic Games, bringing even more attention to this sport.

EQUESTRIAN
Equestrian (horseback riding) sports are the only events in the Olympics and Asian Games in which humans form a team with animals, and also are the only events in which men and women can truly compete on an equal level. The jockey and horse both develop their skills, grace, boldness, agility and speed. The 7 equestrian events approved by the International Federation for Equestrian Sports (FEI) are eventing, show jumping, dressage, showman, hack, polo cross and drafting.

Dressage
Dressage is the most graceful event of all equestrian sports. In this event, the horse makes a designated movement according to the orders of the jockey. This event proceeds through 3 rounds. For the first 2 rounds, the horse and jockey demonstrate certain movements, including passages, pirouettes and piaffes in walk/trot/canter forms. The final round is a freestyle (KUR) match demonstrating choreography according to individually prepared music.

Eventing
Eventing includes dressage, cross-country and show jumping, and the jockey must be well-rounded to be excellent in all three events. Eventing demands patience and serenity, whereas cross-country demands boldness and speed, and show jumping demands accuracy and timing. Jockeys must jump over several fixed obstacles in fixed courses in the crosscountry event.

Show jumping
The show jumping event is greatly popular due to its spectator friendliness. The jockey must guide the horse while jumping over various obstacles installed in the course. These obstacles include vertical obstacles, pole obstacles, consecutive obstacles, water obstacles and artificial stone wall obstacles. In the show jumping event, the audience can enjoy the horse's jumping ability and the jockey's ability to accurately guide the horse through obstacles.

FENCING
Individual Match (Direct Elimination)
Time

Individual Match (Direct Elimination)

9 min. (3 min. X 3 rounds: 1 min. break per round)

1st round ends after gaining 8 points in sabre, and 2nd round continues after 1 min. break

Points
15 points

 
First to obtain 15 points within 9 min. of regulated time
Winner
When tied after
time has elapsed

 
The competitor possessing more points than his/her opponent after regulated time has elapsed

 
Judge gives choosing right to winner of drawing

 
First fencer to succeed in obtaining a point in the overtime wins

 
When unable to settle contest after 1 min. of overtime, competitor possessing choosing right in previ ous drawing wins

Team Match
Time
3 min. X 9 rounds

Points
45 points


Team Match

Winning
Team
When tied after
time has elapsed

 
First team to reach 45 points (9 rounds ✕ 5 points) or possessing more points upon time elapse wins

 
Relay Method: 3 fencers from one organization compete with 3 fencers

from an opposing organization in relay (total of 9 rounds)

 
5 points per round in relay (5-10-15……45), with each relay up to 3 min.

maximum

 
Two competitors in the first relay compete for up to 3 min. until one competitor reaches 5 points. Two competitors in the second relay compete for up to 3 min. until one competitor reaches 10 points. Subsequent relays continue consecutively in 5-point intervals

 
When both competitors fail to reach the pre-designated score of the relay after 3 min. have elapsed, the following competitor assumes the score upon termination of the previous relay and competes for up to 3 min. until reaching their pre-designated score.

 
The winner of the team match must either reach the maximum 45 points first or succeed in earning more points than the other team upon time elapse

 
Judge gives choosing right to team that wins drawing

 
Team of first fencer to succeed in obtaining a point in the overtime wins

 
When unable to settle contest after 1 min. of overtime, team possessing choosing right in previous drawing wins

FOOTBALL
Each team in Football is composed of 24 players including 11 starting and 13 substitute players. Each match is composed of two 45 minute halves, and a 15 minute halftime break is given in between the halves.

[Men] - When 32 teams are participating
Group Drawing Rule : Select 1stndrankings based on Guangzhou 2010 Asian Games

1st Preliminaries: Group league games

o League match of 8 groups each with 4 teams o 16 teams advance to 2ndround Quarterfinals: 8 team tournament

Semifinals: 4 team tournament

3rd Place Playoff: Playoff between losing teams in semifinals

Finals: Playoff between winning teams in semifinals

[Women]- When 12 teams are participating
Group Drawing Rule: Select 1st ~12thrankings based on Guangzhou 2010 Asian Games

Group Preliminaries: Group league games

o Group league of 3 groups each with 4 teams

o 8 teams advance to quarterfinals (1st/2 ndplace of each group + 2 teams with highest points among 3 rd place

Quarterfinals: 8 team tournament

Semifinals: 4 team tournament

3rd Place Playoff: Playoff between losing teams in semifinals Finals: Playoff between winning teams in semifinals [Common]

1 point given without extra time for preliminaries and women’s matches

Preliminary Points: 3 for winning, 1 for tying, 0 for losing

Preliminary Ranking Decision: Point – Goal Difference – Most Goals – Number of Wins - Drawing

From quarterfinals (for men), 15 min. of 1st /2nd half of extra time given when tying

Penalty shoot-out when tying after extra time

Penalty shoot-out without extra time when tying in 3 place playoff

GOLF
Team Competition
Teams are comprised of 3 or 4 players for men and 2 or 3 players for women. The competition

adopts the stroke play method with 72 holes over 4 days (18 holes each). All players must participate in the 4 rounds over the 4 days.

