Measurement of playfield :
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Play field : The area of Rectangular play field is 29 metres × 16 metres.

The Rectangle : The field outside the line of the post is known as Rectangle. The area of free zone is 16 metres × 2.75 metres.

Centre Lane : It is 30 cm broad, between the posts, dividing the playfield into two halves. Length of lane is 23.50 metres.

Cross Lane : There are eight cross lanes. Each of the rectangles is 30 cm broad, the length is 16 metres that intersects the Central Lane at Right angle and by dividing the field into two halves is known as Cross lane. The distance of First and Last Cross lane from the line of the post is 2.50 metres and distance between the cross lanes is 2.30 metres.

Line of the post : The lines which are at right angles to the central lane at a distance of 2.75 m from end lines is called Line of the Post.

Square : Each of the Eight square 30 cm × 30 cm which is formed by the intersection of the Central lane and cross lane is called Square.
Posts : Two strong posts of 120 to 125 cms length with a Circumference of 30 to 40 cms shall be fixed perpendicular to the ground to the centre of line of the posts.

10.3 Rules 

There are the following rules of Kho-Kho explained as under :

1. Duration of the game :  Two innings of 9 Minutes each for each team with an interval of 5 minutes within the inning and 9 minutes internal between the innings. [9 – 5 – 9 – 9 (interval) 9 – 5 – 9]
2. Team : Each team consists of 15 players and a Coach and a Manager. Out of 15, 12 players will be named for the match. Only 9 players shall take the field for the match.
3. Beginning of match : A toss decides the right to choose chasing or defending. Only three runners (defenders) shall be in the court at a time.
4. Free Zone :  In the free zone, the direction rule is not applicable and the chaser can move on to any direction.
5. Foul : Violation of rules by chasers is a foul. No part of the body of an active chaser should touch the centre lane. He should not cross the central lane from inside the posts. If the chaser violates these rules then it is a foul and a continuous short blast of the whistle indicates the foul.

6. Kho : Kho is to be called in a loud and clean voice from behind a sitting chaser. A sitting chaser is not allowed to get up without getting a kho.

7. Winner of the match : The team that scores more points wins a match.
8. Officials : The officials of Kho Kho are as under :
Referre = 1, Umpires = 2, Scorers = 1, Timekeeper = 1

10. 4  Fundamental Skills 

The fundamental skills of Kho-Kho may be divided into two parts i.e. direction in which he wants to go.

1. Chasing Skills

(i) Direction : After receiving Kho a chaser should take the first step in the direction in which he wants to go

(ii) Turning round the post : The chaser should practice the skill of holding the post with one hand and then forward, as far as possible to touch a runner with the other hand.

(iii) Trapping : It means touching an active runner by extending arm.
(iv) Giving Kho : A chaser must speak loudly the word Kho as soon as he touches a sitting chaser from behind with his or her hand.

(v) Monkey Crawl : In this method, both hands should touch the ground without the body-weight falling on them. The torso should be parallel to the ground. Head should not be lifted up but eyes should watch the runner’s feet. After Judging, the chaser can follow any method to touch the runner.
2. Running Skills : (i) Running, (ii) Dodging, (iii) Positioning near the post (iv) Positioning on the court, (v) Avoiding trapping

10.5 TERMINOLOGY
(i)
Chasers : The participants sitting in the squares are known as chasers. An active chaser is a player who persues the players of the opposite side (i.e. runners) with a view to tag and touch them.

(ii)         Entry: The runners’ team has three groups of 3 players each. When one group is out, the next group enters the ground. When either foot of the player enters the ground, the player is said to have entered.
(iii)      Late Kho : When an active chaser delays the process of giving a Kho to dodge an opponent it is said to be a late Kho.

(iv)    Cross Lane : Each of the rectangles intersecting the central lane at right angle at regular intervals and itself being divided into two halves are cross lanes in the field.

(vi) Runners : The running players are called runners. There number is nine. They enter in a group of three + three + three ( 3 + 3 + 3).

(vii) Extra Period :  Any period played after the end of a regulation game in order to break a tie overtime is extra period.

(viii) Fake Kho : Pretending to give a Kho without actually doing so is called a fake Kho.
Officials for the match :

1. Umpires - 2
2. Refree - 1
3. Time keeper - 1
4. Scorer - 1
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