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1 CONTINUOUS LIGHT CONTACT KICKBOXING

1.1 DEFINITIONS & GENERAL GUIDELINES

A. Competition should be executed as its name implies, Light Contact Kickboxing in a
Continuous Manner. Under no circumstances should light contact continuous fighting
simulate full contact kickboxing. Utilizing well-controlled techniques, ring craftsmanship and
combination skills, competitors should attempt to “outscore” rather than “overpower” their
opponent.

B. Competitors will fight continuously until the referee’s command to STOP. All techniques
must be well controlled. Techniques should not “strike through” or “push through” the target.

C. Striking with excessive contact, or uncontrolled striking of any kind will lead to
disqualification.

D. Emphasis must be placed on both punching and kicking techniques. Punching or “boxing”
only, for an extended period of time without throwing kicks will downgrade the judge’s
evaluation of your performance.

E. Each match is carried out with running time. The center referee and two judges will evaluate
the relative effectiveness of each fighter based on the number, quality and variety of scoring
strikes, defense and conditioning.

F. Rule violations (whether penalized by the referee or not) will downgrade the judges
evaluation of the offending fighter.

G. The three officials will determine the winner of each match by majority decision.
1.2 UNIFORMS & EQUIPMENT

A. Adult divisions (18 yrs. and above): head protection, mouth-guard, approved gloves for
contact sports, groin protection, shin guards and foot protection.

B. Youth divisions (17 yrs. And below) will have the same equipment requirement, however, an
approved face shield is required, and a chest protector is recommended, but not required.

C. Uniforms should be a Premier Uniform. Only Premier Martial Arts uniforms are permitted.
D. Current calendar year alternate tops and summer uniform allowed for kickboxing and krav

combative divisions.
E. For both age groups,belts indicating their grade are allowed. NOTE: Should a competitor be

allowed to wear T-shirts, they will need to be clearly and obviously part of the school or
team’s UNIFORM.

F. Each fighter must wear a clean uniform in good repair. The waist may be either a drawstring
or elastic waistband.

1.3 TIME & ROUNDS
A. All competitors (12 and below) will consist of two 60 second rounds.
B. All competitors (13 – 17, 18 and above) will contest two 90 second rounds.
C. If the match is tied at the end of two rounds, a 30 second overtime will be used to determine

the winner.
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1.4 WEIGHT DIVISIONS
A. Not applicable for this event.

1.5 HAND SHAKING
A. Before and after each bout, the fighters will shake hands as a sign of pure sportsmanship and

friendly rivalry, according to the fighting regulations. Hand shaking takes place before
starting the first round and after the decision.

1.6 LEGAL TARGET AREAS
The following parts of the body may be attacked using the authorized fighting techniques:

A. Head – front and side
B. Torso – front and side
C. Feet – only for sweeping Legal Techniques

1.7 SCORING
A. Both hand and foot strikes should be used.
B. In evaluating each fighter’s performance the judges will give more credit to the athlete that is

effective with a balanced attack of kicks and punches thrown in combination.
C. Punching or “boxing” only for an extended period of time without throwing kicks may be

cause for penalization or may downgrade the judge’s evaluation of a fighter’s performance.
D. The authorized striking area of the hand or foot may only make “Clean/ Controlled” Light

contact.
E. The fighter must be looking at the point of contact when executing the technique. All

techniques must be well executed.
F. Weak techniques or techniques that simply touch or brush or push an opponent will not be

scored. Excessive contact, mauling, pushing or rough-housing will be grounds for
penalization, downgrading in the judges evaluation and/or disqualification.

G. If a fighter jumps in the air to attack, he must land inside the ring to score, and he must keep
his balance (it is not allowed to touch the floor with any part of the body except the feet).