Team Score
For every 18 holes, the lowest scores of 3 out of 4 male players (2 out of 3 female players) are added as the team score of the corresponding round. When more than two team members have ended the game with identical scores, the score of the first player to finish the game is adopted, with the total team score for the 4 rounds being the team score of the team competition. The team with the

lowest total aggregation wins. The follow-up rank is determined in an identical fashion.

Tie (1st-3rd)
When the 1st/2nd/3rd places are tied, the competition committee can order an extended match in the hole-by-hole sudden death method at a designated hole. The sum of the lowest scores of 3 out of 4 male players (2 out of 3 female players) is the team score of the corresponding hole.

Individual Competition
The Round 4 score of each player in the team event is applied in the individual competition, and the player with the lowest score wins the individual competition.

Tie
When the 1st/2nd/3rd places are tied, the competition committee can order an extended match in the hole-by-hole sudden death method at a designated hole. When ranks below 4th place are tied, the count-back system (18 hole of final day – back 9 – back 6 – back 3 – 18 hole) is used to determine the ranking.

GYMNASTICS
Artistic Gymnastics
Competition No.1 (Team & Individual All-around)
Competition No.1 proceeds through group rotation. One group is comprised of a team of 4~6 gymnasts. One team is comprised of 5 gymnasts per event, with the top 4 scores per event being tallied as the team’s score.

There are 6 events for men and 4 events for women, comprised of 4 events of free performance. Only the gymnasts participating in all events are qualified to participate in Competition No. 2 (individual all-round finals)

Competition No. 2 (Individual All-round Finals)
There are 6 events for men and 4 events for women comprised of 4 events of free performance. Only the top 24 gymnasts of Competition No.1 can participate in Competition No. 2 (up to 2 male and 2 female gymnasts per country).

Tying is accepted.

The score of Competition No. 1 is not reflected in Competition No. 2, and the result of Competition

No. 2 is used to determine the winner of the individual all-round finals. Competition No. 3 (Finals per Event)

Competition No. 3 is comprised of finals that determine the winners of each event.

8 players with the higher final score (2 performances for vault) per event in Competition No. 1 can participate in the corresponding events (up to 2 male and 2 female gymnasts per country).

Rhythmic Sportive Gymnastics
Competition No. 1 (Team Competition & Individual All-round)
Each team is comprised of 3~4 gymnasts to conduct 12 performances (3 performances each by gymnasts in 4 different events), and the top 10 scores are added to determine the team’s ranking.

Competition No. 2 (Individual All-round Finals)

Only the top 24 gymnasts of Competition No. 1 can participate in Competition No. 2, in which they perform once for each event and add all scores to determine the ranking.

The result of Competition No. 1 is not reflected in the result of Competition No. 2.

Trampoline
Individual All-round
The preliminaries are matches for determining the qualification of individuals (men & women) for the finals, and the performance order is determined by drawing.

The individual ranking is determined by adding the score of the 1st and 2nd performances.

Individual Finals
The top 8 gymnasts of the preliminaries (1st/2nd performances) advance to the finals.

The starting order of the individual finals competition starts with the gymnast receiving the lowest score in the preliminaries and ends with the gymnast receiving the highest score in the preliminaries.

The ranking of the individual finals is determined by the highest final score of the final performance.

HANDBALL
Each team is composed of 7 players including 1 Goalkeeper. 7 substitute players maybe placed who can frequently be switched during the match.

The game time of teams above the age of 16 (both men & women) are 30 min. for both 1st /2 nd half, with a 10 min. of halftime break.

When normal game time is elapsed and there is still a need to determine the winning team, 5 min. of break time is given, followed by extra time. Extra time is 5 min. for both 1st /2nd half with 1 min. of halftime break.

When still a tie after the 1st extra time, a 2nd extra time is given after 5 min. break. The 2nd extra time is also 5 min. for both 1st/2nd half with 1 min. of halftime break.

When there is still a tie after the 2nd extra time, the winning team is determined based on the
competition rule of the corresponding year.

Preliminaries proceed in groups with the game results giving the following points: Victory: 2 points

Tie: 1 point to each team

Loss: 0 points

The team ranking is determined based on the total aggregation of points. When two or more teams share the same points after the group competition, the following factors are used to determine

ranking:

Scoring result between related teams

Goal difference in games of related teams

Most goals in games of related teams

When the teams are still tied, determine the ranking of tied teams based on the following factors: Goal difference in all games

Most goals in all games

When unable to determine ranking based on above methods, determine ranking based on drawing

HOCKEY
In the field hockey, each team is consisting of 11 players and submits a roster of 16 players. Substitution is possible only after the penalty corner or before the end of the penalty corner. The exception is when a goalkeeper is injured, in which case substitution is allowed without any limitations

There is no overtime during a qualifying game, even when the final score is a draw. During playoffs, up to two overtime periods lasting 7 min 30 sec each will be held, and the game ends with the first goal scored. If the game is still tied after two overtime periods, the two teams will have a penalty shootout.

