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This rule book provides a comprehensive list of rules and procedures for the various sports competitions in 
Spring Games 2010. 
 
The rules are subject to change. 
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BADMINTON 
 
 
ω All other rules apart from those stated below are as per IBF standards. 
ω Each team comprises of 4 players (three men, one woman), although schools can select a maximum 
squad of 6 to participate. Teams will contest for shuttlecock glory in four ǎŜǇŀǊŀǘŜ ŜǾŜƴǘǎΥ aŜƴΩǎ {ƛƴƎƭŜǎΣ 
²ƻƳŜƴΩǎ {ƛƴƎƭŜǎΣ aŜƴΩǎ 5ƻǳōƭŜǎ and Mixed Doubles. Players can participate in more than one of the 
events. 
ω If the player(s) supposed to play the match is(are) not available for play when called, the team will forfeit 
the match against that opponent. A maximum of 10 minute leeway is acceptable. Each match will be 
contested over the best of three sets. The schedule of fixtures for matches shall be published by the Spring 
Games Organization after all the teams are sent by all visiting universities. Any changes to such fixtures 
must be approved by the Spring Games Organization. 
ω Postponements of matches and changes of venue will not be permitted under normal circumstances. In 
exceptional circumstances, requests may be made to the Spring Games Organization, whose decision shall 
be final. 
ω Prior to the start of the tournament, each team is required to register a minimum of 4 and maximum of 6 
players per team. Playing a non-registered player may result in the deduction of points and/or cancellation 
ƻŦ ǘƘŜ ǘŜŀƳΩǎ ǊŜƎƛǎǘǊŀǘƛƻƴΦ 
 
Visiting B-Schools will need to submit their roster on the day of their arrival to Spring Games Organization. 
 
SINGLES: 
ω To save time, scoring in all matches will be adjusted so that a total of 11 points wins a set. It will NOT be 
the rally point system and the service side changes in case the player serving loses the point. This however, 
will not result in any point for both sides. i.e., a point can be gained only while serving. If a contest reaches 
the score of 10-10, the first player to create a difference of 2 points (e.g.: 12-10, 15-13) will be awarded the 
set. 
ω Players change sides at the end of a game. In the third game, when the leading score reaches 6 points, 
the players change sides. All other rules follow IBF standards. 
 
DOUBLES: 
ω Rules similar to the SINGLES rules hold good here. The only difference is that the serving side gets to 
serve twice (once from each player). The scoring system remains the same. 
 
TOURNAMENT SCORING SYSTEM: 
ω The winner of each match gets 3 points and the loser gets 1 point. The overall number of points won in all 
matches played in pool matches will be taken into consideration if two teams finish level on points in their 
group. The total points gained by all the team members decide the overall badminton champion, runner-up 
and bronze medalist. 
 
Participants will need to bring their own racquets and accessories like wrist bands, etc. to participate in the 
tournament. The Spring Games Organization will take care of all refreshments and shuttlecocks will be 
provided by Spring Games Organization! 
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BASKETBALL όaŜƴΩǎύ 
 
Basic Rules: 

 One team of minimum 5 players, maximum 12 players per school squad, with at least one woman 
on the court at all times. 

 Preliminary round: 2 halves of 20 minutes each, plus a 5-minute break. 

 Semi-final and Final: 2 halves of 20 minutes each, plus a 10-minute break. 
 Independent referees will be present for all games. 

 Official European basketball rules will be applied. 

 Only One Team per school (possibilities for more to be determined based upon facility availability) 
 
Structure of competition (assuming 8 teams): 
 
Teams will be assigned random numbers and placed into one of two pools of four teams (will be 
determined by overall number of entrants). Each team will play every other team within its own pool to 
find out who will proceed to the next round, knockout play. 
After pool play, there will be the top 2 teams from each pool will advance (based on decision criteria 
below). These four teams will be ranked 1 through 4 and placed in to knockout tournament play. 
 
Knockout tournament play: 
 

 

 
The Scoring System: 
 
The top two teams of each pool will advance to knockout tournament. The winner of each pool will be 
selected by the total number of wins. 
The winner of each pool will have the most wins of all the teams within its own pool. If there is a tie 
between two teams as to who wins the pool (with the teams in question having the same win-loss record) 
the criteria for locating the pool winner will be as follows in this order: 
a) Tie-breaker (who won the game between the teams in question) 
b) Point differential (total points scored minus total points against) 
c) Total number of points scored for 
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Clothing: 
 
We ask that all teams ensure that they bring one dark top (color and style unimportant, as long as they are 
the same color) and one white top to the tournament. The shirt must be numbered. In that way, the 
organizers can ensure proper differentiation on the court, which will help players and referees alike. 
 

BASKETBALL ό²ƻƳŜƴΩǎύ 
 
CƻǊƳŀǘ ǘƻ ōŜ ŘŜǘŜǊƳƛƴŜŘ ōŀǎŜŘ ƻƴ ŘŜƳŀƴŘΦ   aƻǎǘ ƭƛƪŜƭȅ ŦƻǊƳŀǘ ǘƘŀǘ ŘƛŦŦŜǊǎ ŦǊƻƳ aŜƴΩǎ .ŀǎƪŜǘōŀƭƭΥ 
 

- 3x3 half-court tournament (unless demand allows for full court) 
- 15 minutes halves 

 
Rules to be updated based on responses.  
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BEACH VOLLEY 
 
Team Setup 
 

 Each university can nominate up to 2 teams 
 A team consists of 3 players on the court. One female player has to be on the court at all times. No 

substitutions are allowed during one set 

 Up to 5 players can be nominated per team, and the list of players for a team cannot be changed  
during the tournament 

 Teams who are not playing have to provide referees (these times will be included in the schedule). 
Failure to do so will result in being kicked out! 

 It's possible to take part in both the beach volleyball and indoor volley tournament; however, in 
case we overrun in the beach tournament in the morning, the finals will be played right after lunch 
break, and each team may replace the respective players in one of the tournaments in case of 
overlap 

 
Playing mode 
 

 The tournament consists of a set of pool matches, followed by semifinals and finals  

 Each match is played as best of 3 sets, each set up to 15 points with a 2 point lead  
 Each match has a time limit of 30min, including warm-up, so please be at the court 5min earlier. In 

case the time limit is reached, the highest points win the set. If each team has won 1 set in that 
case, the match is counted as a draw 

 Teams that show up late to their game will forfeit the first set. Teams that show up 5min late for 
their game will forfeit the match 

 Each team will be awarded 2 points for a match won, 1 point for a draw and 0 for a match lost 
 The teams will be ranked by the number of points (resulting from won/lost/drawn), result of direct 

competition, number of balls scored overall, number of balls scored in direct competition, and 
finally a random draw 

 Each team has the right to take one timeout of 30 seconds during one set 
 
Game rules 
 
We follow FIVB official beach volleyball rules ς a quick reminder of some of them: 

 The players are not allowed to touch the net (the ball, however, is allowed to touch the net) 

 The ball can be played with any part of the body 
 There is no 3m- (10ft-) line 

 Blocking the ball counts as one touch of the team; however, the blocking player is allowed a second 
touch directly after the blocking touch 

 It is not allowed to tip the ball open-handed over the net 
 Overhand passes over the net are not allowed 

 Scoring uses the rally point system 
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CHESS 
 
FIDE Laws of Chess 
 
The FIDE Laws of Chess cover over-the-board play. 
 
The English text is the authentic version of the Laws of Chess, which was adopted at the 71st FIDE Congress 
at Istanbul (Turkey) November 2000, coming into force on 1 July 2001. 
 
In these Laws the words 'he', 'him' and 'his' include 'she' and 'her'. 
 
PREFACE 
 
The Laws of Chess cannot cover all possible situations that may arise during a game, nor can they regulate 
all administrative questions. Where cases are not precisely regulated by an Article of the Laws, it should be 
possible to reach a correct decision by studying analogous situations, which are discussed in the Laws. The 
Laws assume that arbiters have the necessary competence, sound judgment and absolute objectivity. Too 
detailed a rule might deprive the arbiter of his freedom of judgment and thus prevent him from finding the 
solution to a problem dictated by fairness, logic and special factors. 
 
FIDE appeals to all chess players and federations to accept this view. 
 
A member federation is free to introduce more detailed rules provided they: 
 
a. do not conflict in any way with the official FIDE Laws of Chess 
b. are limited to the territory of the federation in question; and 
c. are not valid for any FIDE match, championship or qualifying event, or for a FIDE title or rating 
tournament. 
 
RULES OF PLAY 
 
Article 1: The nature and objectives of the game of chess 
 
1.1 The game of chess is played between two opponents who move their pieces alternately on a square 
board called a 'chessboard'. The player with the white pieces commences the game. A player is said to 
'have the move', when his opponent's move has been made. 
 
1.2 The objective of each player is to place the opponent's king 'under attack' in such a way that the 
opponent has no legal move which would avoid the 'capture' of the king on the following move. The player 
who achieves this goal is said to have 'checkmated' the opponent's king and to have won the game. The 
opponent whose king has been checkmated has lost the game. 
 
1.3 If the position is such that neither player can possibly checkmate, the game is drawn. 
 
Article 2: The initial position of the pieces on the chessboard 
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2.1 The chessboard is composed of an 8x8 grid of 64 equal squares alternately light (the 'white' squares) 
and dark (the 'black' squares). The chessboard is placed between the players in such a way that the near 
corner square to the right of the player is white. 
 
2.2 At the beginning of the game one player has 16 light-colored pieces (the 'white' pieces); the other has 
16 dark-colored pieces (the 'black' pieces): These pieces are as follows: 
 
A white king, usually indicated by the symbol 
A white queen, usually indicated by the symbol 
Two white rooks, usually indicated by the symbol 
Two white bishops, usually indicated by the symbol 
Two white knights, usually indicated by the symbol 
Eight white pawns, usually indicated by the symbol 
A black king, usually indicated by the symbol 
A black queen, usually indicated by the symbol 
Two black rooks, usually indicated by the symbol 
Two black bishops, usually indicated by the symbol 
Two black knights, usually indicated by the symbol 
Eight black pawns, usually indicated by the symbol 
 
2.3 The initial position of the pieces on the chessboard is as follows: 

 
 
 
2.4 The eight vertical columns of squares are called 'files'. The eight horizontal rows of squares are called 
ranks'. A straight line of squares of the same color, touching corner to corner, is called a 'diagonal'. 
 
Article 3: The moves of the pieces 
 
3.1 It is not permitted to move a piece to a square occupied by a piece of the same color. If a piece moves 
to a square occupied by an opponent's piece the latter is captured and removed from the chessboard as 
part of the same move. A piece is said to attack an opponent's piece if the piece could make a capture on 
that square according to Articles 3.2 to 3.8. 
 
3.2 The bishop may move to any square along a diagonal on which it stands. 
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3.3 The rook may move to any square along the file or the rank on which it stands. 

 
 
3.4 The queen may move to any square along the file, the rank or a diagonal on which it stands. 

 
 
3.5 When making these moves the bishop, rook or queen may not move over any intervening pieces. 
 
3.6 The knight may move to one of the squares nearest to that on which it stands but not on the same rank, 
file or diagonal. 

 
 
3.7 a. The pawn may move forward to the unoccupied square immediately in front of it on the same file, or 
 
b. on its first move the pawn may move as in (a); alternatively it may advance two squares along the same 
file provided both squares are unoccupied, or 
 
c. the pawn may move to a square occupied by an opponent's piece, which is diagonally in front of it on an 
adjacent file, capturing that piece. 

 



Spring Games ς Sports Rule Book 2010 

 

IESE Business School  Barcelona, Spain 
 

 
d. A pawn attacking a square crossed by an opponent's pawn which has advanced two squares in one move 
from its original square may capture this opponent's pawn as though the latter had been moved only one 
square. This capture may only be made on the move following this advance and is called an 'en passant' 
capture. 

