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RULES OF THE “KOK BORU” GAME
1. Playing field
1.1. 	The game takes place on a field specially prepared for the “Kok Boru” game.
1.2. 	The playing field is drawn straight and vertical.
The field must be 210 meters long and 80 meters wide, and if the perimeter of the playing field is fenced, then it is 70 meters wide.
1.3. Washed sand is placed on the playing field. The sand thickness should be 6-8 cm.
Field layout :
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Taikazan scheme:
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2. Rider
2.1. 	The rider must be at least 18 years old.
2.2. 	Before the game, the rider must undergo a medical examination in accordance with the regulations.
2.3. 	The rider who has consumed alcohol, doping or narcotic substances will not be allowed to the game.
2.4. 	The rider must know the rules of the game.
2.5. 	The rider must fully obey the referees during the game.
3. [bookmark: bookmark6]Rider's clothing (uniform)
3.1. 	The player must enter the game in uniform and a protective vest. Headgear: the player must wear a headgear, hard hat, helmet. Players who do not meet these requirements will not be allowed to the game.
3.2. 	All protective vests must be as safe as possible for both the rider and the opponent.

4. [bookmark: bookmark8]Horse (stallion)
4.1. 	Only horses that have passed veterinary control can participate in competitions.
4.2. 	Horses must not bite, strike or kick with their hind legs during play. In such cases, a horse that bites and kicks will be given one warning, and if the violation occurs again, that horse will be removed from the game.

5. Horse equipment
5.1. 	The equipment of horses participating in the game should not contain silver, copper, iron or bone jewelry that could injure riders and horses.
Stirrups should not have sharp ends, but horseshoe corners. In winter and when the field is covered in slush, the side surfaces of the horseshoes should not be sharp (0.5 cm).
Horses with equipment that does not comply with the rules will not be allowed to play until the deficiencies are eliminated.
5.2.	 The number must be placed on both sides of the horse’s sweatshirt.
5.3.	 Biting horses must have a muzzle designed to prevent injury to other horses.

6. [bookmark: bookmark12]Goat carcass (dummy)
6.1. The game uses a goat cub carcass or a dummy. The weight of a carcass after slaughter is 30-32 kg, and if the area is dirty, then the weight of the carcass should be 27-28 kg. If the carcass is eviscerated after slaughter, its weight should be 31 kg.
The weight of the dummy should be 30 kg.

7. [bookmark: bookmark14]Team
7.1. 	The team consists of 12 riders.
7.2. 	The team has 2 uniforms of two different colors.
a) The uniforms must have the same color;
b) Standards for numbers on the uniforms: on the back - 300mm x 150mm, on the front - 150mm x 100mm;
7.3. 	The team must have its own flag.
7.4. The team must have its own medical and veterinary first aid kits.
7.5. 	During the game, there should be no one near the team except 1 coach and 4 stud-grooms.
7.1. Notification:
· Teams are required to provide all relevant documents to the chief judge of the competition in accordance with the competition regulations;
· Personal files of 12 riders with photographs;
· Medical certificate and insurance policy of riders;
· Passport for 12 horses with photographs: full face and horizontal general view;
· Certificate of veterinary examination of horses.

Note: According to the competition rules, the number of riders must be minimum 8 to 12 riders. If the declared team is not complete at the time of the draw, it is prohibited to add a rider or horse after the draw, and it is also prohibited to change the composition of either horses or riders after the draw (even if horses and riders are injured).
[bookmark: _Hlk167660973]Note: Teams must obey the referee during the game. If teams disagree with the referee's decision, only team captains have the right to ask the referee to reconsider the situation together with the assistant referees. The referee’s decision is final.
Note: if teams have complaints against the referee and assistant referees, after the game they can contact the chief referee of the competition in writing in order to take action against them.
Teams do not have the right to leave the game without a reason, this is prohibited and measures will be taken against them by the “Disciplinary Commission”.
8. Game start
8.1.  20 minutes before the start of the game, the teams line up for inspection. The inspection is carried out by specially trained judges. A late team will be punished according to the decision of the judges. At the time of inspection, riders and their horses must meet the general requirements. If teams have faults, they should be addressed as soon as possible. (If riders or horses have faults that do not comply with the rules, the game begins without them until the faults are eliminated). After this, the commands are transferred to the central referee of the game. From this moment until the end of the game, until the teams receive the final blessing, they will be under the control of the central judge (arbiter).