There are 2 periods in a hockey match, which are 35 min in length, with 5-10 min of break time in between. The teams change sides after the first half. The match starts with a center pass from the center field, and the second half is started by giving the ball to a player on the team that did not have the first possession of the ball in the first half.

Depending on the number of participating teams, the event is organized into league, semi-finals, finals, and playoffs.

League (When there are 8 or more participating teams)

Organized into 2 groups (A, B) with (O) number of teams, and full league matches are conducted within each group. Teams of each group play with all opposing teams.

Semi-finals

1stand 2nd ranking teams in each group from the league play the following cross-over match A1 vs. B2, B1 vs. A2.

Finals

Winner of the semi-finals advance to the finals to decide the overall 1st and 2ndteams. Teams that are defeated during the semi-finals play in the 3rdand 4th playoffs.

Playoffs: Playoffs are conducted as follows. Playoffs for 5th~8thplace: A3 vs. B4, B4 vs. A3.

Winner of this match would play in the 5thand 6thplace playoffs, and the defeated team would play
in the 7thand 8th place playoffs

9th ~10th place match:A6 vs. B5.

11th~12th place match:  A6 vs. B6. Ranking procedure in the event of a draw

* When two teams or more are tied after the league match, ranking is decided according to the
following procedure (3 points for a win, 1 point for a draw, 0 point for a loss).

* Rank is decided by the number of wins by each team.

* When two teams or more are still tied, it is decided through goal differences(In other words, subtract opponent team’s scores from the team’s score) Goals gained are more significant than goals lost in determining goal differences.

* When still tied, the number of goals determines the rank.

* When still tied, the results of the previous match determine the rank.

* When two teams or more are still tied, the rank is determined through penalty stroke matches

(penalty shootout).

JUDO
Judo does not involve such approaches as kicking, punching, hitting or knocking down the opponent by attacking the joints. It also does not use tools of any type. Judo is a sport in which competitors try to take down their opponent by using balance, power or movement while holding onto each other’s judogi.

In a judo match, the two players, judoka, bout for five minutes while wearing blue and white judogi. There is one main referee, and two sub referees.

The scores are made by achieving ippon, waza-ari, and yuko. The player who scores one ippon or

two waza-ari first wins the match. If this does not happen, the player with the most points at the end of the match wins.

Judo matches are divided into tournaments based on different weight classes. Players who lose in the quarter-finals enter the consolation match. A double repechage round is introduced, in which two players compete for the 3rdrank.

When the two players are tied after a 5-minute match, an additional round for Golden Score lasting

3 minutes is conducted. Any player who scores before his or her opponent during the Golden Score round wins the match.

KABADDI
Players
7~12 players per team (7 active players, 5 substitutes) According to the regulations of the Asian

Games, the weight of male players must be 80 kg or less.

Game period
Men play for 20 minutes in each half with a 5 minute half-time break. Women and men weighing 50 kg or less play 15 minutes in each half with a 5 minute half-time break. (There is extra time in the event of a tie score after the game. Extra time is played for 5 minutes in each half.) There is a court change after the first half.

Scores
1 point for every player in the team’s area after a tag or physical contact / 1 point for the defenders when the ‘raider’ (attacker) is caught or fails.

Game progress
* Coin flip

Captains of each team meet at the middle line for the coin flip, and the winner can chose to attack or select the court side. (The second half starts with the attack by the side that defended in the first half.)

* Chant

Players chant ‘Kabaddi, Kabaddi’ as soon as a player (raider) of a team comes into the opposing team’s court. This is called chant, and is also a period in which players can attack by going to the opposing team’s court.

* Raider

The raiding team scores when the raider returns after tagging the defender. The raider scores 1 point by tagging 1 player, and 2 points by tagging 2 players. Tagging with the feet is allowed! When the chanting ends while the raider is attacking, the defending team earns 1 point.

The raider must return before the chant is over, and must pass by stepping on the baulk line or by tagging the opposing player.

When the raider returns after tagging a player (raider’s body passing the midline), the tagged player

is out, and must be sent off the field.

* Defender

Defenders must block the raider from returning. 2 players should grab the raider’s hands, or a single player should grab the legs. The raider is sent off the field when caught. Defenders should catch the raider to prevent the raider from earning points before the raider tags a player.

* Shift of attacking side

When 1 raid by the raider is over, the other team sends a raider.

Likewise, the teams send raiders in shifts. (A player can perform as many raids as he/she desires.)

* Return of the players

When a team earns points after an elimination of an opposing player, the number of players corresponding to the amount of points can return. In such case, players can return in the order they were eliminated.

* Inside Line

Sideline refers to the inside line and the outside line. When there is no contact between the raider and the defenders, players must not cross the inside line.

* When players cross the inside line without contact between defenders and raider, they are sent off the field. The raid by the raider still continues. Also, when the raider crosses the inside line without tagging the defenders, the raider is sent off the field.