 
 
e. When a pawn reaches the rank furthest from its starting position it must be exchanged as part of the 
same move for a queen, rook, bishop or knight of the same color. The player's choice is not restricted to 
pieces that have been captured previously. This exchange of a pawn for another piece is called 'promotion' 
and the effect of the new piece is immediate. 
 
3.8 a. There are two different ways of moving the king, by: 
 
i. moving to any adjoining square not attacked by one or more of the opponent's pieces. 

 
The opponent's pieces are considered to attack a square, even if such pieces cannot themselves move. 
Or 
 
ii. 'castling'. This is a move of the king and either rook of the same color on the same rank, counting as a 
single move of the king and executed as follows: the king is transferred from its original square two squares 
towards the rook, then that rook is transferred to the square the king has just crossed. 
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(1) Castling is illegal: 
 
a. if the king has already moved, or 
b. with a rook that has already moved 
 
(2) Castling is prevented temporarily 
 
c. if the square on which the king stands, or the square which it must cross, or the square which it is 
to occupy, is attacked by one or more of the opponent's pieces. 
d. if there is any piece between the king and the rook with which castling is to be effected. 

 
b. The king is said to be 'in check', if it is attacked by one or more of the opponent's pieces, even if such 
pieces cannot themselves move. 
Declaring a check is not obligatory. 
 
3.9 No piece can be moved that will expose its own king to check or leave its own king in check. 
 
Article 4: The act of moving the pieces 
 
4.1 Each move must be made with one hand only. 
 
4.2 Provided that he first expresses his intention (e.g. by saying "j'adoube" or "I adjust"), the player having 
the move may adjust one or more pieces on their squares. 
 
4.3 Except as provided in Article 4.2, if the player having the move deliberately touches on the chessboard 
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a. one or more of his own pieces, he must move the first piece touched that can be moved, or 
b. one or more of his opponent's pieces, he must capture the first piece touched, which can be captured, or 
c. one piece of each color, he must capture the opponent's piece with his piece or, if this is illegal, move or 
capture the first piece touched which can be moved or captured. If it is unclear, whether the player's own 
piece or his opponent's was touched first, the player's own piece shall be considered to have been touched 
before his opponent's. 
 
4.4 a. If a player deliberately touches his king and rook he must castle on that side if it is legal to do so. 
b. If a player deliberately touches a rook and then his king he is not allowed to castle on that side on that 
move and the situation shall be governed by Article 4.3(a). 
c. If a player, intending to castle, touches the king or king and rook at the same time, but castling on that 
side is illegal, the player must make another legal move with his king which may include castling on the 
other side. If the king has no legal move, the player is free to make any legal move. 
 
4.5 If none of the pieces touched can be moved or captured, the player may make any legal move. 
 
4.6 A player forfeits his right to a claim against his opponent's violation of Article 4.3 or 4.4, once he 
deliberately touches a piece. 
 
4.7 When, as a legal move or part of a legal move, a piece has been released on a square, it cannot then be 
moved to another square. The move is considered to have been made when all the relevant requirements 
of Article 3 have been fulfilled. 
 
Article 5: The completion of the game 
 
5.1 a. The game is won by the player who has checkmated his opponent's king. This immediately ends the 
game, provided that the move producing the checkmate position was a legal move. 
b. The game is won by the player whose opponent declares he resigns. This immediately ends the game. 
 
5.2 a. The game is drawn when the player to move has no legal move and his king is not in check. The game 
is said to end in 'stalemate'. This immediately ends the game, provided that the move producing the 
stalemate position was legal. 
b. The game is drawn when a position has arisen in which neither player can checkmate the opponent's 
king with any series of legal moves. The game is said to end in a 'dead position'. This immediately ends the 
game, provided that the move producing the position was legal. 
c. The game is drawn upon agreement between the two players during the game. This immediately ends 
the game. (See Article 9.1) 
d. The game may be drawn if any identical position is about to appear or has appeared on the chessboard 
at least three times. (See Article 9.2) 
e. The game may be drawn if each player has made the last 50 consecutive moves without the movement 
of any pawn and without the capture of any piece. (See Article 9.3) 
 
COMPETITION RULES 
 
Article 6: The chess clock 
 
6.1 'Chess clock' means a clock with two time displays, connected to each other in such a way that only one 
of them can run at one time. 'Clock' in the Laws of Chess means one of the two time displays. 'Flag fall' 
means the expiration of the allotted time for a player. 
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6.2 a. When using a chess clock, each player must make a minimum number of moves or all moves in an 
allotted period of time and/or may be allocated an additional amount of time with each move. All these 
must be specified in advance. 
b. The time saved by a player during one period is added to his time available for the next period, except in 
the 'time delay' mode. In the time delay mode both players receive an allotted 'main thinking time'. 
Each player also receives a 'fixed extra time' with every move. The countdown of the main time only 
commences after the fixed time has expired. Provided the player stops his clock before the expiration of 
the fixed time, the main thinking time does not change, irrespective of the proportion of the fixed time 
used. 
 
6.3 Each time display has a 'flag'. Immediately after a flag falls, the requirements of Article 6.2(a) must be 
checked. 
 
6.4 Before the start of the game the arbiter decides where the chess clock is placed. 
 
6.5 At the time determined for the start of the game the clock of the player who has the white pieces is 
started. 
 
6.6 If neither player is present initially, the player who has the white pieces shall lose all the time that 
elapses until he arrives; unless the rules of the competition specify or the arbiter decides otherwise.. 
 
6.7 Any player who arrives at the chessboard more than one hour after the scheduled start of the session 
shall lose the game unless the rules of the competition specify or the arbiter decides otherwise. 
 
6.8 a. During the game each player, having made his move on the chessboard, shall stop his own clock and 
start his opponent's clock. A player must always be allowed to stop his clock. His move is not considered to 
have been completed until he has done so, unless the move that was made ends the game. (See Articles 
5.1, and 5.2) 
The time between making the move on the chessboard and stopping his own clock and starting his 
opponent's clock is regarded as part of the time allotted to the player. 
b. A player must stop his clock with the same hand as that with which he made his move. It is forbidden for 
a player to keep his finger on the button or to 'hover' over it. 
c. The players must handle the chess clock properly. It is forbidden to punch it forcibly, to pick it up or to 
knock it over. Improper clock handling shall be penalized in accordance with Article 13.4. 
d. If a player is unable to use the clock, an assistant, who is acceptable to the arbiter, may be provided by 
the player to perform this operation. The clocks shall be adjusted by the arbiter in an equitable way. 
 
6.9 A flag is considered to have fallen when the arbiter observes the fact or when either player has made a 
valid claim to that effect. 
 
6.10 Except where Articles 5.1 or one of the Articles 5.2 (a), (b) and (c) apply, if a player does not complete 
the prescribed number of moves in the allotted time, the game is lost by the player. However, the game is 
drawn, if the position is such that the opponent cannot checkmate the player's king by any possible series 
of legal moves, even with the most unskilled counterplay. 
 
6.11 Every indication given by the clocks is considered to be conclusive in the absence of any evident 
defect. A chess clock with an evident defect shall be replaced. The arbiter shall use his best judgment when 
determining the times to be shown on the replacement chess clock. 
 
6.12 If both flags have fallen and it is impossible to establish which flag fell first, the game shall continue. 
 
6.13 a. If the game needs to be interrupted, the arbiter shall stop the clocks. 
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b. A player may stop the clocks only in order to seek the arbiter's assistance, for instance when promotion 
has taken place and the piece required is not available. 
c. The arbiter shall decide when the game is to be restarted in either case. 
d. If a player stops the clocks in order to seek the arbiter's assistance, the arbiter shall determine if the 
player had any valid reason for doing so. If it is obvious that the player has no valid reason for stopping the 
clocks, the player shall be penalized according to article 13.4. 
 
6.14 If an irregularity occurs and/or the pieces have to be restored to a previous position, the arbiter shall 
use his best judgment to determine the times to be shown on the clocks. He shall also, if necessary, adjust 
the clock's move counter. 
 
6.15 Screens, monitors, or demonstration boards showing the current position on the chessboard, the 
moves and the number of moves made, and clocks which also show the number of moves, are allowed in 
the playing hall. However, the player may not make a claim based on information shown in this manner. 
 
Article 7: Irregularities 
 
7.1 a. If during a game it is found that the initial position of the pieces was incorrect, the game shall be 
cancelled and a new game played. 
b. If during a game it is found that the only error is that the chessboard has been placed contrary to Article 
2.1, the game continues but the position reached must be transferred to a correctly placed chessboard. 
 
7.2 If a game has begun with colors reversed, then it shall continue, unless the arbiter rules otherwise. 
 
7.3 If a player displaces one or more pieces, he shall re-establish the correct position on his own time. If 
necessary, either the player or his opponent shall stop the clocks and ask for the arbiter's assistance. The 
arbiter may penalize the player who displaced the pieces. 
 
7.4 a. If during a game it is found that an illegal move has been made, the position immediately before the 
irregularity shall be reinstated. If the position immediately before the irregularity cannot be determined the 
game shall continue from the last identifiable position prior to the irregularity. The clocks shall be adjusted 
according to Article 6.14. Article 4.3 applies to the move replacing the illegal move. The game shall then 
continue from this reinstated position. 
b. After the action taken under Article 7.4(a), for the first two illegal moves by a player the arbiter shall give 
two minutes extra time to his opponent in each instance; for a third illegal move by the same player, the 
arbiter shall declare the game lost by this player. 
 
7.5 If during a game it is found that pieces have been displaced from their squares, the position before the 
irregularity shall be re-instated. If the position immediately before the irregularity cannot be identified, the 
game shall continue from the last identifiable position prior to the irregularity. The clocks shall be adjusted 
according to Article 6.14. The game shall then continue from this re-instated position. 
 
Article 9: The drawn game 
 
9.1 a. A player wishing to offer a draw shall do so after having made a move on the chessboard and before 
stopping his clock and starting the opponent's clock. An offer at any other time during play is still valid, but 
Article 12.5 must be considered. No conditions can be attached to the offer. In both cases the offer cannot 
be withdrawn and remains valid until the opponent accepts it, rejects it orally, rejects it by touching a piece 
with the intention of moving or capturing it, or the game is concluded in some other way. 
b. The offer of a draw shall be noted by each player on his scoresheet with a symbol (See Appendix E). 
c. A claim of a draw under 9.2, 9.3 or 10.2 shall be considered to be an offer of a draw. 
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9.2 The game is drawn, upon a correct claim by the player having the move, when the same position, for at 
least the third time (not necessarily by sequential repetition of moves) 
a. is about to appear, if he first writes his move on his scoresheet and declares to the arbiter his intention 
to make this move, or 
b. has just appeared, and the player claiming the draw has the move.  
Positions as in (a) and (b) are considered the same, if the same player has the move, pieces of the same 
kind and color occupy the same squares, and the possible moves of all the pieces of both players are the 
same. 
Positions are not the same if a pawn that could have been captured en passant can no longer be captured 
or if the right to castle has been changed temporarily or permanently. 
 
9.3 The game is drawn, upon a correct claim by the player having the move, if 
a. he writes on his scoresheet, and declares to the arbiter his intention to make a move which shall result in 
the last 50 moves having been made by each player without the movement of any pawn and without the 
capture of any piece, or 
b. the last 50 consecutive moves have been made by each player without the movement of any pawn and 
without the capture of any piece. 
 
9.4 If the player makes a move without having claimed the draw he loses the right to claim, as in Article 9.2 
or 9.3, on that move. 
 
9.5 If a player claims a draw as in Article 9.2 or 9.3, he shall immediately stop both clocks. He is not allowed 
to withdraw his claim. 
a. If the claim is found to be correct the game is immediately drawn. 
b. If the claim is found to be incorrect, the arbiter shall add three minutes to the opponent's remaining 
time. Additionally, if the claimant has more than two minutes on his clock the arbiter shall deduct half of 
the claimant's remaining time up to a maximum of three minutes. If the claimant has more than one 
minute, but less than two minutes, his remaining time shall be one minute. If the claimant has less than one 
minute, the arbiter shall make no adjustment to the claimant's clock. Then the game shall continue and the 
intended move must be made. 
 