8.2. 	When the “Kok Boru” anthem is played, the teams line up on the playing field, go around the taikazans (goals) on both sides, greet each other in the middle of the playing field, and line up to take a blessing from the people.
8.3.	 The game begins with the ancient tradition of a solemn oath of players who take an oath to play the game honestly. The teams take their place on the center circle, lined up in one row. The referee, turning to the audience, pronounces the words of the oath, the players loudly repeat after him.
The oath
Referee:
Oh, the Great Creator, take this oath of the players, mighty and strong men, riders entering the game, who carry on the ancient tradition.
[bookmark: bookmark18]Riders:
[bookmark: _GoBack]I swear before the Creator, starting the “kok boru” game, which we inherited from our ancestors, to behave honestly, to strictly follow the rules of the game.
Oohmiin (Let the Creator bless you)!
[bookmark: bookmark20]Basic conditions of the game:
a) 4 players from each team enter the game;
b) the playing field is divided for two teams;
c) each team has its own “taikazan” (goal);
d) the game consists of 3 round (periods) each lasting 15 minutes, the total time of the game is 45 minutes. At the end of each round (period), a 10-minute break is provided, and the playing time may vary depending on the competition regulations;
e) each team must drop as many goat carcasses as possible into the taikazan. Victory goes to the team that is able to drop the most goat carcass into the opponent’s “taikazan”;
f) the team (coach) has the right to replace riders and their horses during the game with riders and horses in the composition specified in the notification;
Note: The choice of “taikazan” is determined by drawing lots. The teams then exchange taikazans at the end of each period of the game. If the score is tied at regular time, the teams are given extra time, in which they switch taikazans again.
9. Game play
9.1. Teams must be outside the playing field, in the designated area.
9.2. The carcass is thrown into a small circle 25 meters from the line of spectators. If the carcass is thrown incorrectly, then, according to the decision of the game referee, the carcass is thrown back into the small circle.
9.3. Team players must line up on the starting line opposite the spectators inside the playing field.
9.4. Players must stand on the edge of the line and, when the game referee whistles, attack and take the carcass. Regardless of where the carcass lies on the playing field, 2 minutes will be set to capture the carcass (if the carcass lies near the taikazan or in other dangerous places, time be given at the discretion of the referee)
9.5. Capturing the carcass and other techniques in the game are performed according to the rules of the ancient “Kok Boru” game. To increase interest in the game, forceful techniques are allowed, used by both horses and players, but not violating the rules of the game - player can accidentally hit others by a horse (not strike), players can push each other with their torsos and chests without touching each other’s hands. But it is strictly forbidden to run over a player who is picking up a goat carcass from the ground.
Note: If within two minutes no team is able to capture the goat carcass, then the game stops and starts in the central circle to which the carcass is closest. One player from each team enters the circle and they struggle one on one.
9.6. Players substitute as the game progresses. The substitution takes place behind the starting line; the player leaving the playing field must make contact with the player entering the game behind the starting line (it counts if the players and horses touch each other somewhere). It is a violation of the rules if there is an extra rider on the playing field during the game.
Note: If a rider falls during the game, the horse runs away or the saddle slips, then another rider is allowed to come out on the field (the rider with the saddle slipping must leave the playing field immediately), and if the rider falls, the reins remain in the hands or the horse does not run away, he must quickly mount horse and get back into the game.
Note: It is a violation of the rules if the rider falls from the horse and begins to pull the carcass while standing on feet on the ground (without a horse).
9.7. The game begins when the referee whistles and continues until the whistle is repeated. The referee must blow the whistle in the following cases:
a) when the carcass is thrown into the taikazan by one of the teams;
b) when one of the players or teams violate the rules;
c) when the carcass is beyond the playing field (out);
d) when the time of the round (period) ends;
e) if the carcass on the ground is not captured within 2 minutes;
f) if there is a danger for riders or horses, the game must be stopped; in other cases.
9.8. Salym (goal) counts in the following cases:
a) if the goat carcass completely falls into the taikazan;
b) if at least two thirds of the carcass fall into the taikazan. 