* Outside Line

After the contact between the raider and the defenders, the court is expanded to the outside line, creating a lobby. For outside lines, players can go out of the court when a part of their body is still within the line.

However, when the player is completely out of the court, he/she is out. When the player is out of the court but a part of his/her body is in touch with a defender in mid-air, he/she is not considered out.

* Third and Last Raid

When a raider fails to touch a defender, or is not caught after 3 raids (raid with no score), the opposing team earns a point at the end of the third raid. This point is called an unproductive point.

* Lona

If the entire team is eliminated, the opposing team earns 2 points, allowing the entire team to return back to court. When a team has 2 players or less on the court, it can declare a lona. In such case, 2 points and the additional points corresponding to the players left on the court are granted to the opposing team.

* Substitution

Substitutions can be basically made at a halftime and a time out.

* Stoppage in a match

Time outs are given twice each in the first and second half of the game in which substitutions are possible. Only in the case of injuries shall the game be stopped for two(2) minutes where substitutions are not allowed. If a substitution is wanted, the relative team shall call for a time out.

Foul

* Kicking from the front

* Excessive contact (Punching, etc.)

* Grabbing the hair

* Pulling the clothes

* Dangerous actions, such as when a defender tackles the raider above the neck

* Defender deliberately pushes the raider out of the side line

* Deliberately stopping the chant

* Catching the raider by strangling the raider with both legs

* Raising severe claims on the decisions of the referee

Check before matches

* Neat fingernails

* Tying long hair

* Remove all metal jewelry (earrings, rings, watches, etc.)

Cautions during matches

* Must not take over 5 seconds when sending a raider

* No personnel other than players should step in the court area

* Ensure chants are loud enough to be easily heard

* Raider must start chanting before going to the court of the opposing team

* Players who are out must stand-by on the sitting-block

* No players, excluding the captain, can give instructions during the match. Captains can only talk to players when they are in their area. Any form of coaching by a coach or player is forbidden.

* Must not send 2 or more raiders

Officials

* Consists of 1 referee, 2 umpires, 1 recorder, and 2 assistant recorders. Officials must wear an armband indicating their position.

* Referee (1 person)

a. Undertakes all responsibility regarding the progress of the match b. Directs member changes

c. Declares the start of the match and half-time, inform of the end of the match 5 minutes in
advance, calls a time-out in case of injuries.

* Umpire (2 persons)

Makes the following decisions

a. Whether a tag is valid or not / Safe return of the raider / Capture of the raider b. Line out announcement / Checking whether a player is sent off the court

c. Fouls, warnings, disqualifications, penalty points

When the 2 umpires cannot agree on such decisions, the referee makes the final decision

* Recorder (1 person)

a. Confirm participating players

b. Record the scores of both teams

* Assistant recorder (2 persons)

a. Record point loss

b. Equivalent authority to that of the umpire regarding line out

c. Instruct and confirm the order of returning players

KARATE
Kata
Kata organized and shaped the skills of blocking, kicking, striking, bending, and throwing. It displays the stance of defending and counter-attacking adversaries.

The winner shall be determined by the best of 5 match referees for players classified by blue or red. Kata consists of team and individual performances. A team consists of 3 players. In the Asian Games,

there is only individual game. Practitioners perform essential and selective kata for 5 minutes. They
must perform different kata in each round.

Kumite
Kumite is a sparring match of Karate, categorized into individual and team matches. Individual matches are also divided into different weight classes.

The regular match time is 3 minutes for men and 2 minutes for women. An additional 1 minute will be added to the final and semi-final matches which add up to 4 minutes for men and 3 minutes for women.

Participants receive points according to the skills and moves used. Middle and high strikes are 1 point, middle kicks are 2 points, and high kicks are 3 points.

3 points are granted when participants punch or kick the opponent after knocking down the opponent.

Fouls are classified by type and consist of advice, warning (1 point given to opposition), caution on foul (2 points given to opposition), disqualification on fouls (win given to opposition)

Warnings and cautions are separately given.

If the scores are tied or zero at the end of the match, a 1 rematch shall be played.

If the scores are still tied at the end of the rematch, the win shall be determined by the decision of the referees overseeing the match.

MODERN PENTATHLON ROWING
Depending on the number of participants, the ranks are determined through qualifier round,
consolation match, semi-finals, and finals.

The drawing for the qualifier round is conducted during the team meeting held a day before the first match. When only finals need to be held, the drawing for the lanes is held as well. Matches after the qualifier round are determined by the match results (ranks).

When there are less than 7 participating teams, the lane drawing for preliminary matches is conducted in the team meeting. Lanes for the finals are determined according to the results of the preliminary matches.

Ranks are determined by the order of Bow Balls in front of the boat when passing the finish line.

All lightweight players and coxswain must be weighed one to two hours before every first match of the day.

RUBGY
Rugby is played with two teams consisting of 7 players who comply with the rules and compete in a spirit of fair play. It is a game of running, passing, kicking and grounding with the ball in order to score the most points.