9.6 The game is drawn when a position is reached from which a checkmate cannot occur by any possible 
series of legal moves, even with the most unskilled play. This immediately ends the game. 
 
Article 10: Quickplay Finish 
 
10.1 A 'quickplay finish' is the last phase of a game, when all the remaining moves must be made in a 
limited time. 
 
10.2 If the player, having the move, has less than two minutes left on his clock, he may claim a draw before 
his flag falls. He shall stop the clocks and summon the arbiter. 
a. If the arbiter agrees the opponent is making no effort to win the game by normal means, or that it is not 
possible to win by normal means, then he shall declare the game drawn. Otherwise he shall postpone his 
decision or reject the claim. 
b. If the arbiter postpones his decision, the opponent may be awarded two extra minutes thinking time and 
the game shall continue in the presence of an arbiter, if possible. The arbiter shall declare the final result 
after a flag has fallen. 
c. If the arbiter has rejected the claim, the opponent shall be awarded two extra minutes thinking time. 
d. The decision of the arbiter shall be final relating to 10.2 a, b, c. 10.3 If both flags have fallen and it is 
impossible to establish which flag fell first the game is drawn. 
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Article 11: Scoring 
 
11.1 Unless announced otherwise in advance, a player who wins his game, or wins by forfeit, scores one 
point (1), a player who loses his game, or forfeits scores no points (0) and a player who draws his game 
scores a half point (1/2). 
 
Article 12: The conduct of the players 
 
12.1 The players shall take no action that will bring the game of chess into disrepute. 
 
12.2 During play the players are forbidden to make use of any notes, sources of information, advice, or to 
analyze on another chessboard. 
The scoresheet shall be used only for recording the moves, the times of the clocks, the offer of a draw, and 
matters relating to a claim. 
 
12.3 Players who have finished their games shall be considered to be spectators. 
 
12.4 Players are not allowed to leave the 'playing venue' without permission from the arbiter. The playing 
venue is defined as the playing area, rest rooms, refreshment area, area set aside for smoking and other 
places as designated by the arbiter. 
The player having the move is not allowed to leave the playing area without permission of the arbiter. 
 
12.5 It is forbidden to distract or annoy the opponent in any manner whatsoever. This includes 
unreasonable claims or offers of a draw. 
 
12.6 Infraction of any part of the Articles 12.1 to 12.5 shall lead to penalties in accordance with Article 13.4. 
 
12.7 Persistent refusal by a player to comply with the Laws of Chess shall be penalized by loss of the game. 
The arbiter shall decide the score of the opponent. 
 
12.8 If both players are found guilty according to Article 12.7, the game shall be declared lost by both 
players. 
 
Article 13: The role of the arbiter (see Preface) 
 
13.1 The arbiter shall see that the Laws of Chess are strictly observed. 
 
13.2 The arbiter shall act in the best interest of the competition. He should ensure that a good playing 
environment is maintained and that the players are not disturbed. He shall supervise the progress of the 
competition. 
 
13.3 The arbiter shall observe the games, especially when the players are short of time, enforce decisions 
he has made and impose penalties on players where appropriate. 
 
13.4 The arbiter can apply one or more of the following penalties: 
a. warning, 
b. increasing the remaining time of the opponent, 
c. reducing the remaining time of the offending player, 
d. declaring the game to be lost, 
e. reducing the points scored in a game by the offending party, 
f. increasing the points scored in a game by the opponent to the maximum available for that game, 
g. expulsion from the event. 
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13.5 The arbiter may award either or both players additional time in the event of external disturbance of 
the game. 
 
13.6 The arbiter must not intervene in a game except in cases described by the Laws of Chess. He shall not 
indicate the number of moves made, except in applying Article 8.5, when at least one player has used all his 
time. The arbiter shall refrain from informing a player that his opponent has completed a move. 
 
13.7 Spectators and players in other games are not to speak about or otherwise interfere in a game. If 
necessary, the arbiter may expel offenders from the playing venue. 
 
E.I.01B. Appendix 
 
APPENDICES 
 
B. Rapidplay 
 
B1. A 'Rapidplay game' is one where all the moves must be made in a fixed time from 15 to 60 minutes for 
each player. 
 
B2. Play shall be governed by the FIDE Laws of Chess, except where they are overridden by the following 
Laws of Rapidplay. 
 
B3. Players do not need to record the moves. 
 
B4. Once each player has completed three moves, no claim can be made regarding incorrect piece 
placement, orientation of the chessboard or clock setting. 
In case of reverse king and queen placement castling with this king is not allowed. 
 
B5. a. The arbiter shall make a ruling according to Article 4 (The touched piece), only if requested to do so 
by one or both players. 
b. The player loses the right to claim according to Articles 7.2, 7.3 and 7.5 (Irregularities, illegal moves) once 
he has touched a piece according to Article 4.3. 
 
B6. The flag is considered to have fallen when a player has made a valid claim to that effect. The arbiter 
shall refrain from signaling a flag fall. 
 
B7. To claim a win on time, the claimant must stop both clocks and notify the arbiter. 
For the claim to be successful the claimant's flag must remain up and his opponent's flag down after the 
clocks have been stopped. 
 
B8. If both flags have fallen, the game is drawn. 
 
C. Blitz 
 
C1. A 'Blitz game' is one where all the moves must be made in a fixed time less than 15 minutes for each 
player. 
 
C2. Play shall be governed by the Rapidplay Laws as in Appendix B except where they are overridden by the 
following Laws of Blitz. 
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C3. An illegal move is completed once the opponent's clock has been started. However, the opponent is 
entitled to claim a win before making his own move. If the opponent cannot checkmate the player's King by 
any possible series of legal moves with the most unskilled counterplay, then he is entitled to claim a draw 
before making his own move. Once the opponent has made his own move, an illegal move cannot be 
Corrected 
 
C4. Article 10.2 does not apply. 
 
D. Quickplay finishes where no arbiter is present in the venue. 
 
D1. Where games are played as in Article 10, a player may claim a draw when he has less than two minutes 
left on his clock and before his flag falls. This concludes the game. 
He may claim on the basis 
a. that his opponent cannot win by normal means, or 
b. that his opponent has been making no effort to win by normal means. 
In (a) the player must write down the final position and his opponent verify it. 
In (b) the player must write down the final position and submit an up-to-date scoresheet, which must be 
completed before play has ceased. The opponent shall verify both the scoresheet and the final position. 
The claim shall be referred to an arbiter whose decision shall be the final one. 
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CRICKET 
 
Playing Conditions 
 
General 
 
The league matches shall be played according to the following rules and after eliminations in the league 
matches, there shall be two Semi-Finals and one Grand Final. 
 
Each match in the group stage is a 7-a-side game (including at least 1 girl in the playing 7) and will comprise 
of a maximum of 6 overs. However, a maximum of 11 players can be registered if necessary (refer 
Registration and Eligibility). 
 
Both, Semi-Final and Grand Final, shall have longer and more exciting playing rules, which shall be given to 
the teams on arrival at the Spring Games field. 
 
Fixtures 
 
The schedule of fixtures for matches shall be published by the Spring Games Organization after all the 
teams are sent by all visiting universities. Any changes to such fixtures must be approved by the Spring 
Games Organization. 
 
Postponement of Matches 
 
Postponements of matches and changes of venue will not be permitted under normal circumstances. In 
exceptional circumstances, requests may be made to the Spring Games Organization, whose decision shall 
be final. 
 
Match Result 
 
a) If any match is adversely affected by weather or ground conditions to the extent that a result cannot be 
achieved, the points for that game shall be shared equally between the teams. 
 
b) In the event of any team being unable to raise a side (enough players on a team), a walkover shall be 
ŀǿŀǊŘŜŘ ǘƻ ǘƘŜ ƻǇǇƻǎƛǘƛƻƴ ǿƛǘƘ ΨǿƛƴΩ Ǉƻƛƴǘǎ ŜŀǊƴŜŘΦ ! ǎƛŘŜ shall be of no less than seven players. 
 
Ground, Weather and Light 
 
Before the Toss has taken place, the decision with regard to the fitness of the ground will rest with the 
authority responsible for the maintenance of the ground, or in the absence of the ground authority, 
umpires appointed by, or in their absence, the team captains. After the toss has taken place, the Umpires 
appointed by the Spring Games Organization or, in their absence the Captains, shall be the sole judges as to 
whether conditions are fit for play. If both Captains cannot agree, both teams shall remain at the ground 
for one hour after the scheduled start time at which time the home Captain shall decide whether or not 
play is to commence. 
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Disputes 
 
All disputes during a match shall be determined by the Umpires appointed by Spring Games Organization or 
in their absence, by the team captains. If they disagree, the existing state of affairs shall continue. Rulings 
given by the Spring Games Organization on any disputes brought before them shall be final. 
 
Registration and Eligibility of Players 
 
a) Prior to the start of the tournament, each team is required to register a minimum of 7 and maximum 
of11 players per team 
 
b) Playing a non-registered player may result in the deduction of points and/or ŎŀƴŎŜƭƭŀǘƛƻƴ ƻŦ ǘƘŜ ǘŜŀƳΩǎ 
registration 
 
c) Visiting B-Schools will need to submit their roster on the day of their arrival  
 
Transfer of Players  
 
A player shall not, without the prior permission of the Spring Games Organization play for more than one 
team of the same B school, and is not allowed to represent any team other than their own institution. In 
exceptional circumstances, applications for transfer may be submitted in writing to the Spring Games 
Organization at least 4 hours before the transfer is to take effect. This must be accompanied by the written 
ŀǇǇǊƻǾŀƭ ƻŦ ǘƘŜ /ŀǇǘŀƛƴ ƻŦ ǘƘŜ ǇƭŀȅŜǊΩǎ ǇǊŜǾƛƻǳǎ ǘŜŀƳ ŀƴŘ a full explanation of the reason for the transfer 
by the applicant Captain. Breaches of this rule will be referred to the Spring Games Organization who may 
impose appropriate sanctions including the deduction of league points or removal of the offending team 
from the competition. 
 
The Ball 
 
a) Play will most likely commence with a hard tennis ball, depending on grounds we play on. If play 
commences indoors, then the use of a regular tennis ball may be required.  
 
b) No ball tampering will be allowed, and if ball tampering has been found, the matter will be presented to 
the Spring Games Organization 
 
c) There will be no use of a Leather ball in the tournament  
 
Overs and Fielding 
 
a) Should a bowler become incapacitated, another bowler may complete the over. A part of an over counts 
as a completed over for the purpose of calculating how many overs a bowler has bowled in matches where 
restrictions on the number of overs per bowler apply. A part of an over does not count as a completed over 
for any other purposes (e.g. total number of overs bowled by the team, statistical purposes, etc.). 
 
b) It shall be the responsibility of the Captain of the fielding side to ensure that no bowler exceeds the 
permitted number of overs. 
 
c) All teams are required to bowl at an average minimum rate of 6 overs per 30 minutes. In the event of a 
slower over rate without good cause, the umpires and/or Captains are to report this to the Spring Games 
Organization for appropriate action. Deliberately slow over rates may result in the deduction of points. 
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d) At no time are more than 4 fielders permitted to field on the leg side during a match. 
 
e) 2 bowlers can bowl a maximum of 2 overs, while there must be 2 other different bowlers bowling 1 over 
each. 
 
Match Result Sheets ς ¢ŜŀƳ /ŀǇǘŀƛƴǎΩ wŜǎǇƻƴǎƛōƛƭƛǘƛŜǎ 
 
a) The full names of all players taking part in a match must be entered on the match result card. This 
includes any match abandoned as No Result. Matches started count as a game for registration purposes. In 
matches where a team plays less than 7 men, the word ά!.{9b¢έ ƛǎ ǘƻ ōŜ ǿǊƛǘǘŜƴ ƛƴ ǘƘŜ ΨōŀǘǎƳŀƴΩ ŎƻƭǳƳƴ 
of the sheet. 
 