Note: When two-thirds of the carcass fall into the taikazan, the salym counts, even if the opponent catches it. If the carcass ends up on the curb of the taikazan, the rider must be on the horse or with one foot in the stirrup, while trying to lower the carcass completely into the taikazan. Salym counts even if the horse climbs over the curb of the taikazan after the rider has thrown the carcass into the taikazan.
9.9. Salym does not count:
a) if one third of the goat carcass ends up in the taikazan;
b) if the carcass ends up on the curb of the cauldron;
c) if the carcass, having got into the taikazan, flies out of it by inertia;
d) it is considered a violation if a rider, standing on the curb of a taikazan, pushes a carcass without a horse or a rider who has fallen from a horse tries to throw the rest of the carcass while standing on the curb of a taikazan;
9.10. If the carcass falls into the taikazan and the judge counts it as a score, the game starts over from the starting line.
9.11. If the carcass is out of filed, the game stops and continues one-on-one (zhekeme zheke). (paragraph 10)
Note: only when the carcass falls outside the field, offside, one-on-one circles are considered outside the field, off-side, falling outside the one-on-one circle. (It is important that the carcass goes beyond the line, and not the rider or his horse).
9.12. In the following cases, it is necessary to immediately and without delay deliver the carcass to the place where it is to be dropped:
a) the team in whose taikazan the carcass is thrown must deliver the carcass to the main circle where it is thrown;
b) when the carcass leaves the playing field (out), the team that captured the carcass must bring the carcass into the nearest one-on-one circle;
c) if the carcass goes outside the playing field, having been pulled equally by the riders of both teams, one rider of both teams must bring the carcass to the nearest one-on-one circle;
d) if the carcass thrown into the general group is not captured within a certain time, one rider from two teams must deliver it to the nearest one-on-one circle;
e) After the end of round or total game time, one player from each team must bring the carcass to the main center circle.
Note: If the referee or assistant referees stop play by mistake, the game will continue as before the whistle (if the team captains appeal to the referee and the field officials agree to their request, the game will begin before the whistle).
Note: During the game, teams can express their complaints to only one referee through their captains. And the referee, in turn, is obliged to consider complaints together with the assistant judges.
 
9.13. Players of the attacking team are allowed to enter the penalty area before the players of the defending team. If all players of the attacking team leave the penalty area, all players of the defending team must leave the penalty area. If the players of the attacking team are in the penalty area during the attack, the players of the defending team continue to play in the penalty area. Moreover, if the players of the attacking team all leave the penalty area, and the players of the defending team remain in the penalty area, this is considered a violation of the rules and an “offside” situation is announced.
10. [bookmark: bookmark24]Zhekeme zheke (one-on-one)
10.1. Zhekeme zheke - a meeting of two riders - is held in the following cases:
a) if the players have not captured the goat carcass within two minutes;
b) if the carcass fell outside the field (out);
c) if the capture of the carcass next to the taikazan is delayed;
d) if the carcass lies in the “dangerous” zone;
e) Zhekeme zheke begins in the circle closest to which the carcass lies.
10.2. Game play inside the “zhekeme zheke” circle:
a)  Before entering one-on-one game, it is determined by drawing lots which team’s player will come out first. Next, one-on-one play takes turns;
b) Finding the riders inside the “zhekeme zheke” circle:
· the game begins at the referee's whistle, when each player individually approaches the border of a specially drawn line inside the circle on the side of his taikazan;
· Players are given 1 minute to capture the carcass. If players fail to capture the carcass within 1 minute, they will be replaced by another pair of players. If the carcass is not captured within 1 minute, the carcass will be thrown into the general group.
 Additionally: players outside the circle have the right to be replaced within 1 minute set for an individual game.
Note: If one of the individual players is sent to the penalty area in violation of the rules, the opponent continues the game alone and is given 1 minute to capture the carcass. If he fails to capture the carcass within the time set, permission is given for riders outside the circle to enter the circle.
If a player continues the game alone by capturing the carcass (the opponent is at the "penalty post") or if the opponent does not resist the player capturing the carcass in the middle, if the opponent does not leave the circle within 30 seconds, outside players are allowed to enter the circle.
And when two players are holding a carcass at the same time, or when one of them grabs a carcass and the other resists, the game continues without a time limit and without the participation of outside players.
 
11. [bookmark: bookmark26]Penalty shot:
11.1. There are four riders from each team. Coaches must take turns writing down the horses that 4 riders will ride for the judge.