The key point about rugby that distinguishes it from American football is that players cannot pass the ball forward. All passes must be made to players standing on an equal line or behind.

Players can score through a try (taking the ball to the endpoint of the opposing team’s goal line, and placing it on the ground) or by throwing the ball between the goal posts. A successful try is worth 5 points, and another 2 points are given if the subsequent Conversion Kick is made. Also, 3 points are given for making a Drop Kick (kicking the ball after bouncing it on the ground) or a Penalty Kick (provided after a severe foul by the opposing team).

The rugby adopted for the 2016 Rio de Janeiro Olympic Games is a seven-per-side rugby with only 7 players.

‘Rugby Sevens’ lasts for 14 min (7 min for each half, 1 min of break time / 10 min for each half and

2 min for break time in the finals) Seeds

* The top 3~4 teams are seeded accordingly, and the ranks are determined by the latest Asian
tournament results and an agreement with the International Rugby Board. Game Time

* Qualifier round: 7 min halves, Total of 14 minutes (1 min half-time break)

* Finals: 10 min halves, Total of 20 minutes (2 min half-time break)

* Extra Time: 5 min halves. No half-time break, and teams change sides after the first half. Game method

* When there are 2 groups

After cross-matches between the 1stand 2ndrank team of each group, winners of each cross-match advance to the finals, whereas defeated teams play in the 3rdplace playoff.

* When there are 3 groups

The 1stranking team of each group and the 2ndranking team with the best results advance to the semi-finals, which are conducted among a total of four teams through the knock-out method. Winners in the semi-finals advance to the finals, whereas the defeated play in the 3rdplace playoff.

* When there are 4 groups

The top 2 teams of each group advance to the quarter-finals through the knock-out method. Winners in the semi-finals advance to the finals, whereas the defeated play in the 3rdplace playoff.

In case of a draw

Apply a knock-out method in quarter-finals, semi-finals, finals, and 3rd place playoff.

Each half has 5minutes, but there is no half-time break in extra time. The sudden-death system is applied. When the game remains a tie, the winning team will be determined through a coin flip.

Methods of providing points in the qualifier round

Applies the system of win points

4 points for a win, 2 points for a draw, 1 point for a loss, 0 points for forfeit

In the event that a team is granted an unearned victory or forfeits during a group league tournament, the opposing team is granted 4 points.

If a team forfeits, its scores lost and gained during the match become invalid

If 2 or more teams in the same group have the same points, their ranks are determined as follows.

* Winner of the previous match

* When there was a draw in the previous match, the team with larger goal difference

* When the goal difference is equivalent, the team with larger try scores difference

* When the try scores are equivalent, the team that scored the most during the league tournament becomes the winner. If the game remains a tie, the ranks would be determined by a coin flip.

SAILING
Yacht sailing takes place in triangular courses, quadrilateral courses, M courses, and windward- leeward courses, in which the sailing boats have to race within the time limit (usually 1H 30min).

Unlike other events, which have a starting line that participants begin the race from at the signal, sailing has a virtual starting line of the main vessel (R/C vessel) and one buoy. All yachts spin around within the virtual starting line and wait for the starting signal. Yachts that start the race before the signal must return and re-start after receiving a penalty.

Starting procedures are as follows.

① Warning Signal- The class flag of the mast in the main vessel goes up, and the warning signal rings
5 minutes before the actual starting time.

② Ready Signal - The P, I, Z or black flag of the mast in the main vessel goes up and the ready signal rings 4 minutes before the actual starting time.

③ 1 Min Signal – Ready signal flags (P flag, etc.) of the mast in the main vessel go down 1 minute before the actual starting time, and a sound signal rings once.

④ Starting Signal – The class flag of the mast in the main vessel goes down, and a sound signal rings.

Determining Rank

Since sailing is influenced by various marine conditions such as the wind, tide, and wave, its results are not determined with one race alone. After numerous races, the rankings are determined with the overall scores. One to two races are held each day, with 5~12 races being held in total. The results are determined by adding all the penalty points in the races, excluding the race with the lowest achievement. Points can be calculated using either the bonus point method or the low-point

method. In the bonus point method, 0 penalty points are added for 1st place, 3 for 2nd place, 5.7 for
3rd place, 8 for 4th place, 10 for 5th place, and 11.7 for 6th place. 6 penalty points are added to their ranks for 7th place and below. In the low-point method, 1 penalty point is added for 1st place, 2 for

2nd place, 3 for 3rd place, 4 for 4th place, and so forth. Recently, the low-point method has been widely used. Protest Committee Organization and Management

Since sailing is an event that takes place in the vast ocean, the hosting organizing committee accepts
objections, allowing a protest committee to hold hearings and judgments. Here, the protest committee can take the form of a sports committee, sub-committee of the sports committee, independent protest committee or one of the judging divisions.

Any yacht that witnesses a violation of the rules can protest. Protests can be divided by type into

two categories. First is a protest of a rule violation by other competitors. The other type of protest is lodged in a situation where a participant experiences disadvantages in the final rankings due to another irresistible force.

