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PCNAK SPORTS 2023 
PENTECOSTAL CONFERENCE OF NORTH AMERICAN KERALITES 

DATE OF EVENT: FRIDAY, JUNE 30TH, 2023 

VADAM VALI RULES & REGULATIONS 

Division: 18 & Above 

 

1. There will be 2 referees per game.  

2. All decisions made by referees are final.  

3. Teams will be placed into round robin game setup.  

4. All teams, with all its participating players, must check in 30 minutes before game time in 

order to participate in that competition. If a team that is scheduled to play does not make an 

appearance in court within 5 minutes of its scheduled game time, then such team 

automatically forfeits the game. NO exceptions to this rule.  

5. All players shall play for ONLY one team.  

6. Shoes must be worn at all times (no cleats). All jewelry must be removed. Necklaces, earrings, 

and watches cannot be worn during the game.   

7. The event will be taking place on hard wood courts.  

8. No gloves or cloth/tape wrapping should be worn during the match. Bare hands should be 

used. 

9. Approved powder may be applied to the hands only. Powder will not be provided for the 

teams. Please receive approval from Tournament officials.  

10. All participates, coaches, and spectators shall refrain from using profanity or verbal abuse 

towards other players, coaches, spectators, referees and tournament staff. 

11. Any member or team personnel who participates in a fight shall be immediately suspended 

from the game for the duration to be determined by the Tournament Director and their 

associates.  

12. The Tournament Director has the right to alter rules, bylaws and bracket structure as needed. 

 

Basic Vadam Vali Game Rules 

1. Each team consists of 8 players. It will be the best of 3 matches.   

2. Team should elect one person to act as coach during the match. Only the coach may 

communicate with the referees. Coach are responsible for making sure all participants read, 

understand, and abide by all rules.  

3. One referee/umpire will stand the center of the rope and give all directions from there. The 

umpire will be assisted by another referee.  

4. Teams will be given 2 mins break between games. No timeouts.  

5. Rope Markings:  

• A red tape or marking at the center of the rope which will be level with the ground 

mark at the start of every pull. 

• Two white tapes or marking each 4 meters (13 feet) from either side of the red center 

tape or marking.  
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6. Puller’s Grip & Position: From the start 

the rope shall be taut, every pulling 

member shall hold the rope with both 

bare hands by the ordinary grip (the 

palms of both hands facing up, and the 

rope shall pass between the bod and 

the upper part of the arm). The feet 

must be extended forward of the knees 

and team members should be in a 

pulling position at all times during the 

pull. 

 

 

7. Anchor’s Grip: the rope will pass under 

one armpit diagonally cross the back, 

then over the opposite shoulder. The 

remaining rope shall pass under the 

arm and trail behind the anchor. The 

rope should never be wrapped around 

the waist or any part of the body. The 

rope should not touch or crossover. The 

game is won when either side with this 

white mark crosses the center 

point/line.  

 

 
 

8. Time Breakers: 1. Head to head record, 2.  Greater number of wins, 3. Least number of loses, 

4. Coin toss. 

 

 

Gameplay 

1. Tug of war will commence with participates taking position on either side of the center line. 

2. Once both teams are ready, the referee will say 

Team are you ready – this 

command is issued to the coach of 

each team who will confirm or signal 

to the referee that their team is ready. 
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Pick up the rope – both teams pick 

up the rope. The judge here should be 

pointing both hands to the center. 

 

 

Take the strain – both teams should 

lean back slightly (but not pull the 

rope) to make the rope is taut (rigid). 

Here the judge should ensure the 

center mark of the rope is level with the 

center mark on the ground.  The judge 

here should have both hands in the air 

if the rope is in the center, the judge 

will then say 

  

Steady – teams should be ready and 

the judge to make a quick final check 

the rope is still in the center. Judge will 

still have both hands in the air at this 

point. 

 

 

Pull (or blow the whistle). When the 

referee says pull, the teams can start 

pulling the rope into their territory.  

Judge shouts pull whilst quickly 

dropping their hands to the side.  

 

 
 

3. If a member of the team falls down that member is given a caution. Each team is allowed two 

cautions before getting disqualified. 

4. lowering your elbow below the knee level while pulling the rope is considered to be a foul 

and is called ‘locking’. Touching the ground for a longer period of time is also considered as 

a foul. 
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Team Fouls and Conduct  

 

1. Fouls / Infringements 

• Sitting: deliberately sitting on the ground, or failure to return immediately to the 

pulling position. 

• Leaning: Touching the ground with any part of the body other than the feet.  

• Locking the rope: no knots or loops shall be made in the rope, nor shall it be locked 

across any part of the body or any member of the team. Crossing the rope over 

itself constitutes a loop.  

• Climbing the rope: passing the rope through the hands 

• Rowing: repeatedly sitting on the ground whilst the feet are moving backwards. 

• Grip: any grip other than the ordinary grip as described above.  

• The use of liquids, for any purpose, is prohibited within the immediate vicinity of 

the rope.  

• Releasing: releasing the rope before a pull has been completed. If this occurs the 

offending team shall lose the pull.  

 

2. The officials of each game have the authority to penalize a player(s) and/or team personal for 

inappropriate behavior, body language and/or inappropriate conversation, at their 

discretion. If a team or player continues to act or conduct themselves in an inappropriate 

manner, the team/player will be disqualified from the tournament.  

3. NO Pulls: an umpire shall declare a “NO PULL” in the event of  

• Both teams being guilty of infringement 

• Both teams letting go of the rope before the finish of a pull unless the pull has 

been effectively won by one team.  

• A pull being interrupted without infringement by either of the teams. 

4. In the event of an “NO PULL”, the pull shall be retaken immediately.  

 

 