When performing a “penalty shot,” a rider from one team tries to throw a carcass into a taikazan, and a rider from the other team tries to prevent this from happening. After this, the two opponents switch, the one who ran away before pursues, the one who pursued runs away.
During the penalty shot, the referee is assisted by two assistant referees. The referee of the game stands next to the taikazan, where the carcass is to be thrown, and controls the number of salyms. And one of the assistant judges stands in front of the rider, who must take the carcass and run away, and the second assistant judge stands in front of the rider who will pursue.
The penalty shot begins with the assistant referee's whistle in front of the attacking rider. In the event of a false start, the assistant referee in front of the chasing player will immediately inform the assistant referee in front of the attacking player that play will be stopped on the referee's whistle.
The rider of one team stands next to the taikazan, and the rider of the other team stands 20 meters away. At the referee's whistle, both start galloping towards the taikazan. Salym counts if the running player manages to drop the carcass into the taikazan.
The pursuing rider tries to interfere with the player who holds the carcass so that he cannot throw it into the “taikazan”. If the rider with the carcass overrides the taikazan, he will not be able to turn back. If the pursuer is left behind, the player with the carcass will slow down. And during the race, a rider riding with a carcass at high speed has no right to stop and break the rules. Jumping into the taikazan is prohibited.
a) Salym (goal) does not count if the rider falls from the horse during the penalty shot.
b) After throwing the carcass, the rider must lean (sit) on the taikazan, and when he mounts the horse again, one leg must be in the stirrup and the other leg must not touch the ground.
c) If the rider falls from the saddle after tossing the carcass, the salym counts if he gets back on the horse without touching the ground and gets back in the saddle.
When an attacker throws a carcass into a taikazan during a penalty shot, the main requirement is to remain on the horse without falling until he leaves the playing field, so that the pursuing opponent does not hit him with his horse and trample him. During a penalty shot, the player with the carcass has only one chance to throw the carcass into the taikazan.
Then the pursuer runs away with the carcass, and the rider who had previously run away pursues him. Both of them leave the playing field after the penalty shot is completed. It is prohibited to substitute riders and horses during a penalty shot.
Note: If a rider or horse is seriously injured during a penalty shot, a replacement rider or horse from that team is permitted. However, only the injured rider or horse will be replaced. If after four pairs the score is tied, the penalty shot continues until the decisive salym (up to one miss). Each team has one rider and one horse, but neither rider nor horse must have previously competed in a penalty shot.
Note. If teams run out of eligible horses or riders, a second round of penalty shot will begin.
11.2. [bookmark: bookmark28]Penalty shot:
a) If the substitution is made incorrectly and the rider attacking alone with the carcass is blocked from the front and is not allowed to throw the carcass, a penalty shot is awarded to the opposing team's taikazan (the rider who blocks the path of the attacking rider after an incorrect substitution is awarded a penalty for violating the rules).
This rule is also followed when taking a penalty shot, the penalty shot must be taken by the attacking player with the carcass and pursued by the offending rider. If at this time the attacker and the offending rider or their horses are injured, then the penalty shot is carried out by other riders on the playing field with other horses (only the injured rider or horse is replaced).
Note: when a penalty is awarded, the rider who violated the rules will not go to the penalty area. If the rider with the carcass breaks the rules and throws the carcass, regardless of the obstacle in the form of the rider, a score is accrued. And the rider who violated the rules will be sent to the “penalty area” for 2 minutes.
b)  If, during the game, a rider who is attacking is stopped by an opponent in violation of the rules, when a situation arises of a real salym in taikazan, and pulls out the carcass without a horse, a “penalty shot” is applied. In this case, the penalty is limited to a penalty shot unless the violation is serious. And if the offense is serious, then the player who broke the rules will be sent to the penalty post, and his playing field partner will pursue him in the penalty shot (if the attacker gets injured after breaking the rules, his playing field partner will instead attack in the penalty shot with the carcass).
12. [bookmark: bookmark30]Determining the winner team 
12.1. In group games, the winning team receives 3 scores during main period, and the losing team receives 0 scores.
12.2. The team winning in extra time or penalty shot gets 2 scores, the losing team gets 1 score.
12.3. The winner will be the team with the most scores in the group.
Note. If a team refuses to play in the group stage, that team will be awarded 0 scores and 0 salym, and the opposing team will be awarded 3 scores and 3 salym.