The protest committee judges whether the protest was submitted before the deadline (usually within 2 hours after the end of the race of the protesting yacht) and whether it is valid.

If valid, the committee must accept the protest and open a hearing as soon as possible.

The protest committee must allow the protesting yacht and the protested yacht to view a copy of the protesting document. It must also inform both sides of the time and location of the hearing.

The protest committee must judge based on identified facts, and carry out such measures as disqualification, penalty, relief, etc.

SEPAKTAKRAW
Sepaktakraw is a sport played by two teams of 2~3 players in a court. Players use all parts of their bodies, excluding their hands (and arms) to send the ball to the opposing court in 3 attempts. The winning point for each set is 21 points. The teams exchange court sides after each set. The first team to win 2 sets gains victory. If the competing teams win one set each, the game will proceed with its third set so called “overtime” with 15 points.

Regu event(Regu is Malay for 'team')
There are 5 players with participating players and 2 substitutes for each team. One of 3 players is on

the back(‘Tekong’).

The other 2 players will be located on each side to the front of the court and be called “right front”

and “left front”.

Team event
Equivalent to the rules of Regu matches. It consists of 3 Regus.

Competition format follows that of Regu and is composed of 3 Regu matches

Double event
2 players for each team, with 1 substitute.

One player can serve the ball from anywhere behind the baseline, and the other player which is not serving shall be located inside the court.

SHOOTING
Shooting is held under the regulations of the International Shooting Sport Federation (ISSF) by participants from a limited roster (3 players). It is divided into individual and team competition for each type. Team competition ranking is determined by the overall performance of 3 members in the final round.

Shooting events include 10 m air pistol lane, 25 m pistol lane, 50 m rifle lane, clay lane, and running target lane. Players must fire their shots within the time limit defined by the regulations of ISSF.

The target results of the final round were previously graded in the presence of a jury after the competition, but now an electronic target (EST) is used, reducing the amount of time required. Rankings of individual competitions with finals are determined by calculating the results of the final round to one decimal place.

Individual competition is divided into events with finals and events without.

Shooting lanes are determined randomly by the computer in the presence of the technology delegate (TD), based on the final roster submitted by the participating nations. The results are then announced during the representative meeting, and posted on the bulletin (Cooperative matters).

In final competitions, the lanes are selected based on the records of the final round.

Participants must receive inspection of their equipment (guns, shooting coat & miscellaneous devices) 1 hour before the competition according to the regulations of ISSF.

SQUASH
Squash matches include both tournament and league matches (individual/tournament, team/group league & tournament). Men/Women qualifier and final rounds apply a 5 game match with a winning point of 11 points.

Basic rules

* 2 players play in a court of 66 square meters, with walls on all sides. They use the four side walls and the floor, excluding the ceiling.

* After the service, players can use any wall except the space above the outline and the tin. However, the returned ball must hit the front wall.

* When the receiver returns the served ball well, players hit the ball in the same manner.

* The ball must bound from the floor only once. (Bound only refers to the ball hitting the floor)

* Only one stroke is allowed.

* In case of interference, the opposing player is awarded a ‘let’ or a ‘stroke.’ A ‘let’ allows the opposing player to count again, while a ‘stroke’ grants a point or deprives the serving right.

* Loss of points

When the receiver fails to hit the ball towards the front wall before the second bound

When the returned ball hits the floor before hitting the front wall When the returned ball hits the wall outside the regulation line When a player deliberately interferes with the play of the opponent

When the ball hits the player who just hit the ball, or when the player completely blocks the view of
the opponent

* Miscellaneous

Serving player can chose the location for the first serve (selection between left and right) Serve of the second game after the first game is done by the winner of the previous game

Singles
* Best out of five, with a winning point of 11 points. The first player who scores 11 points wins a game. The server or the receiver who wins the rally receives a point. When a rally is lost, the player gives away a point, and allows the opponent to serve.

* Service box moves every time a point is added, and it must be used in shifts. The first serve after gaining the serving right can be made in any of the boxes.

* Any player winning a rally earns a point. The next serve must be made in the different box.

* When the game is tied at 10 to 10, it is progressed until there is a 2-point difference. Doubles
* Best out of five, with a winning point of 11 points, as with singles

* Serving rights are granted to all two players on each team

* Service box moves every time a point is added, and it must be used in shifts. When the partner loses in a rally, the serve must be made at the opposite box.

* Any player can stroke in rallies after the serve, like in tennis doubles. Players must hit the front wall with the ball in shifts with the opponents, like the singles.

* Unlike singles, when the game is tied at 10 to 10, the team first that earns 11 points wins the game.

TABLE TENNIS
Team event
The first round of the team event is conducted in a round robin method. Top 8 teams in each group shall advance to the second round.

The second round of the team event is conducted in the “World championship” method. (A-X, B-Y, C- Z, A-Y, B-X)
All matches are composed of 5 sets while each set is composed of five 11-point games. (best 3 out of

5)
Single event
All single events are conducted in a knock-out method. All single matches, semi-final and final matches for mixed double, men’s double, and women’s double are conducted in 7 sets of 11point games. (best 4 out of 7)

All matches in mixed double, men’s double, and women’s double prior to the semi-final and final matches are conducted in a five set 11 point games.