Dangerous & Unfair Bowling  
 
The Bowling of Short Pitched Balls: 
 
a) A bowler shall be limited to one short-pitched delivery per over. 
 
b) A short-pitched delivery is defined as a ball that passes, or would have passed, above the shoulder height 
of the striker standing upright at the crease. 
 
c) The ǳƳǇƛǊŜ ŀǘ ǘƘŜ ōƻǿƭŜǊΩǎ ŜƴŘ ǎƘŀƭƭ ŀŘǾƛǎŜ ǘƘŜ ōƻǿƭŜǊ and the batsman on strike when each fast, short-
pitched delivery has been bowled. 
 
d) In addition, and subject to (f) below, a ball that passes above head height of the batsman and prevents 
him from being able to hit it with his bat by means of a normal cricket stroke shall be called Wide. 
 
e) To avoid doubt, short-pitched delivery that is called Wide under this playing condition shall also count as 
the allowable short-pitched delivery in that over. 
 
f) In the event of a bowler bowling more than one fast, short-pitched delivery in an over as defined above, 
ǘƘŜ ǳƳǇƛǊŜ ŀǘ ǘƘŜ ōƻǿƭŜǊΩǎ ŜƴŘ ǎƘŀƭƭ Ŏŀƭƭ ŀƴŘ ǎƛƎƴŀƭ bƻ ōŀƭƭ ƻƴ ŜŀŎƘ occasion. 
 
The Bowling of High Full Pitched Balls 
 
a) Any delivery, other than a slow paced one, which passes or would have passed on the full above waist 
height of the striker standing upright at the crease is to be deemed dangerous and unfair, whether or not it 
is likely to inflict physical injury on the striker. 
 
b) Should there be any further instance by the same bowler in that inning, the umpire shall call and signal 
No ball and direct the captain to take the bowler off forthwith. If necessary, the over shall be completed by 
another bowler who shall neither have bowled the previous over, or part thereof, nor be allowed to bowl 
the next over, or part thereof. 
 
e) The bowler thus taken off shall not be allowed to bowl again in that innings. 
 
f) The umpire will report the occurrence to the other umpire, the batsmen at the wicket and, as soon as 
possible, the captain of the batting side. The matter is to be reported to the Spring Games Organization. 
 
Time Wasting by the Fielding Side 
 
If there is any waste of time in an inning by any member of the fielding side, the umpire shall: 
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a) Report the occurrence to the Spring Games Organization after the match. 
 
Umpires 
 
a) Whenever possible, the Spring Games Organization will appoint match officials. 
 
b) All teams are to ensure that they have at least two ǊŜǇǊŜǎŜƴǘŀǘƛǾŜǎ ΨǉǳŀƭƛŦƛŜŘΩ ŀǎ umpires. These 
representatives are to be registered with the Spring Games Organization before the start of the 
tournament. Any changes to these nominations during the tournament must be notified in writing and 
ASAP. 
 
Hours of Play & Intervals 
 
All matches shall be over a maximum duration of 60 minutes. Finals and Semi Finals however, might be 
longer and the details will be communicated on arrival. 
 
Conditions of Play 
 
a) Games are to commence as per the schedules but may commence earlier, should both captains and 
umpires agree. 
 
b) If the team fielding first fails to bowl the required number of overs by the scheduled time, play shall 
continue until the required number of overs has been bowled. 
 
Duration of Play 
 
ŀύ ¦ƴƭŜǎǎ ǘƘŜǊŜ Ƙŀǎ ōŜŜƴ άDƻƻŘ /ŀǳǎŜέ όǎŜŜ όŎύ ōŜƭƻǿύ ǘƘŜ team batting first shall be permitted to complete 
their full allocation of overs, even if this takes the time past the scheduled break. All runs scored shall count 
towards their final total. 
 
b) The team batting second will then only be entitled to receive the number of ƻǾŜǊΩǎ which they had 
bowled at the time that the break was originally scheduled. This number of overs includes any over being 
bowled at the scheduled time. 
 
c) The umpires shall be responsible for keeping time pertinent to this rule. In addition, the umpires shall 
make allowance for legitimate losses of time which have prevented the team from bowling its allotted 
ƻǾŜǊǎ ǿƛǘƘƛƴ ǘƘŜ ǎŎƘŜŘǳƭŜŘ ǘƛƳŜΦ 9ȄŀƳǇƭŜǎ ƻŦ ǎǳŎƘ άDƻƻŘ /ŀǳǎŜέ ƛƴŎƭǳŘŜΣ ōǳǘ ǎƘŀƭƭ ƴƻt be limited to, the 
following: 
(i) Injury to players of either side. 
(ii) Inability to locate and/or retrieve a ball. Note: A maximum of 2 minutes will be allowed for this, after 
which the bowling side must produce a replacement ball for use. 
(iii) Delays caused by the batting team e.g. changes of equipment. 
 
d) During the innings, the umpires are to inform the Captain of the fielding side and the batsmen when they 
ŀǊŜ ƳŀƪƛƴƎ ŀ ƧǳŘƎƳŜƴǘ ƻŦ άDƻƻŘ /ŀǳǎŜέ ŀƴŘ ŀŘǾƛǎŜ ǘƘŜƳ ƻŦ ǘƘŜ ǘƛƳŜ they have allowed. 
 
e) At the conclusion of the first innings, the umpires shall inform both captains of their calculations, if any, 
in relation to revised overs. 
 
g) Late commencement of the game will normŀƭƭȅ ōŜ ŎƻƴǎƛŘŜǊŜŘ άDƻƻŘ /ŀǳǎŜέ unless the delay is the fault 
of the either sides. 
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h) In the second innings, sides who bowl their overs slower than the required 6 overs per 30 minutes rate 
may be reported to the Spring Games Organization by the Umpires and / or the Captains, who may impose 
penalties including deduction of points. 
 
Bowling Entitlement 
 
Only 2 bowlers are allowed to bowl a maximum of 2 overs. There has to be a minimum of 4 bowlers per 
innings. 
 
a) To constitute a game, the side batting second must receive a minimum of 6 overs unless a result is 
achieved sooner. 
 
The Result 
 
¢ƘŜ ǊŜǎǳƭǘ ǿƛƭƭ ōŜ ŜƛǘƘŜǊ ŀ άǿƛƴΣ losǎ ƻǊ ǘƛŜέΦ Points shall be given accordingly. 
 
Tied Matches 
 
A tie occurs when the scores are level at the conclusion of the game. Points are shared. 
 
Walkover 
 
A WALKOVER shall be awarded to a team whose opposition is unable to raise aside. A side shall comprise 
no less than 7 players. 
 
Number of Teams from a School 
 
Each B-School is allowed to bring at most two teams to play in the cricket tournament Keepers 
A Keeper is mandatory, and cannot bowl in the same match, but teams can change the keeper 
 
Batsman Conditions 
 
a) Each side will bat for a maximum of 6 wickets, where the last batsman will not bat. 
 
b) Each school should bring their own bat, for the reason of allowing schools to use bats of their own 
comfort level 
 
Uniforms, Shoes and Gear 
 
a) No uniform/attire is provided by Spring Games and though dress code is not mandatory, some 
uniformity like same caps / wrist bands/ same color attire, etc gives a professional touch and raises the 
spirit of the game. Make your team stand out! 
 
b) Safety gear (guards/gloves/etc.) is neither essential nor will be provided; if needed teams should bring 
their own stuff. 
 
c) Each Team will have to bring their own bats. Balls will be provided during matches. 
 
d) Shoes - no spikes allowed to restrict pitch damage. 
 
Additional Disclaimers and Rules 



Spring Games ς Sports Rule Book 2010 

 

IESE Business School  Barcelona, Spain 
 

 
ŀύ ¢ƘŜǊŜ ǿƛƭƭ ōŜ ƴƻ [.²Ωǎ 
 
b) There will be no runs awarded for leg-byes. 
 
c) Runs will be awarded as a consequence of wides, no-balls and byes as per the international cricket 
regulations. There will be no free-hit concept after a no-ball is delivered. 
 
d) Stumps, bails, balls and umpires are provided by tournament organizers at Spring Games. 
 
e) Sledging is mandatory but foul language is expected to be avoided. 
 
f) Beers after the game are a must. 
 
f) Cheerleaders are a welcome plus! 
 
Further detailed rules and scheduling will be submitted later 
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CROSS COUNTRY 

 
Basic Rules: 
 
o Each team must consist of four participants, with a minimum of one woman. 
o Teams per schools are not limited. 
o All four team members will run appr. 2,6 kilometers (1 lap). 
o All teams will run as a relay, so only one person from each team runs at a time. 
o Finish times will be added together for each member of the 4 person team. 
ƻ ¢ƘŜ ŎǳƳǳƭŀǘƛǾŜ ǘŜŀƳ ǘƛƳŜ ǿƛƭƭ ŘŜǘŜǊƳƛƴŜ ǘƘŜ ƻǾŜǊŀƭƭ ǘŜŀƳΩǎ Ǉƻǎƛǘƛƻƴ ƛƴ ǘƘe event. 
 
Prizes will be awarded to: 
o The three fastest teams 
o The 3 fastest individual man and woman 
o No on-course water etc. will be provided 
 
 
Course: 
 
o The course forms a circuit in Olympic park (Parc de Montjuic). The course will include elevation as well as 
on and off road sections. Majority of the course is on the paved pedestrian road. Participants need not 
worry about steep downhills, or dangerous terrain.  
o An approximate course map. 
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MEN´S FOOTBALL 
 
 
Basic Rules: 
 
¢ƘŜ aŜƴΩǎ Cƻƻǘōŀƭƭ ¢ƻǳǊƴŀment involves a mixture of round-robin group matches as well as the traditional 
knockout phase. 
Contests will involve teams of 11 players per side, with 7 substitutes (maximum squad of 18). 
 
 
Playing Rules: 
 
Each game consists of two halves of 20 minutes with a 5 minutes break at half time. 
Official football rules will be applied. 
 
 
Rules for the Round Robin Stage: 
 
There will be two or three groups. After the group phase, 4 teams will advance to the knockout stage (two 
semifinals and the final). Exact rules will be defined and communicated once the number of teams 
subscribed is known.  
Points are given as follows: victory = 3, tie = 1, loss = 0, absence= -1 
 
If two or more teams are equal on points, rankings are established according to the following: 
1) Goal difference from the matches played 
2) Results obtained in the matches played between teams in question 
3) Number of goals scored (the team that has scored the most goals will advance) 
 
If none of these criteria enable two or more teams to be separated, penalties will determine who advances 
to the next round. 
 
 
Rule Changes for the Knockout Phase: 
 
We will provide professional referees for this round 
 
In case of a tie at the end of regular time, a penalty shootout (5 each team) will decide who will advance to 
the next round. 
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Substitutions: 
 
During the whole tournament substitutions are limited to four per half, but players can be substituted in 
ŀƴŘ ƻǳǘ ƳƻǊŜ ǘƘŀƴ ƻƴŎŜΦ {ǳōǎǘƛǘǳǘƛƻƴǎ Ŏŀƴ ƻƴƭȅ ōŜ ƳŀŘŜ ǿƘƛƭŜ ǘƘŜ ƎŀƳŜ ƛǎ ǎǘƻǇǇŜŘ ŀƴŘ ŀŦǘŜǊ ǘƘŜ ǊŜŦŜǊŜŜΩǎ 
authorization. 
 
 
Clothing: 
 
Each team has to bring an alternate shirt to the field in addition to its team´s t-shirt. The referee will decide 
if one team must change their shirts after check-in at the field. 
Shinguards are recommended, but they are not mandatory and will not be provided. 
 
 
It is fully expected that every team plays fair and remember that this is a friendly competition! 
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FOOTBALL WOMEN 
 
Basic Rules: 
 
There will be a preliminary round, where matches will be assigned randomly. The eight best teams in the 
overall scoring go to the Quarter-Finals and continue through direct elimination. All matches except for the 
Final consist of 12 minute halves with a 5 minute break in between. The Final game consists of 20 minute 
halves with a 5 minute break.  
ThŜ ǿƻƳŜƴΩǎ ǘƻǳǊƴŀƳŜƴǘ ǘǊŀŘƛǘƛƻƴŀƭƭȅ ŀŘƻǇǘǎ ǘƘŜ ŦƻǊƳŀǘ ƻŦ р-a-side, although each school may designate 
10 players to participate on its football team. In other words, only five women (including goalie) can be on 
the field at any given time, and five can be on the sidelines to act as substitutes. Substitutions can only be 
made during throw-ins and injuries (more than one player can be subbed for at any time). 
 