12.4. If both teams have an equal number of scores in a group, the team that wins the game against each other will be declared the winner of the group.
12.5. If there are three or more teams in a group and all three have the same number of scores, only the numerical indicators of the difference in the games of these teams with each other will be taken into account (the results of games with teams other than teams with the same scores are not taken into account).
Note: if in group games the team scores are equal, and the difference in salyms is calculated, then only the salyms made in the main part of the games will be taken into account.
a) Quantitative differences between salyms in mutual games of 3 teams are taken into account;
b) the team that scored the largest number of carcasses in games between 3 teams;
c) the team that has scored fewer scores in games between 3 teams;
d) a team whose players were not in the penalty area in mutual games of 3 teams;
e) If all the above indicators are equal, lots will be drawn.
12.6. If competitions are held according to the Olympic system, then the winner will be the team that defeats all its opponents. If the teams are tied at main period, 10 minutes are added to the game. The winner is the team that is the first to open the scoring in the extra 10 minutes. And if no one scores within 10 minutes, a penalty shot will be carried out. In group games, if there is a tie in the main part, an additional 10 minutes are given.
Note: according to the competition regulations, after the main part players can immediately proceed to the penalty shot without providing additional time.
13. [bookmark: bookmark32]Violations of the rules
13.1. A player who has not taken the oath is not allowed to play. A team that does not pay due attention to the oath will be given a warning.
13.2. Hitting an opponent with hand, foot, or whip is prohibited. If the violation is minor, then player will be sent to a penalty area for 2 minutes, and if it is serious, then player will be issued a “red penalty card.”
13.3. Player substitutions are controlled by the side judge. If another player enters the field before a player has left the field, or if a replacement leaves the starting line and is replaced by another player, then the rule is violated and the player will be sent to the penalty post for 2 minutes.
Note: There should be no extra riders on the playing field during the game, even if the extra rider does not affect the game, the extra rider will be removed from the playing field and one rider from among the playing players will be sent to the penalty area.
13.4. When announcing an “offside” situation, even after a warning from the referee, if the players do not leave the penalty area, a 2-minute penalty is imposed.
13.5. In the event that a player uses prohibited techniques such as holding an opponent with his hand, blocking the opponent’s path with his horse, or attempting to knock him off his horse, then he will be sent to the “penalty area” for a two-minute suspension.
13.6. A player who ties a goat carcass with a bridle or squeezes it with a stirrup belt is also sent to the “penalty area” for two minutes.
13.7. Playing without a helmet after a warning is a 2 minute penalty.
13.8. If the rider moves the carcass to the ledge of the saddle, he will be assigned a 2-minute penalty.
13.9. If the rider moves the carcass through the mane and presses on both sides he will be assigned a 2-minute penalty.
13.10. Deliberate delaying of time will be assigned a 2-minute penalty.
The following cases are deliberate delays:
a) deliberately throwing the carcass out of the field in order to disrupt the game of the opposing team;
b) do not immediately bring a carcass that has gone outside the playing field;
c) after a warning from the judge, if the carcass is thrown incorrectly into the center circle;
d) if throwing the carcass from the taikazan into the central circle is delayed, a 2-minute penalty will be imposed.
13.11. If the rider hits the horse on the head, a 2-minute penalty will be imposed.
13.12. A 2-minute penalty is imposed if the player hits rider without dismounting him. If the hit was rough or the player is injured, the player who hit the horse will get a red penalty card.
13.13. If the neck or lower leg of a goat carcass protrudes during the capture, the opposing rider has the right to hold the carcass from behind. And when the carcass is pinned under a harness, attacking from behind is prohibited. A rider who breaks the rules will be given a 2 minute penalty. (If the rider who has captured the carcass is pinned under the harness, the rider attacking him from behind must immediately release the carcass)
13.14. If the team captain objects to the decision of the referee (assistant referee) and prevents the continuation of the game, a 2-minute penalty is imposed.
13.15. Ramming an opponent at speed on a horse at a distance of will result in a 2-minute penalty. If the same player violates this rule a second time, a 3-minute penalty will be imposed and the player will be removed from the game. And in case of injury, a red penalty card will be imposed.