Service

The ball must first bounce on the server’s side, go over the net and touch the opponent’s half.

Player receiving the service must hit the ball after it bounces on the table, and send the ball over the

net or spin the ball towards the opponent’s half.

Service change takes place every two services. However, when players are tied at 10 at deuce, it changes every service.

Points

If the ball does not bounce on the opponent’s half, or does not go over the net in services, receives, and all the after shots, the player who originally hit the ball loses a point. A false swing also loses a point.

When the opponent cannot return the ball, a point is earned.

Players score 1 point at a time, and the first player to reach 11 points wins the game. TAEKWONDO
Match method

Matches are conducted under a single elimination tournament by weight class. Winners of the semi- finals advance to the finals. The players defeated in the semi-finals take 3rd place.

FOP consists of two 12m×12m mats on two 14m×14m podiums. The ground must be 8m×8m wide, and plain with no obstacles. The podium is 1m above ground level.

The bouts consist of 3 2-minute rounds, each separated by a 1-minute break. When tied after the end of the 3rd round, a sudden-death 4th round of 2 minutes takes place after a 1-minute break. When still tied, the results are determined by the referees.

Points and warnings received during the rounds are publicly indicated on the screen.

There are various types of victories, including K.O. win, RSC win, win on decision or points, win on forfeit, win on disqualification, win on foul from opponent, etc. Players must don a protective vest, helmet, groin guard, shin-guard, arm-guard, mouthpiece, etc. before the match.

TENNIS
Game method

* Game results are determined by points, while set results are determined by the number of games won.

* The knock-out method is in effect in all Asian Game tennis matches, including singles, doubles and team matches. The first side to win 3 sets takes victory. Team matches consist of 3 matches, which are 2 singles and 1 doubles.

* Tennis matches consist of 4 steps, which are points, games, sets, and matches. When an attack is

successful during a game, the player(s) receive a score, and this is referred as ‘point.’

* When the player(s) first gain 4 points, the game is won. If the score is tied at 3 to 3, it is called a deuce. Here, the first side to earn 2 consecutive points wins the game.

* The first side to win 6 games wins the set.

Serve

* Serve must be made within the baseline, sideline and center mark.

* The same person serves the ball until the game is over. The opponent serves in the next game. Point Loss

* When the server fails to serve the ball for two consecutive times.

* When the ball is caught on the net or goes out of bounds.

* When the player fails to hit the ball after a bounce on his/her court.

* When the ball hits the body or clothes.

* When the player’s body or racket contacts the net or post. Soft Tennis
Game method

* Soft tennis unlike tennis, which takes the set-method, takes the game-method. Call is determined as 0 (zero), 1 (one point), 2 (two points), 3 (three points), and 4 (four points) and is counted from the service side. The calls for the Game counts are the same.

* The win in a set is by taking 4 points before the opposition. However, is both sides are tied at three points, ( i.e. 3:3), then it is called a deux in which the first point after that shall be called an “advantage” and a consecutive point shall give a win in the Game.

* Single matches consist of 7 sets, doubles consists of 9 sets by principle. Wins in 4sets and 5 sets are needed to win in a 7 set, and 9 set games respectively.

TRIATHLON
The Individual Triathlon event is conducted on an Olympic course which includes, 1.5km swim, 40km cycling, and a 10km run while the combined competition proceeds in the order of 250 m swim, 6.6 km cycling, and 1.6 km run, and a player must touch the next player after completing the course. It is a relay of 4 players in the sequence of female-male-female-male.

Based on the confirmation date of the final roster, the starting point of swimming is decided according to the world rankings.

When the competitor fails to observe the rules of ITU, the referee must take such measures as warning (oral warning or time penalty of ‘stop and go’), disqualification, deprivation of qualification, and permanent expulsion.

When the three contests (swimming, cycling, running) are conducted consecutively, the ranks are determined by the order in which competitors pass the finish line.

The game ends when any part of the competitor’s body, excluding the head, neck, arms, shoulders,

hips and feet, touches the finish line.

VOLLEYBALL
Volleyball is a sport in which players use their bodies to toss the ball over the net towards the

opponents’ court on a 9m×18m court. Points are earned and lost when the ball touches the ground.

The first team to win 3 sets gains victory. When the set score is tied at 2 to 2, the final set (5th set) for 15 points must end with a 2-point difference. The first team to earn 25 points with at least a 2- point difference wins the set (excluding the 5th set). If the teams are tied at 24 to 24, the set will continue until there is a 2-point difference (e.g. 26 to 24, 27 to 25…).

Beach volleyball is a sport in which 2 teams of 2 players each play with a volleyball on sand. The first team to win 2 sets wins the match. When the set score is tied at 1 to 1, the teams must earn 15 points with a 2-point difference from the opposing team in the final set (3rd set). The first team to earn 21 points with at least a 2-point difference wins the set (excluding the 3rd set). When the

teams are tied at 20 to 20, the set will continue until there is a 2-point difference (e.g. 22 to 20, 23 to

21…).