Playing Rules: 
 
Shin guards are recommended, but they are not mandatory and will not be provided. 
All fouls will result in free ƪƛŎƪǎ όŘƛǊŜŎǘ ƻǊ ƛƴŘƛǊŜŎǘ ŀǘ ǘƘŜ ǊŜŦŜǊŜŜΩǎ ŘƛǎŎǊŜǘƛƻƴύΦ  
Official football rules will be applied to the extent that it is possible. 
Any team not ready to play at the scheduled time automatically forfeits and receives minus 1 point for the 
match. The opponent of the team that forfeits will receive an automatic win and be awarded three points. 
 
Scoring/Overall ranking: 
 
Nine teams will play two games on the preliminary round, while the remaining two will play only one . 
Three points will be awarded for a win, one for a tie, and no points will be awarded for a loss. 
The eight teams with best results will advance to the quarter-finals, and from then on the winner of each 
match continues to the next stage. There will be no game for 3rd and 4th place (decided on overall scoring). 
If there is a tie for points at the conclusion of the preliminary round and/or for 3rd and 4th position, the 
tie(s) will be broken in the following way: 
1) Head-to-head (based on previous matches, if possible) 
2) Goal average 
3) Goals scored (the team that has scored the most goals will advance) 
4) Sudden-death 1v1 (the goalkeeper starts on the end line, the offensive player starts at midfield with the 
ball and then has 20 seconds to beat the goalkeeper and score. If this needs to be done more than once, 
the players in the field at the end of the game must all  shoot) 
For all games after preliminary round (except final), ties will be decided by sudden death 1v1 (as explained 
before). For the finals, ties at the end of regulation will be decided in sudden death extra time. Extra time 
will be played in intervals of two minutes, and each team will remove one of its own players from the field 
until it is 1v1. For instance, the first extra time period will be 4v4, the next 3v3, and so on until it is 1v1. If 
the game is still tied, sudden-death 1v1 will commence (as described above) until there is a winner. 
 
 
Other information: 
 
Please make sure that each member of your team brings an alternate shirt to the field in addition to your 
team t-shirt. For instance, if your team-t-shirt is white, make sure that every person has a colored shirt to 
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wear (preferably a dark color, such as black or navy blue). Likewise, if your team t-shirt is dark, then white t-
shirts should be brought as alternates. The referee will decide if one team must change their shirts after 
check-in at the field, but before the game, so that teammates can be easily distinguished while we play. The 
matter of the coin toss (for initial ball possession/choice of defensive position) will also be decided with the 
referee before the game. It is fully expected that every team plays fair and remember that this is a fun and 
friendly competition! 
 
Clothing: 
 
In the absence of an official school kit, we ask that all teams ensure that they bring one dark top (color and 
style unimportant) and one white top to the tournament. In that way, the organizers can ensure proper 
differentiation on the pitch, which will help players and referees alike. 
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ULTIMATE FRISBEE 
 
Basic rules: 
 
мΦ tƭŜŀǎŜ Ŧƻƭƭƻǿ ǘƘŜ ƻŦŦƛŎƛŀƭ ǊǳƭŜǎ ƻŦ ǳƭǘƛƳŀǘŜΣ ммǘƘ 9Řƛǘƛƻƴ нллт ōȅ ǘƘŜ ¦ƭǘƛƳŀǘŜ tƭŀȅŜǊΩǎ !ǎǎƻŎƛŀǘƛƻƴΦ 
http://www.upa.org/ultimate/rules/11th_links  
 
2. This tournament is informal and there are numerous changes to these rules detailed in the next section. 
 
3. Two teams of FIVE players (1 female minimum per team) play on a grass field with an end zone on each 
side. Schools may enter 1 squad with an unlimited number of participants for the event. 
 
4. At the beginning of the game, and after each point, teams stand on their goal line and the team that 
scored the last point throws the disc. The other team takes possession of the disc where it lands. If the 
receiving team drops the initial throw, they lose possession of the Frisbee. 
 
5. The disc is moved by throwing from team member to team member. The Receiver must come to a 
complete stop in as few steps as possible when in possession of the disc. If the disc is caught simultaneously 
by offensive and defensive players, the offense retains possession. 
 
6. A point is scored when a team catches the disc (thrown by a teammate) in the end zone of the opposing 
team. 
 
7. A disc is in play if it is caught in bounds. 
 
8. A player may throw the disc in any direction; however, this must be done within ten seconds, 
determined by a defender in front of him/her reasonably counting to ten. The handler may not move both 
feet, but may use one pivot foot. 
 
9. The defending team can have on one person covering the Frisbee holder ς NO double teaming the player 
with the Frisbee. 
 
10. Possession of the disc, and therefore the offensive and defensive teams, changes whenever the disc is 
intercepted, touches the ground or is caught out of play. 
 
11. After each point players may change as many players as desired. One or more women must be on the 
field at all times. 
 
12. Ultimate is a sport without physical contact. Physical contact is not permitted. 
 
моΦ ²ƘŜƴ ŀ Ŧƻǳƭ ƛǎ ŎƻƳƳƛǘǘŜŘΣ ŀ Ǉƭŀȅ ǎƘƻǳƭŘ ȅŜƭƭ άCh¦[έΦ !ƭƭ ǇƭŀȅŜǊǎ ǎǘƻǇΣ ŀƴŘ ǘƘŜ Ǝƻŀƭ ƛǎ ǘƻ ǊŜǎǘŀǊǘ ǘƘŜ 
game as if the foul had not taken place. Without agreement, the disc is returned to the last thrower and 
play is restarted. 
 
14. Ultimate is played WITHOUT a referee, and everyone is expected to play according to the ά{ǇƛǊƛǘ ƻŦ ǘƘŜ 
DŀƳŜέ 
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Specific rules and Notes: 
 
1. Any changes agreed upon by both captains are permissible, such as minimum number of players and 
females required to always be on the field. 
2. Field size: fields will be set up before play, and are not regulation size. Lines are marked to the best 
ability of the organizing staff. [The field in use will be artificial surface]. 
 
3. Game length: Games should begin as close to starting time as possible, and are hard capped at 30 
minutes. (Finish the current point, and if tied play an additional point) 
 
4. Half-time: Due to the short games, there will be NO HALF-TIME. 
 
5. Time-outs: 2 timeouts will be allowed per team per game. 
 
6. Unless captains disagree, FINALS will be played 40 minutes, with a half-time called at 20 minutes to 
switch sides. If the game is tied, sudden death overtime will be played whereby the next point wins the 
game. 
 
7. Forfeiture: If a team does not show, they will forfeit. The team they would have played will be credited 
ǿƛǘƘ ŀ ǿƛƴ ǳǎƛƴƎ ǘƘŜ ŀǾŜǊŀƎŜ ǎŎƻǊŜ ƻŦ ŀƭƭ ǘƘŜ ŘŀȅΩǎ ƎŀƳŜǎΦ 
 
Spring Games Tournament: 
 
TƘŜ ǘƻǳǊƴŀƳŜƴǘ ǿƛƭƭ ōŜ άǊƻǳƴŘ-ǊƻōƛƴέΣ ǿƘŜǊŜōȅ ŀƭƭ ǘŜŀƳǎ Ǉƭŀȅ ŜŀŎƘ ƻǘƘŜǊ ƻƴŎŜΦ ¢ƘŜ ǘƻǇ ǘǿƻ ǘŜŀƳǎ ŦǊƻƳ 
the round-Ǌƻōƛƴ ǿƛƭƭ Ǉƭŀȅ ƛƴ ŀ Ŧƛƴŀƭ ƎŀƳŜ ǘƻ ŘŜŎƛŘŜ ǘƘŜ ά¦ƭǘƛƳŀǘŜέ ǿƛƴƴŜǊΦ ¢ƘŜ ǘƻǇ ǘǿƻ ǘŜŀƳǎ ǿƛƭƭ ōŜ 
decided by games won, then head-to-head (if played), then number of points won, and finally number of 
points lost. 
 
Clothing and Equipment: 
 
As the field is artificial surface, participants can wear Sneakers (trainers), or Turf cleats. Football boots 
(with the large rubber studs) will not be permitted. 
 
In the absence of an official school kit, we ask that all teams ensure that they bring one dark top (color and 
style unimportant) and one white top to the tournament. In that way, the organizers can ensure proper 
differentiation on the pitch, which will help players and organizers alike. 
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HANDBALL 
 
Basic rules: 
 
The competition consists of pool matches followed by a knockout stage. Each school can submit more than 
one team (each team consisting of 10 players maximum, including 1 female). List of players for each team 
will remain unchanged throughout the tournament. 
 
There is no minimum number of players necessary on the court for a team to contest a match, e.g. a team 
of less than 6 players may take the field to contest a match as long as there is a female amongst them. 
 
The Scoring System: 
 
Each match is contested over two halves. Each half will last 15 minutes each with a 7 minute break at half 
time. Teams are permitted a warm-up period of 5 minutes before each match. During the game itself a 
system of rolling substitutes will be employed whereby a player may be substituted (an unlimited number 
of times) off the court and back on again during the same game. 
 
Any victory earns 4 points for the winning side; the losing team receives 1 point. Equal score of sets (1-1) at 
the end of time limit attributes 2 points to each team. If a team fails to show up for a game, the opposition 
will be given an automatic 5-0 victory and 3 points. The team that failed to show up will receive 0 points.  
 
If at the end of the group stages there are teams who finish on equal points the goals scored, then goals 
conceded will take precedence. Should the teams still be tied, the head-to-head result, then yellow cards, 
then red cards will determine who advances from the pool. If that still fails to break the deadlock, the 
IŀƴŘōŀƭƭ hŦŦƛŎŜǊ ǿƛƭƭ ŘǊŀǿ ǊŀƴŘƻƳ ƭƻǘǎ ǘƻ ƛŘŜƴǘƛŦȅ ǘƘŜ άǿƛƴƴŜǊέΦ ¢ƘŜ rankings for teams who do not qualify 
from their group will similarly be determined by total points followed by number of goals scored in 
individual matches. 
 
Semi-final opponents will be decided by the toss of a coin, with the stipulation that two teams who qualify 
from a single pool cannot meet in the semi-final round. 
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RUGBY - a9bΩ{ 
 
Basic Rules: 
 
Games will be conducted in line with standard Sevens rules. 
 
The Spring Games rugby tournament will be of a 7-a-side format, played on half pitches. All matches will be 
played according to international regulations and refereed by fully licensed local officials. The one major 
difference to competitive rugby is that all scrums will be uncontested in the interests of safety. 
 
The format of the tournament will depend entirely on how many teams participate. Ideally it will involve 
four groups in a preliminary round followed by classic knockout phases to decide the champion. In this 
scenario schools will be randomly assigned into pools by lottery before the event begins. Every school will 
play a minimum of two round robin pool matches. Each preliminary game (plus the semi-finals) consists of 
two halves of 10 minutes with a 3 minute break for half time.  
 
¢ƘŜ ǊŜŦŜǊŜŜΩǎ ŘŜŎƛǎƛƻƴ ƛǎ ŦƛƴŀƭΦ  
 
Squads and Substitution 
 
Schools may submit as many teams as they wish into the tournament, with each team having a maximum 
of 12 players per match. Players can be substituted multiple times per game. The only exception is for 
άōƭƻƻŘ-ōƛƴέ ǿƘŜǊŜ ŀ ǇƭŀȅŜǊ ǿƛƭƭ ōŜ ƎƛǾŜƴ ŀ р-minute break; if he does not return to the field after this he 
must be permanently replaced. 
 