Note: If a rider flagrantly violates the rules, he will be sent to a penalty area for 3 minutes. The rider who violated the rules will be in the penalty post for 3 minutes, regardless of whether he threw the carcass into the taikazan or not. 
13.16. A 2-minute penalty is imposed if there is an attempt to grossly violate the rules, such as blocking in front of an opponent who is galloping at full speed (even if a collision does not occur, but for creating a dangerous situation). A rider who jumps out 90 degrees from the side of a rider who is riding at high speed will be imposed a 2-minute penalty for creating a dangerous situation, even if a collision does not occur.
13.17. If a rider accidentally touches a rider on his team, a 2-minute penalty is imposed.
13.18. If a rider pushes a carcass standing on the edge of the taikazan off the ground, or attempts to push a carcass into the taikazan while standing on the edge of the taikazan, he will be imposed 2-minute penalty.
13.19. Note. If both players of one team are disqualified by the referee at the same time, the team will continue the game with an incomplete squad.
	The penalty time for a player who violates the rules is calculated from the moment the referee whistles. Along with the rider, the horse he was riding is also in the penalty post. If no penalty is called at the end of a period, the remaining time will continue into the next period.
	If one or more players from two teams are sent to the penalty area at the same time, they will remain together until the end of the penalty period.
	If a team (players, captain, coach, manager) does not obey the game referee or puts pressure on the game referees, additional disciplinary measures will be applied to the team.
13.20.  If the rider falls from the horse and tries to pull the carcass from the ground or while lying down, he is imposed a 2-minute penalty.
13.21. [bookmark: bookmark34]Violation of the rules during “Zhekeme-zheke”:
a) When two players on the center circle play the carcass, no one is allowed to enter the outlined circle. When this rule is violated, a 2 minute penalty is imposed;
Note. Other players are not allowed to enter the circle until the carcass is outside the circle.
b) if a player hits an opponent completely outside the circle - a 2 minute penalty is imposed;
c) if a player hits the opponent from the side - a 2 minute penalty is imposed;
d) if a player stampedes on a leaning rider – a 2 minute penalty is imposed;
e) if the rider is deliberately hit with the head of the horse while capturing the carcass, a 2 minute penalty is imposed;
f) for all actions that do not comply with the rules of the game - a penalty of 2 minutes is imposed (for example: grabbing the opponent by the wrist, reins, etc.);
13.22. A rider who stops a rider who has pinched a carcass under a harness in violation of the rules will be fined 2 minutes. The carcass remains with the rider who pinched it under the harness; the game begins from the moment before the rules were broken. If the rider who has pinched the carcass under the harness gets injured, and he no longer has the opportunity to hold the carcass, the game partners will pinch the carcass under the harness, so the game will continue. And if the partners of the rider, who has squeezed the carcass under the harness, break the rules, a 2 minute penalty will be imposed and the carcass will be thrown into the main group.
13.23. Red penalty card
A red card is assigned by the referee to a player who breaks the rules, does not obey the referees of the game, mocks, starts a fight or swears during the game.
The Disciplinary Commission, in accordance with the Disciplinary Code, will suspend for one year from all games those players who used obscene words, raised a whip, started a fight, and were assigned a red card. If anyone is assigned a red penalty card, they will be automatically removed from that game and the next one and will be replaced at the penalty post by a player of the team's choice for 3 minutes.
Note: A red penalty card will be assigned if a player is sent to the penalty post for 3 minutes for two offenses in the same game.
Note. A red card will exclude the player from current and the next game. The disciplinary commission will consider the case of the rider who has violated more serious rules. The horse of the player who received the red card may participate in the game.
 
14. Judges
1- chief judge of the competition;
2- commentator;
3- protocol judge;
4- time controlling judge;
5- judge overseeing teams;
6- judges who control the game on the playing field;
14.1. [bookmark: bookmark40]Chief judge:
· The chief judge of the competition is appointed by the Kok Boru Federation of the Kyrgyz Republic.
Rights and responsibilities of the chief judge:
· The chief judge controls the conduct of the general competition;
· The chief judge is a member of the Credentials Committee;
· The chief judge presides over the judicial commission;
· The chief judge oversees all competition games; 
· The chief judge appoints a general judges’ team for each game;
· In accordance with the regulations and rules of the competition, teams are assigned a technical defeat;
· In order to take additional measures against players, teams and referees, the chief judge applies to the disciplinary commission as the chairman of the judge commission. 