WEIGHTLIFTING
Weightlifting competitions take place on a 15 cm high 4m×4m space on top of a 50~70 cm high stage of 12m×12m. 3 attempts are provided in snatch and clean and jerk competitions. The player lifting the heaviest weight wins. When the record and weight level are the same, the competitor with a lighter weight wins. When the exact weight and records are equivalent, the competitor who made the first record wins. 1 minute is given for each attempt. When the same competitor makes consecutive attempts, 2 minutes is provided for the attempt. Competitors must inform staff of the weights they will attempt in advance, and they have 2 opportunities to change the weight in each attempt. Such changes must be made within 30 seconds after the competitor’s name is called. There is 1 main referee at the center, and 1 sub-referee on each side. Success in weightlifting is

determined by majority. 5 jury members judge the referees’ decisions, and can change the decisions
if considered unfair.

Snatch
Competitors have a wide grip on the bar, and lift it above their head in a single movement. Competitors must maintain their arms and legs straight, with legs parallel, until the referee gives a signal.

Clean and Jerk
Competitors have a grip on the bar at shoulder-width, and first lift it up to their chest. Then, they finally lift the bar above their head. Here, competitors can spread their legs, or place one leg forward and backward.

WRESTLING
Matching method

This is conducted in a tournament method with elimination rounds. Matching lists are determined with the ideal numbers of 4, 8, 16, 32 and 64 players.

Weight classes with the number of players exceeding the ideal numbers of 4, 8, and 16 must confirm the final match list after qualification rounds.

Players who lost in the semi-finals advance to the repechage round.

Matches for each weight class must end within a day. Competitors in each weight class must have their weights checked on the day before the match.

Match Period

* 3 rounds of 2 minutes, with 30 seconds of break-time between rounds

* Winner must be determined after each round

* When a single competitor wins 2 consecutive rounds, the 3rd round is not held

* The entire match ends in the event of a fall victory

* When there is a 6-point difference in a round, the round ends

* When the round ends without a winner with a 0:0 score, the red competitor holds control in the

1st round, while the blue competitor holds control in the 2nd round. When the 3rd round ends at a score of 0:0, the winner is determined after the referee gives the control to a competitor through a random drawing.

Wrestling Styles

1. Greco-Roman

* This was introduced in France in the early 19th century, and became widely popular. It was given its name because it followed the traditional games of ancient Greece and Rome.

* Rules and procedures are equivalent to freestyle wrestling. However, competitors must only attack and defend by using the parts of the body above the waist, whereas freestyle wrestling allows the usage of all upper and lower parts of the body.

2. Freestyle

* Competitors can hold onto any parts of the body, including the legs. It is also called freestyle wrestling.

* Competitors are allowed to throw and hold any parts of the body, excluding the vital points in the body. Unlike the classic methods of Greco-Roman wrestling, freestyle wrestling allows competitors to freely attack and defend, and thus demands tremendous stamina, skill and intelligence.

WUSHU
In the Asian Games, this has various types, such as Tai Chi Chuan, Nanquan, and Changquan. Tai Chi is fairly slow, with flexible and smooth movements. Its focus is to avoid strong and concentrated attacks while conducting a balanced counter-attack. It is popular for health promotion in daily life, as

it is easy for women and elderly to learn. Nanquan, requiring moderate movements, is usually popular around the Guangdong and Fujian located south of the Yangtze River. It is characterized by shouts when stretching both arms after gathering the strength of the legs. Changquan refers to Chaquan, Huaquan, and Shaolinquan. It is characterized by its large movements and flexibility. It moves the entire body, like floor exercises. Its movements are elegant and beautiful. 5 judges grade the performance. 6 points are allocated for technique, 2 points for strength, and 2 points for attitude, uniform, time management, and posture, adding up to a total of 10 points maximum. Scores in Sanshou competition range from 0 to 3. 3 points are granted when a practitioner attacks the

opponent and sends the opponent out of the ring; for attacking the opponent’s target spot (or

making the opponent fall) with a technique (轉身掃輩腿); for attacking and making the opponent fall (body on the floor, excluding the feet) with a leg technique; and for making the opponent fall

with a technique while slightly moving aside. Practitioners are granted 2 points when they are standing while the opponent falls. 2 points are also granted when they strike the body of the opponent with a technique. Also, when the opponent receives a warning, 2 points are awarded. For striking the opponent’s target spot with a simple skill, 1 point is granted. When practitioners strike the head or leg of the opponent with a technique one time, 1 point is granted. When both practitioners fail to attack in 8 seconds, the referee instructs a practitioner to conduct an attack. If the instructed practitioner fails to attack for an additional 8 seconds, his/her opponent is awarded 1 point. 1 point is granted for the first caution. When both practitioners fall down after attempting a technique, the practitioner who fell down last is granted 1 point.