Serious offenses (such as dangerous/high tackles) will be decided upon by the respective referee of the 
game, and the offender(s) in such instances will be yellow carded (sin bin) for 5 minutes. Extremely serious 
offences may be subject to red cards, with the offender being ejected from the rest of the game. No 
substitutions are possible in yellow/red card instances. 
 
Scoring During a Game 
 
Scoring can only be through Tries. The team with the higher number of tries wins the game. 
 
The Points System: 
 
The 4 group winners (in the case of 4 groups) from the round-robin phase advance to the semi-finals. 
NOTE: Only one team per school can be admitted to this phase. The group rankings are established 
according to the following criteria, listed in decreasing order of importance: 
 
Number of points (victory = 3, tie = 1, loss = 0, absence = -1) 
Points differential 
Number of points scored 
Number of points conceded 
Head to head result to the tied teams  
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If none of these criteria enable two or more teams to be separated, a member of the 
Spring Games staff will draw random lots to determine who advances to the next round. 
 
Format Changes for the Final: 
 
Each game consists of two halves of 15 minutes with a 5 minute break. In case of a tie at the end of regular 
time, 5 minutes extra time will be played, if still drawn it will be followed by sudden death until somebody 
scores. 
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RUGBY ς ²ha9bΩ{ 
 
Tournament Format: 
 
¢ƘŜ ²ƻƳŜƴΩǎ ¢ƻǳŎƘ wǳƎōȅ ¢ƻǳǊƴŀƳŜƴǘ ƛǎ ŀ т-a-side touch rugby competition played on half pitches. If 
sufficient schools raise a team to participate, the structure will involve pool matches and a knockout stage 
leading to the Grand Final. Otherwise the format will be exclusively knockout based on a random draw 
before the event begins. 
 
Preliminary matches and the semifinals will consist of two halves of 7 minutes with a 1 minute interval. The 
final will involve two halves of 10 minutes and a 5 minute interval. 
 
Teams will consist of 10 players, 3 of which will act as substitutes. Any team not complying with this will be 
docked 1 point per match. Substitutions will occur on a rolling basis. 
 
The Scoring System: 
 
Unlike regular rugby point scoring, each try will be worth 1 point and the winner of each match will be the 
team that scores the most tries. 
 
Presuming that there are enough teams to form round-robin pools, the group rankings are established 
according to the following criteria, listed in decreasing order of importance: 
 
Number of points (victory = 3, tie =1, loss = 0, absence = -1) 
Points differential 
Number of points scored 
Number of points conceded 
 
If none of these criteria enable two or more teams to be separated, a member of the Spring Games staff 
will draw random lots to determine who advances to the next round. 
 
If a straight knockout competition is necessary, consolation matches will be arranged for losing teams to 
determine their final rankings. 
 
In case of a tie at the end of regular time in a knockout match, one 5-minute period of sudden-death 
overtime will take place. If that fails to separate the contestants, a session of drop goal kicks (according to 
international rules) will decide between the 2 teams. 
 
Rules 
 
ω DŀƳŜ ŘǳǊŀǘƛƻƴΥ ¢ǿƻ т-minute halves with a 1-minute half time. 
ω tƭŀȅ ǎǘŀǊǘǎ ŀƴŘ ǊŜǎǘŀǊǘǎ ŀǘ ǘƘŜ ŎŜƴǘǊŜ ǿƛǘƘ ŀ ϦǘŀǇϦΦ ¢Ƙƛǎ ƛǎ ǇŜǊŦƻǊƳŜŘ ōȅ ƳƻǾƛƴƎ ǘƘŜ ball on the ground 
with the foot, free from the hands, and then picking it up. Penalties are performed by the same procedure. 
On both a re-start and penalty the defending team must retreat at least 10 metres. 
ω т ǇƭŀȅŜǊǎ ŀǊŜ ŀƭƭƻǿŜŘ ƻƴ ǘƘŜ ŦƛŜƭŘ ŀǘ ŀƴȅ ƻƴŜ ǘƛƳŜΣ ǿƛǘƘ о ǊŜǎŜǊǾŜǎ ƻŦŦ ǘƘŜ ŦƛŜƭŘΦ Reserves can be 
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continuously substituted at any time from one side of the field. The substituting players must make contact 
with each other behind the sideline. 
ω ! ǘǊȅ ƛǎ ǎŎƻǊŜŘ ōȅ ƎǊƻǳƴŘƛƴƎ ǘƘŜ ōŀƭƭ ƻƴΣ ƻǊ ōŜƘƛƴŘΣ ǘƘŜ ǘǊȅ-line. One point is awarded for each try. 
ω ! ƭŜƎŀƭ ǘƻǳŎƘ is done with two hands, on any part of the body, clothing and ball.  The referee is the sole 
judge of the touch and has the discretion to overrule a claim. (Play to the whistle). An attacking player may 
affect the touch by deliberately touching the opposition with one hand anywhere on the body, but not on 
the ball. 
ω ²ƘŜƴ ǘƻǳŎƘŜŘΣ ǘƘŜ ǇƭŀȅŜǊ ƛƴ ǇƻǎǎŜǎǎƛƻƴ Ƴǳǎǘ ǇƭŀŎŜ ǘƘŜ ōŀƭƭ ƻƴ ǘƘŜ ƎǊƻǳƴŘ ŀǘ ǘƘŜ exact point of the touch. 
Play is re-started by stepping over the ball. It can be controlled with a hand or foot. This is known as a 
ROLLBALL. The ball may not roll more than a metre. A player may not perform a rollball unless touched. 
ω ¢ƘŜ ǇƭŀȅŜǊ ǇƛŎƪƛƴƎ ǳǇ ǘƘŜ ōŀƭƭ όǘƘŜ ŀŎǘƛƴƎ ƘŀƭŦύ Ƴŀȅ ǊǳƴΣ ōǳǘ ƛŦ ǘƻǳŎƘŜŘ ŀ changeover occurs. The acting 
half may not score and a changeover (rollball) will be awarded if this occurs. 
ω !ŦǘŜǊ с ǘƻǳŎƘŜǎ ǇƻǎǎŜǎǎƛƻƴ ŎƘŀƴƎŜǎΦ ¢ƘŜ ŀǘǘŀŎƪƛƴƎ ǘŜŀƳ ōŜƎƛƴǎ Ǉƭŀȅ ƻƴ ǘƘŜ ϦŦƛǊǎǘ down", starting with a 
"rollball". 
ω !ƭƭ ŘŜŦŜƴŘƛƴƎ ǇƭŀȅŜǊǎ Ƴǳǎǘ ǊŜǘƛǊŜ ƳƻǊŜ ǘƘŀƴ р ƳŜǘǊŜǎ ƛƴ ƭƛƴŜ ǿƛǘƘ ǘƘŜ ƳŀǊƪ ƻŦ touch. The defending team 
cannot move forward until play restarts, nor interfere with play whilst retreating. A restart occurs the 
moment the ball is tapped or the acting half touches the ball at the roll ball. 
ω LŦ ǘƘŜ ŀǘǘŀŎƪƛƴƎ ǇƭŀȅŜǊΣ ǿƘŜƴ ƳŀƪƛƴƎ ŀ ǉǳƛŎƪ ǎǘart, is touched by an off-side defender, play is allowed to 
continue. If an attacking side gains no advantage, a penalty tap for the first down will be given. 
ω ²ƘŜƴ ŀ Ǌƻƭƭōŀƭƭ ƛǎ ǘŀƪŜƴ ǿƛǘƘƛƴ р ƳŜǘǊŜǎ ƻŦ ǘƘŜ ǎŎƻǊŜƭƛƴŜ ǘƘŜ ŘŜŦŜƴŘƛƴƎ ǇƭŀȅŜǊǎ must retreat with both 
feet to behind their scoreline before they can make the touch. If a player is touched in the touchdown zone 
before grounding the ball the touch counts and play is restarted on the 5-metre line. At all times no team 
may delay the game by deliberately delaying a roll ball. 
ω LŦ ǘƘŜ ōŀƭƭ ƛǎ ŘǊƻǇǇŜŘ ƻǊ ƛŦ ŀ ǇƭŀȅŜǊ ŎǊƻǎǎŜǎ ǘƘŜ ǎƛŘŜƭƛƴŜ ōŜŦƻǊŜ ōŜƛƴƎ ǘƻǳŎƘŜŘΣ change of possession will 
occur. This is by means of a tap kick. 
ω ! ǇŜƴŀƭǘȅ ƛǎ ŀǿŀǊŘŜŘ ŦƻǊ ǘƘŜ ŦƻƭƭƻǿƛƴƎ ƛƴŦǊƛƴƎŜƳŜƴǘǎΤ ŀ ŦƻǊǿŀǊŘ ǇŀǎǎΣ ƻŦŦǎƛŘŜ Ǉƭŀȅ, performing a roll ball 
over the mark, claiming a Touch when none was made, interfering with the roll ball (running around the 
ruck) and passing the ball once touched. When a penalty is awarded, the referee will advance 10 metres 
from where the infringement occurred. The referee must give the exact mark from where the Tap Ball must 
be taken. The defending team must retire 10 metres from the mark or behind the try-line. 
ω LŦ ǘƘŜ ŘŜŦŜƴŘƛƴƎ ǘŜŀƳ ǳƴǎǳŎŎŜǎǎŦǳƭƭȅ ƛƴǘŜǊŎŜǇǘǎ ǘƘŜ ōŀƭƭ ƻǊ ƛǘ ƛǎ ƛƴǘŜƴǘƛƻƴŀƭƭȅ knocked down, the attacking 
team starts from a "first down" roll ball. 
ω ¢ƘŜ ǇǊƛƴŎƛǇƭŜ ƻŦ ŀŘǾŀƴǘŀƎŜ ǿƛƭƭ ōŜ ŀǇǇƭƛŜŘΦ 
 
No obstruction, excessive contact, verbal abuse or foul play will be tolerated - the referee is sole judge. A 
penalty will be awarded in such cases and a player can receive 2 minutes in the SIN BIN. Serious or 
continual foul play of any nature will result in the player being sent off without a replacement. 
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SALSA 
 
 
Basic Rules: 
 
The objective is to identify the best salsa performance among the Spring Games participating schools, but 
ŀōƻǾŜ ŀƭƭ ǘƻ ƘŀǾŜ Ŧǳƴ ŀƴŘ ŎŜƭŜōǊŀǘŜ ƻƴŜ ƻŦ ǘƘŜ ǿƻǊƭŘΩǎ Ƴƻǎǘ ŜȄŎƛǘƛƴƎ ŘŀƴŎŜ ǎǘȅƭŜǎΗ 
Each school must choose one salsa song (no other types of dancing like merengue, bachata, samba, or 
another type of latin music) and choreograph a performance for it. There shall be at least two couples 
dancing and a maximum of 5 couples. Each team will get to dance once, obviously one by one. Each team 
needs to bring the music of their choice on an audio CD and a USB key/MP3 player. The song should be no 
longer than 5 minutes. 
 
 
The Scoring System: 
 
Criteria that form the evaluation system: 
- choreography 
- performance 
- originality 
- technique / style 
- timing and rythm 
- flow 
Performances will be scored out of 10, with ten being the best grade attainable. 
 
 
The Judges: 
The Salsa competition will be judged by 2 professional Salsa Instructors/performers from one of 
Barcelona's premier Salsa schools. In the event that they are unable to participate, judging shall take 
place using a jury comprised of one person from every school participating in the competition. Jury 
members ς as in the Eurovision Song Contest ς will evaluate all participants except those from their own 
school. Finally, one member of the jury will serve as Chairperson to resolve any disputes and ensure fair 
implementation of the scoring system. " 
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SWIMMING 
 
These rules are adapted from the rules that La Fédération Internationale de Natation (FINA) promulgates 
and will apply to all swimming events at the 2009 Spring Games. The most important rules of the 
competition are that all participants and spectators must act with the utmost respect for others, be 
ŎƻƻǇŜǊŀǘƛǾŜΧŀƴŘ ƘŀǾŜ ŦǳƴΗ 
 
Participation in Events 
Due to unauthorized participants in prior years, only current students of invited MBA programs are 
authorized to enroll and to participate in an event. Thus, we may check official ID cards issued by invited 
MBA programs when participants arrive on campus and check-in at events. We apologize for this but in the 
past some schools have actually brought in non-ǎǘǳŘŜƴǘǎ ǘƻ ǇŀǊǘƛŎƛǇŀǘŜΣ ŀƴŘ ŎƻƛƴŎƛŘŜƴǘƭȅ ²Lb ŜǾŜƴǘǎΧƴƻǘ 
very ethical or fun for the rest of us. Each MBA program is allowed to have a maximum of two participants 
in each individual event and a maximum of one team in each relay event. 
 