14.2. [bookmark: bookmark42]Commentator: 
- When a commentator is commenting a game, he must work honestly, within the rules, without any prejudice or segregation.
14.3. [bookmark: bookmark44]Protocol Judge:
Tracks the list of teams, rule violations, errors of players, referees, goals, complaints.
14.4. [bookmark: bookmark46]Time Control Judge : 
1) Controls the time in the game (time at the penalty post) in accordance with the competition regulations.
2) Has the right to pause time during the game.
3) The judge is obliged to stop the game in the following cases:
4) if there is a misunderstanding between the two teams;
5) if there are complaints from team captains to the judge;
6) if the rider or horse are seriously injured;
7) in other cases when it is necessary to stop the game;
In the above cases, time will be stopped until the referee whistles to start the game.
14.5. [bookmark: bookmark48]Judge observing teams:
- Manages the riders in the team according to the instructions of the team leader.
- Monitors the conformity of riders’ uniforms and horses’ equipment.
14.6. [bookmark: bookmark50]Judges controlling the game on the playing field 
· Referee.
- Judges supervising the substitution of players and the carcass that has gone beyond the playing field (out) on their side.
- Judges controlling offsites. 
The game is OBSERVED by a judge (referee) and 4 assistant judges on the playing field. The assistant judges report to the game judge. Only one judge has the right to whistle on the field. The game begins with the referee's whistle and ends with the referee's whistle. During this break, no one except the judges has the right to interfere with the course of the game.
Referee’s rights: 
- fully comply with the rules during the game (assign penalties to players).
- if a team does not comply with the referee’s decision, he has the right to appeal to the chief judge of the tournament with a request to take action against them in accordance with the disciplinary code.
Responsibilities of the referees:
- general management of the game;
- control the actions of riders and referees;
- impartially judge both teams on the playing field;
- lead the game only on the basis of the rules;
- consider complaints from team captains together with assistant judges and resolve them fairly; 
- maintain contact with team captains and coaches, explain decisions made.
[bookmark: bookmark52]Judges who control their side's substitutions and outs:
· The two judges are required to carefully control their side's substitutions and outs according to the rules. Players must immediately inform the judge during substitutions and outs.
Judges controlling offsites
- 2 assistant judges - control outs and offsides;
- if an offsite is detected, it will warn the players. If a player disobeys the rules after a warning, he instructs the referee to send the player to the penalty post. 
14.7. [bookmark: bookmark54]Responsibility of judges:
The referee and his assistant judges are responsible to the disciplinary commission of the Kok Boru federation and in accordance with its decisions.
[bookmark: bookmark56]15. Disciplinary Commission
15.1.  The Judges Commission is an advisory body of judges that considers issues that do not comply with the regulations, rules of conduct and competition rules, as well as those arising outside the authority of the referee and the chief judge. 
The commission includes:
Chief judge of the competition;
1. Secretary of the competition (protocol);
2. Informative commentator-referee;
3. Judge observing the teams;
4. Game referee.
Rights and responsibilities of the judges commission:
- takes measures against teams and riders in accordance with the regulations, rules and disciplinary code of competitions.
- excludes teams and players from competitions in accordance with the rules and disciplinary code;
- imposes fines on teams in accordance with the competition rules and the disciplinary code.
Protocol Commission
Protocol Commission - considers appeals from the refereeing commission, judges and teams, appeals against decisions of the judges commission in accordance with the regulations, rules and disciplinary code of the competition.
The Protocol Commission is appointed for a period of one year by order of the President of the Kok Boru Federation of the Kyrgyz Republic. The protocol commission consists of 5 members.
Composition of the commission:
1. Executive Director of the Kok Boru Federation of the Kyrgyz Republic - Chairman of the Commission;
2. Lawyer of the Kok Boru Federation of the Kyrgyz Republic - Deputy Chairman;
3. Expert of the Kok Boru Federation of the Kyrgyz Republic -;
4. Expert of the Kok Boru Federation of the Kyrgyz Republic -;
5. Independent expert on the “Kok Boru” game.

 
Agreed and approved:
President of the “Kok Boru” Federation
of the Kyrgyz Republic /signed/   /seal affixed/ 


Director of the Directorate for National
Sports of the Kyrgyz Republic /signed/   /seal affixed/
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