1.8 HAND TECHNIQUES
The following hand techniques may be applied:

A. Ridge hand
B. All kind of fighting punches
C. Back fist (Not Spinning Back Fist )

1.9 FOOT, LEG TECHNIQUES
A. Front kick
B. Sidekick
C. Roundhouse kick
D. Heel kick (sole of the foot only)
E. Crescent kick
F. Hook kick
G. Axe kick (sole of the foot only)
H. Jump kicks
I. Thai kicks – ages 13 & up only

1.10 THROWING TECHNIQUES
A. Foot sweeps (boots to boots – ankle/foot level only) – 18+ divisions only.
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1.11 ILLEGAL TECHNIQUES
Any technique not listed as legal above, or striking any target not listed as legal above, including, but
not limited to the following.
It is prohibited to:

A. Attack the throat, lower abdomen, kidneys, back, legs, joints, groin and to the back of the
head or neck.

B. Attack with the knee, elbow, knife-hand, head-butts, thumb and shoulder or a spinning hand
strike.

C. Turn one’s back to the opponent, run away, fall down, intentional clinching, blind techniques,
wrestling and ducking below the opponent's waist.

D. Attack an opponent who is falling to the floor or is already on the floor, that is, as soon as one
hand or knees touches the floor.

E. Leave the ring without any permission.
F. Continue after the command “stop” or “break” or the end of the round has been sounded.
G. Oil the face or body.
H. Striking below the belt, hooking, tripping, and hitting with knees or elbows.
I. Butting with the head, shoulders, forearms and elbows, strangling the opponent, crushing his

face with an arm or elbow and pushing back the opponent.
J. Hitting with open gloves, with the inside of the gloves or with a wrist.
K. Hitting the opponent’s back, particularly on the nape of his neck, head and kidneys.
L. Lying down, wrestling or not fighting at all.
M. Attacking an opponent who is on the floor on getting up.
N. Clinching without any reason.
O. Hitting while hooking the opponent, or pulling the opponent into the blow.
P. Hooking or holding an opponent's arm or putting an arm underneath the arm of the opponent.
Q. Suddenly lowering one’s head below the opponent's belt in a way that would be dangerous

for the latter.
R. Using artificial means for a passive defense and falling down intentionally, in order to avoid a

blow.
S. “Spoiling”. Intentionally preventing your opponent from engaging you by moving around the

ring or clinching your opponent in order to cut down on round time.
T. Using insulting and aggressive language during a round.
U. Refusing to withdraw after the order “BREAK”.
V. Trying to land a blow on the opponent immediately after a “BREAK” order and before

withdrawing.
W. Assailing or insulting the referee at any time.
X. Exiting the ring during the fighting competition
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1.12 WARNINGS & DISQUALIFICATION
A. 1st violation or exit – Verbal caution
B. 2nd violation or exit – Official warning
C. 3rd violation or exit – Disqualification
D. Violations of the rules and regulations will lead to cautions, warnings, and/or disqualification.

Referees may warn or penalize a competitor at their discretion depending upon the severity or
repetitive nature of the rules violation.

E. The Center Referee is the arbiter of the rules. If he perceives that a violation has occurred he
has the discretion to issue one of the following:

F. Caution: A “Caution” may be issued without stopping the action of the fight.
G. Official Warning: An “Official Warning” is issued by stopping action of the fight. The

“Official Warning” indicates that if the referee has to stop the match again for the same or a
similar infraction the offending athlete will be disqualified.

H. Disqualification: A “Disqualification” awards the match to the offending fighter’s opponent.
I. The referee has the discretion to use Cautions, Warnings and Disqualification according to

the severity of the offense.
J. A fighter does not have to be cautioned in order to receive an Official Warning. Nor does he

have to receive an Official Warning prior to being disqualified.
K. The following may lead to immediate disqualification:
L. Excessive contact resulting in an injury
M. Repeatedly striking with excessive contact
N. Uncontrolled or malicious attacks
O. Excessive or continuous hitting after “stop” command
P. Extreme unsportsmanlike conduct of a fighter such as insulting the referee or the opponent

1.13 INJURIES
A. The match should be interrupted if an injury occurs.
B. In the event of injury, time may only be interrupted until the doctor decides on the

seriousness of the injury, that is, whether or not the fight can continue or whether it must be
stopped.

C. Treatment of the injury can only be done in between rounds or after the match.
D. If the injury needs to be treated, the match must be stopped. In any case, cuts cannot be taped.
E. If the match is stopped due to injury, the officials must decide:

a) Who caused the injury?
b) Whether or not it was intentional.
c) Whether or not it was self-inflicted.