Events scheduled for the 2009 Spring Games (planned to happen in this order) 
Women's 50m Butterfly 
aŜƴΩǎ рлƳ .ǳǘǘŜǊŦƭȅ 
Women's 50m Backstroke 
aŜƴΩǎ рлƳ .ŀŎƪǎǘǊƻƪŜ 
Women's 50m Breaststroke 
aŜƴΩǎ рлƳ .ǊŜŀǎǘǎǘǊƻƪŜ 
Women's 50m Freestyle 
aŜƴΩǎ рлƳ CǊŜŜǎǘȅƭŜ 
Women's 100m Individual Medley 
aŜƴΩǎ мллƳ LƴŘƛǾƛŘǳŀƭ aŜŘƭŜȅ 
Women's 4 x 50m Medley Relay 
Men's 4 x 50m Medley Relay 
Women's 4 x 50m Freestyle Relay 
Men's 4 x 50m Freestyle Relay 
 
 
Awarding points 
Points will be awarded for 1st to 10th place finishes in individual events and 1st to 5th place finishes in the 
relays. Finishes are based on the time taken to complete the event. 
 

Individual Events 

Ranking Points 
1 20 

2 27 

3 15 
4 12 

5 10 
6 8 

7 6 
8 4 

9 2 

10 1 
11+ 0 

 
Relay Events 
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Ranking Points 
1 40 

2 30 

3 22 
4 16 

5 12 
6+ 0 

 
 
RULE 1: THE START 
 
RULE 1.1 The start in Freestyle, Breaststroke, Butterfly, Individual Medley and Freestyle Relay races shall be 
with a dive from the starting platform. On the long whistle from the starter, the swimmers shall step onto 
the starting platform and remain ǘƘŜǊŜΦ hƴ ǘƘŜ ǎǘŀǊǘŜǊΩǎ ŎƻƳƳŀƴŘ ϦǘŀƪŜ ȅƻǳǊ ƳŀǊƪǎΣϦ ǘƘŜȅ ǎƘŀƭƭ 
immediately take up a starting position with at least one foot at the front of the starting platforms. The 
position of the hands is not relevant. When all swimmers are stationary, the starter shall give the starting 
signal. 
 
RULE 1.2 The start in Backstroke and Medley Relay races shall be from the water. At the starter's first long 
whistle, the swimmers shall immediately enter the water. At the starter's second long whistle the 
swimmers shall return without undue delay to the starting position. When all swimmers have assumed 
their starting positions, the starter shall give the command "take your marks." When all swimmers are 
stationary, the starter shall give the starting signal. 
 
RULE 1.3 In the Spring Games the command "Take your marks" shall be in English. 
 
RULE 1.4 Any swimmer starting before the starting signal shall get a `warning´ for the first time. Any 
swimmer starting before the starting signal a second time shall be disqualified from the race. Only the 
individual instigating the false start will be charged with the violation. Swimmers will be alerted to a false 
start through a repetitive starting signal. The swimmers will be called back and the race will be started 
again. 
 
RULE 1.5 The starts of the second, third and fourth members of relay teams will take place from the 
starting platform. These swimmers feet my not leave the starting platform before the relay team member 
in the water completes his/her leg of the race by touching the wall. If the next member of a relay leaves the 
starting platform before his/her teammate in the water touches the wall, the team will be disqualified. 
 
RULE 1.6 Any swimmer or relay team not following the starting rules can also be disqualified after finishing 
the race. 
 
RULE 2: FREESTYLE 
 
RULE 2.1 Freestyle means that in an event so designated the swimmer may swim any style, except in 
individual medley or medley relay events, where freestyle means any style other than backstroke, 
breaststroke or butterfly. 
 
RULE 2.2 Some part of the swimmer must touch the wall upon completion of each length and at the finish. 
 
RULE 2.3 Some part of the swimmer must break the surface of the water throughout the race, except 
during the turn when it shall be permissible for the swimmer to be completely submerged and for a 
distance of not more than 15 meters after the start and each turn. By that point, the head must have 
broken the surface. 
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RULE 3: BACKSTROKE 
 
RULE 3.1 Prior to the starting signal, the swimmers shall line up in the water, facing the starting end, with 
both hands holding the starting grips. The feet, including the toes, shall be under the surface of the water. 
Standing in or on the gutter or bending the toes over the lip of the gutter is prohibited. 
 
RULE 3.2 At the signal for starting and after turning, the swimmer shall push off and swim upon his/her 
back throughout the race except when executing a turn. The normal position on the back can include a roll 
movement of the body up to, but not including, 90 degrees from horizontal. The position of the head is not 
relevant. 
 
RULE 3.3 Some part of the swimmer must break the surface of the water throughout the race. It shall be 
permissible for the swimmer to be completely submerged during the turn, at the finish and for a distance of 
not more than 15 meters after the start and each turn. By that point the head must have broken the 
surface. 
 
RULE 3.4 During the turn the shoulders may be turned over the vertical to the breast, after which a 
continuous single arm pull or a continuous simultaneous double arm pull may be used to initiate the turn. 
Once the body has left the position on the back, any kick or arm pull must be part of the continuous turning 
action. The swimmer must have returned to the position on the back upon leaving the wall. When 
executing the ǘǳǊƴ ǎƻƳŜ ǇŀǊǘ ƻŦ ǘƘŜ ǎǿƛƳƳŜǊΩǎ ōƻŘȅ Ƴǳǎǘ ǘƻǳŎƘ ǘƘŜ ǿŀƭƭΦ 
 
RULE 3.5 Upon the finish of the race the swimmer must touch the wall while on the back. The body may be 
submerged at the touch. 
 
RULE 4: BREASTSTROKE 
 
RULE 4.1 From the beginning of the first arm stroke after the start and after each turn, the body shall be 
kept on the breast. It is not permitted to roll onto the back at any time.  
 
RULE 4.2 All movements of the arms shall be simultaneous and in the same horizontal plane without 
alternating movement. 
 
RULE 4.3 The hands shall be pushed forward together from the breast on, under, or over the water. The 
elbows shall be under water except for the final stroke before the turn, during the turn and for the final 
stroke at the finish. The hands shall be brought back on or under the surface of the water. The hands shall 
not be brought back beyond the hip line, except during the first stroke after the start and each turn. 
 
RULE 4.4 All movements of the legs shall be simultaneous and in the same horizontal plane without 
alternating movement. 
 
RULE 4.5 The feet must be turned outwards during the propulsive part of the kick. A scissors, flutter or 
downward dolphin kick is not permitted. Breaking the surface of the water with the feet is allowed unless 
followed by a downward dolphin kick. 
 
RULE 4.6 At each turn and at the finish of the race, the touch shall be made with both hands simultaneously 
at, above, or below the water level. The head may be submerged after the last arm pull prior to the touch, 
provided it breaks the surface of the water at some point during the last complete or incomplete cycle 
preceding the touch. 
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RULE 4.7 During each complete cycle of one arm stroke and one leg kick, in that order, and some part of 
the swimmer's head shall break the surface of the water, except after the start and after each turn the 
swimmer may take one arm stroke completely back to the legs and one leg kick while wholly submerged. 
The head must break the surface of the water before the hands turn inward at the widest part of the 
second stroke. 
 
RULE 5: BUTTERFLY 
 
RULE 5.1 From the beginning of the first arm stroke after the start and each turn, the body shall be kept on 
the breast. Under water kicking on the side is allowed. It is not permitted to roll onto the back at any time. 
 
RULE 5.2 Both arms shall be brought forward together over the water and brought backward 
simultaneously throughout the race, subject to turns. 
 
RULE 5.3 All up and down movements of the legs must be simultaneous. The position of the legs or the feet 
need not be on the same level, but they shall not alternate in relation to each other. A breaststroke kicking 
movement is not permitted. 
 
RULE 5.4 At each turn and at the finish of the race, the touch shall be made with both hands 
simultaneously, at, above or below the water surface. 
 
RULE 5.5 At the start and at turns, a swimmer is permitted one or more leg kicks and one arm pull under 
the water, which must bring him/her to the surface. It shall be permissible for a swimmer to be completely 
submerged for a distance of not more than 15 meters after the start and after each turn. By that point, the 
head must have broken the surface. The swimmer must then remain on the surface until the next turn or 
finish. 
 
RULE 6: MEDLEY SWIMMING 
 
RULE 6.1 In individual medley events, the swimmer covers the four swimming styles in the following order: 
Butterfly, Backstroke, Breaststroke and Freestyle. 
 
RULE 6.2 In medley relay events, swimmers will cover the four swimming styles in the following order: 
Backstroke, Breaststroke, Butterfly and Freestyle. 
 
RULE 6.3 Each section must be finished in accordance with the rule that applies to the style concerned. For 
example, a backstroke turn transitioning into the Breaststroke leg of the race is permitted on the individual 
medley; however, the swimmer must follow the Breaststroke rules immediately upon pushing off the wall 
from the turn. 
 
RULE 7: THE RACE 
 
RULE 7.1 Each individual swimmer must complete the entire specified distance of the event by his/her own 
effort and in accordance to the specified rules for the event or will be disqualified. 
 
RULE 7.2 A swimmer must finish the race in the same lane in which he/she started. A Swimmer swimming 
in any other lane than in which he/she started ς even if only for a very short distance ς shall be disqualified. 
Crossing other lanes in order to leave the swimming pool at the end of a race is only allowed when the race 
is over and all others in the heat have finished the race. Any violators of this rule will be disqualified. 
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RULE 7.3 In all events, a swimmer when turning shall make physical contact with the end of the pool or 
course. The turn must be made from the wall. It is not permitted to take a stride or step from the bottom of 
the pool. 
 
RULE 7.4 Standing on the bottom during freestyle events or during the freestyle portion of medley events 
shall not disqualify a swimmer, but he/she shall not walk nor push from the bottom of the pool. 
 
RULE 7.5 Pulling on the lane rope is not allowed and will result in disqualification. 
 
RULE 7.6 Obstructing another swimmer by swimming across another lane or otherwise interfering shall 
disqualify the offender. Should the foul be intentional, the starter shall report the matter to the Spring 
Games Captain(s) promoting the race, and to the team captain of the swimmer so offending. 
 
RULE 7.7 No swimmer shall be permitted to use or wear any device that may aid his/her speed, buoyancy 
or endurance during a competition (such as webbed gloves, flippers, fins, etc.). Only swimming suits, 
goggles and swim caps may be worn. Loose jewelry must be removed prior to the race. Watches are 
permitted. 
 
RULE 7.8 Any swimmer not entered in a race, who enters the water in which an event is being conducted 
before all swimmers therein have completed the race, shall be disqualified from his/her next scheduled 
race as well as all team members from his/her school in that particular race. 
 
RULE 7.9 There shall be four swimmers on each relay team. 
 
RULE 7.10 In relay events, the team of a swimmer whose feet lose touch with the starting platform before 
the preceding team-mate touches the wall shall be disqualified, unless the swimmer in default returns to 
the original starting point at the wall, but it shall not be necessary to return to the starting platform. 
 
RULE 7.11 Any relay team shall be disqualified from a race if a team member, other than the swimmer 
designated to swim that length, enters the water when the race is being conducted, before all swimmers of 
all teams have finished the race. 
 