F. If the injury was not intentional and the injured fighter cannot continue fighting immediately,
the uninjured fighter is declared the winner.

G. If the injury is due to a violation of the rules, the responsible fighter may be disqualified. If
the injury is due to his own fault, the uninjured fighter is declared the winner.
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There are two types of officials:
1. Referee
2. Judge

The referee has the power to:
A. Stop a fight at any moment if he finds it to be too one-sided.
B. Stop a fight at any moment if one of the fighters has received an unauthorized blow or is

wounded, or if he considers a fighter unable to continue.
C. Stop a fight at any moment if he finds the fighters behaving in an “unsportsmanlike” manner.

In such a case, he must disqualify one fighter.
D. Warn a fighter or stop the bout and give a minus point or warning to a fighter for an offence.
E. Disqualify a coach or a second who has broken the regulations or the fighter himself if his

coach or the second fails to obey to his orders.
F. Disqualify, with or without a warning, a fighter who has committed an offense.
G. Interpret the rules as long as they are applicable or compatible with the fight that is taking

place, or, at a special moment, decide on a move that does not appear in the rules.
H. If a fighter breaks the rules but does not necessarily deserve a disqualification, the referee

must stop the fight and give a warning to the fighter of a foul.
I. Before the warning, the referee must order the fighter to stop fighting. The warning must be

given clearly, so that the fighter understands the reason and cause of the penalty.
J. The referee must hand signal to each judge that a particular warning has been given and

clearly show which fighter has been punished. After having given the warning, the referee
orders the fighters to fight again. If a fighter has given three official warnings within the same
bout, he is disqualified.

K. A referee may give a caution to a fighter. A caution means a warning given by a referee to a
fighter for breaking the rule. In order to do this, the referee doesn’t need to stop the fight and
may reprimand the fighter during the fight.

L. The referee has a responsibility to:
a) Check the safety equipment and clothes of the fighters
b) Make sure that the rules of fair play are strictly observed.
c) Supervise the whole bout.
d) Consider the merits of the two fighters and choose the winner according to the

regulations.
e) At the end of a bout, call for the decision by show of hands.
f) The referee must not announce the winner by raising a fighter’s arm or in any other

way before the official in charge announces the decision.
Judges have the power to:

A. Each official must independently consider the merits of the two fighters and choose
the winner according to the regulations.

B. During the match, he will not talk to a fighter, other judges, or anybody else, with the
exception of the referee. He may, if necessary at the end of a round, notify the referee
about any incident that he has missed, for example telling him about the misbehavior
of a second, etc.
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A. Every round is separately evaluated by each of the judges according to a positive criteria that
will gain a fighter points and negative criteria that will deduct points:

Positive Judges Criteria (That Will Earn a Fighter Credit towards Victory)
a) clean and controlled scoring strikes
b) the demonstration of effective combination striking
c) the effectiveness of the fighters defense
d) the variety of strikes used (hands and feet)
e) excellent physical condition

B. Negative Judges Criteria (That Will Reduce a Fighters Credit towards Victory)
C. a) Rules Violations whether cautioned or warned by the referee or not

b) Cautions and/or Warning by the referee for rules violations
c) “bullying”, or any effort to overpower an opponent rather than demonstrate superior skill
d) lack of combination striking
e) lack of variety in strikes (hands and feet)
f) poor physical condition
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2 Krav Combatives

2.1 Definition & general guidelines
A. A. Competition should be executed in a manner to reflect a competitor’s skills and ability to
B. execute and to apply the self-defense training techniques of Krav Maga based on age, rank,

and skill
2.2 GROUPING

A. Competitors will be divided according to age and rank.
B. Divisions will be combined for both male and female.
C. Competitors will compete in groups of four and within each group, competitors will be

shuffled to determine the order of competition.
D. In the instance there is an odd number of competitors, groups may be combined or divided at

the referees discretion.
2.3 TIME LIMIT

A. Competitors will have a maximum of thirty (45) seconds to complete as many of their Krav
Combative techniques as they are able.