RULE 7.12 The members of a relay team and their order of competing must be designated before the race. 
A relay team member may only swim one leg of that particular relay. The composition of a relay team may 
be changed up until the judge announces the event. Failure to swim in the order listed will result in 
disqualification. Substitutions may be made only in the case of a medical emergency and must be approved 
by the Spring Games Captain(s) promoting the race. 
 
RULE 7.13 Any swimmer having finished his/her race, or his/her distance in a relay event, must leave the 
pool as soon as possible without obstructing any other swimmer who has not yet finished his/her race. 
Otherwise the swimmer committing the foul, or his/her relay team, shall be disqualified. 
 
RULE 7.14 Should a foul endanger the chance of success of a swimmer, the Spring Games Captain shall have 
the power to allow him/her to compete in the next heat or, should the foul occur in the last heat, the 
Spring Games Captain may order it to be re-swum. 
 
RULE 7.15 There shall be five lanes used for competition and one practice pool used for warm-up and cool-
down swimming. The lanes shall be assigned by the Spring Games Captain in accordance with the seed 
times  provided by the participating schools. Seed times should be as accurate as possible to promote the 
highest level of competition between participants. Heats will be assigned from slowest seed time to fastest 
seed time. The fastest seed time in each heat will be assigned the middle lane with progressively slower 
seed times on either side. 
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RULE 7.16 Depending on the number of participants, there shall be two, three or four heats. Finals will not 
be held. The times recorded by the timer assigned to each lane will be used to judge the final place of each 
competitor and the points awarded to the respective team. 
 
RULE 8: TIMING 
 
RULE 8.1 There will be an overall chief timekeeper (who may be the meet starter) and one timekeeper per 
lane. 
 
RULE 8.2 Manual timing shall be registered to 1/100 of a second. 
 
RULE 9: PROTESTS AND APPEALS 
 
RULE 9.1 Protests concerning the result or conduct of an event shall be made immediately and at least 
within one hour of the official announcement of the result of that event. 
 
RULE 9.2 Any protest shall, in the first instance, be made orally to the Spring Games Captain present at the 
event by the athlete him/herself. To arrive at a fair decision, the Spring Games Captain should consider any 
available evidence that he/she thinks necessary, including a film or picture produced by a video tape 
recorder or digital camera. The Spring Games Captain may decide on the protest or may refer the matter to 
a jury comprised of three (3) Spring Games participants present at the venue of the disputed action and 
chosen a random όάWǳǊȅέύΦ LŦ ǘƘŜ {ǇǊƛƴƎ Games Captain makes a decision, the disputing athlete shall have a 
right of appeal to the Jury, and if the Spring Games Captain has not already chosen a Jury, then one must be 
chosen for this purpose. 
 
RULE 9.3 An appeal to the Jury must be made within one (1) hour of the official announcement of the 
decision made by the Spring Games Captain. The appeal must be in writing and detail the action in dispute, 
the principal actors involved and the remedy sought. The appeal must be signed by the athlete bringing the 
appeal and presented to the Jury by the athlete bringing the appeal. If the Jury is in doubt, other available 
evidence may be considered. If such evidence, including any available video evidence, is not conclusive, the 
decision of the Spring Games Captain shall be upheld. Decisions made by the Jury are final and not open to 
appeal. 
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TABLE TENNIS 
 
Rules: 
 

1. Competitions take place based on team matches among schools. Encountering a team means 
playing 5 matches: two male singles, one male double, one mixed double and one female 
single. The winner of the encounter is the team that wins 3 matches against the other. 
 

2. Each school will be represented by one team. Each team is composed of at least 3 males and 1 
female. To allow greater participation as many as 6 players per team can be registered. 
 

3. Each match consists of three 11-point games, and who wins two games will be the winner in 
the match. 
 

4. The tournament will begin with the division of the teams into four groups (A, B, C and D) at 
random. 
 

5. In each group, each team will compete against all the others and each team that wins one 
match will gain one point. The four teams, which earn the top score of their group, will enter 
the semifinal matches. If more than one team in each group has the same top score, the teams 
with higher net scores will be the winners. (EX: a team, which doesn't lose any set in a match, 
will earn a net score of 2, and a team, which wins two sets but loses one set, will get a net score 
of 1). If their net scores are also the same, we will add their net points to decide the winners. 6. 
In the semifinal, the Winner of Group A will play Winner of Group C; and Winner of Group D 
will play Winner of Group B. The semifinal losers will compete for the third place and the 
semifinal winners will compete for championship. 
 

6. International rules will be applied with respect to umpiring, serving and time-out. 
 

7. tƭŀȅŜǊǎ ǿƘƻ ŘƻƴΩǘ have matches will be employed to act as referees by the time 
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TENNIS 
 
Basic Rules: 
 
Each school may officially compete with a maximum of 2 teams (subject to court availability), and they can 
also select a squad of a maximum of 6 participants for each team. Each team is composed of 4 members, 
and must have a minimum of 1 woman. Players are not allowed to play in more than one team. 
 
Any encounter between two schools is resolved by 3 matches: 2 singles and 1 double. 
Before each contest, and at the moment the team is accredited, the captain states if the female member 
plays single or double. In case of disagreement with the rival team, the Spring Games Tennis Coordinator 
will decide by draw. Each of the three matches gives one point to the winning player(s). The team that wins 
more points is the winner. 
 
Structure and Scoring: 
 
The Championship is played in 4/5 rounds (depending on total number of teams) of simple elimination 
contests between two schools with simple elimination: Preliminary Round (if enough teams), First Round, 
Quarterfinals, Semifinals and Final. Teams that lose in their first contest will play a Consolation Round 
(NOTE: The Consolation Round might not take place in case of rain.) 
 
All preliminary rounds (Quarterfinals and Semifinals of the main draw), are played in two winning sets of 
four winning games (4/7) with tie-break if the score is 3-3.   In the Final, matches are played in two winning 
sets of six winning games and tie-break (if the score is 6-6, the tie-break takes place) In case of rain, the 
Spring Games Tennis Coordinator may decide that all rounds are played in 1 winning set of 6 winning 
games, except for the Final. In case of any delay, priority is given to the main draw (vs. losers draw). 
 
The team captain makes the accreditation of the teams with the Spring Games Tennis Coordinator before 
each confrontation. The time available for the accreditation is from thirty (30) minutes before the first 
match of the confrontation until the exact scheduled time of that match. 
 
Head-to-head wins will decide the victory.  In the case of consolation winners and teams not in the finals, 
teams will be ranked first based on head-to-head tournament performance and then based on total games 
won minus total games lost.  So if teams 3 and 4 are unable to play a consolation, the winning team will be 
determined by the game score differential. 
 
Penalties: 
 
Walk-Overs are announced automatically if: 
ω the accreditation is not produced during the time period mentioned in point 5 
ω the players are not ready to enter the court at the exact scheduled time of the match. 
No exception will be considered. NOTE: There is a strict five-minute time period allowed to warm up before 
the match starts.  The Spring Games Tennis Coordinator will adjudicate disputes or complaints between 
two teams over any of the above outlines. 
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Clothing and Equipment: 
 
There is no official dress code required for the tennis tournament, although the organizers were tempted 
to mandate long trousers, no facial growths & Brylcreamed hair for men and ankle-length skirts and full 
blouses for women for a giggle. 
 
NOTE: Tennis balls are supplied by the Spring Games but rackets are not provided, so all participants must 
find room in their luggage for their sporting weapon of choice. 
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TRACK AND FIELD 
 
The most important rule of competition is all participants and spectators must act with the 
ǳǘƳƻǎǘ ǊŜǎǇŜŎǘ ƻŦ ƻǘƘŜǊǎΧŀƴŘ ƘŀǾŜ ŦǳƴΗ 
 
Participation in Events 

 
Each school should register a minimum of five participants, including at least one woman, to 
cover all of the offered events. The total size of their squad, however, can be as large as 24. 
An authorized participant may also participate in an unlimited number of track and field events. 
NOTE: participation requires that each school team entered nominates one person to assist 
with the running of the event though marshalling their team, assisting with measurements etc. 
The person nominated may change due to commitments throughout the day. 
 
Events for the 2010 Spring Games: 

 
Track & field will be composed by the following modalities: 
100m - Men 
100m - Women 
400m - Men 
400m ς Women 
Three-Legged Race  
4 x 100m relay with mixed teams (mandatory at least 1 woman) 
 
Each MBA program is allowed to have a maximum of two participants in each individual event 
(however, owing to constraints this may be reduced to a single competitor should an event be 
oversubscribed ς this will be communicated at sign-in) and a maximum of one team in the 
team events (three legged race and relay). All events will take place at the INEFC track and field facilities.  
 
 
Shoes 

 
1. Competitors may compete barefoot or with footwear on one or both feet. Such 
footwear, however, must not be constructed so as to give a competitor any additional 
assistance, and no spring or device of any kind may be incorporated in the shoes. A 
shoe strap over the instep is permitted. 
2. The sole and heel of the shoes may be so constructed as to provide for the use of 
spikes.  Any number of spikes may be used. 
3. Competitors may not use any appliance, either inside or outside the shoe that can 
give the wearer any advantage that he/she would not obtain from the type of shoe 
described in the previous paragraphs. 
 
The Race 

 
The direction of running shall be left-hand inside. The lanes shall be numbered with the lefthand  
inside lane numbered 1. 

 
The Start 
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1. The start of a race shall be denoted by a white line. In all races not run in lanes, the 
start line shall be curved, so that all the runners start the same distance from the 
finish. 
2. All races shall be started by the report of the Starter's gun fired upwards after he/she 
has ascertained that competitors are steady and in the correct starting position. 
3. The commands of the Starter in English shall, in races up to and including 400m, 
including relays, be "On your marks," "Set," and when all competitors are "Set," the 

gun shall be fired. A competitor shall not touch either the start line or the ground in 
front of it with his/her hands or his/her feet when on his/her marks. In races longer 
than 400m, the commands shall be "On your marks" and when all competitors are 
steady, the gun shall be fired. A competitor shall not touch the ground with his/her 
hand or hands during the start. 
4. If for any reason the Starter is not satisfied that all is ready for the start to proceed 
after the competitors are on their marks, he/she shall order all competitors to 
withdraw from their marks and the competitors shall assemble on the starting line 
again. In all races up to and including 400m, including the first leg of the relays, a 
crouch start and the use of starting blocks are voluntary. 
5. On the command "On your marks" or "Set," as the case may be, all competitors shall 
at once and without delay assume their full and final set position. Failure to comply 
with this command after a reasonable time shall constitute a false start. If a 
competitor, after the command "On your marks," disturbs the other competitors in the 
race through sound or otherwise, the Starter may consider it a false start. 
6. If a competitor commences his/her starting motion after assuming his/her full and final 
set position, and before the report of the gun it shall be deemed a false start. 
7. Any competitor making a false start shall be warned. If a competitor is responsible 
for the second false start, he/she shall be disqualified. 
8. If the Starter is of the opinion that the start was not a fair one, he/she shall recall the 
competitors by firing a gun. Note: In practice, when one or more competitors make a 
false start, others are inclined to follow and, strictly speaking, any competitor who 
does so has also made a false start. The Starter should warn only such competitor or 
competitors who, in his/her opinion, were responsible for the false start. This may 
result in more than one competitor being warned. If the false start is not due to any 
competitor, no warnings shall be given. 
 

Leaving the Track 
 

A competitor, after voluntarily leaving the track, shall not be allowed to continue in the race. 
 

Check-Marks 

 
Competitors may make check-marks or place objects on or alongside the running track for 
their assistance. 
 
Obstruction 

 
Any competing runner who jostles or obstructs another competitor, so as to impede his/her 
progress, shall be liable to disqualification from that event. The Organizer(s) shall have the 
authority to order the race to be re-held excluding any disqualified competitor or, in the case 
of a heat, to permit any competitor(s) seriously affected by jostling or obstruction (other than 
any disqualified competitor), to compete in a subsequent round of the event. Normally such 
an athlete should have completed the event with bona fide effort. Regardless of whether there 
has been a disqualification, the Organizer(s), in exceptional circumstances, shall also have 