2.4 SCORING
A. 2.4.1 Competitors will be scored using Relative Ranking and scores will be given in a range

of 9.99 (highest) to 9.96 (lowest).
B. Competitors will be judged on the following criteria:

a) Control
b) Power
c) Accuracy
d) Speed
e) Variation – it is important for the officials to see a variety of techniques
f) Footwork
g) Combos

2.5 LEGAL COMBATIVE TECHNIQUES
A. Elbow Strikes #1 - 7
B. Hammer Fists
C. Palm Strikes
D. Thrust Knees
E. Front Ground Kicks
F. Side Ground Kicks
G. Head Butts
H. Side Kick
I. Back Kick
J. Front Kick
K. Round Kick
L. Instep Front Kick
M. Ridge Hand strike
N. Side Hand Chops – Forehand & Backhand
O. Mouth of the Hand Punch
P. All boxing punches
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3 TWO-PERSON KRAV MAGA DEMONSTRATION
3.1 DEFINITION & GENERAL GUIDELINES

A. Two person demonstration routines should be performed and executed in a manner to
accurately reflect a competitor’s knowledge, skill, and ability to execute and to apply the
self-defense combinations of Krav Maga in practical situations.

3.2 TEAMS
A. Competitors must perform demonstration routines in groups of two.
B. Teams must be grouped according to age and rank.
C. Teams may consist of men, women, or both.

3.3 TIME LIMIT
A. Competitors will have a maximum of two minutes to set up and to perform their routine. The

timer will start once the competitors enter the ring.
3.4 SCORING

A. Competitors will be scored using Relative Ranking and scores will be given in a range of
9.99 (highest) to 9.90 (lowest).

B. Competitors will be judged on the following criteria:
a) Practicality
b) Showmanship
c) Difficulty of techniques and combinations
d) Appropriateness of techniques

3.5 PROPS
Props are allowed in demo division.
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4 FORMS & WEAPONS RULES
4.1 MAXIMUM DEVIATION RULE
Since the high and low scores are not dropped when three officials are used in forms and weapons,
the Maximum Deviation Rule (See SECTION 5) limits the impact of a single judge’s score to control
with his/her high or low score the outcome of placement. The judge’s score that is between the other
two judges' scores (middle score) is considered the middle score. Once that score has been
determined, the other two judges cannot be higher or lower than .02 points of that middle score. If
their score is higher or lower than .02, they must adjust their score up or down accordingly to that .02
maximum deviation. See complete Maximum Deviation Rule (See SECTION 5) for more details.
4.2 DELAY OF TIME PENALTY

A. A .01 point, per judge, will be deducted from the offending competitor’s final score each
minute the competitor is not ready to compete.

B. If a competitor is still not ready to compete after 3 minutes, he/she will be disqualified.
4.3 TIME LIMIT

A. Time starts with the competitor's first step in the ring. Competitors have used two initial
launch points; 1) the corner of the ring; or 2) just outside of the corner. In either case, once a
competitor takes their first step time will start. Should a competitor delay their start, the
following will occur:

a) The Center Referee shall issue a First Verbal Warning to the Competitor by stating:
“PLEASE BEGIN YOUR PERFORMANCE.”

b) If Competitor fails to comply with the Center Official’s First Verbal Warning, a Second
Verbal Warning shall be given by the Center Official stating: “SECOND WARNING, PLEASE
BEGIN YOUR PERFORMANCE.” A Second Verbal Warning may result in a .01 deduction, per
judge.

B. All Referees must reach a unanimous decision that the Competitor’s failure to enter the
Competition Ring unreasonably delayed his/her performance prior to any penalty being
assessed.

C. Each divisional form or weapon routine must be three (3) minutes or less.
4.4 GROUPING

A. Competitors will be divided according to age and rank.
B. Divisions will be combined for both male and female.
C. Competitors will compete in groups of four and within each group, competitors will be

shuffled to determine the order of competition.
D. In the instance there is an odd number of competitors, groups may be combined or divided at

the referees discretion.
4.5 ORDER OF COMPETITION

A. Once the final call for the form and weapon divisions has been made at ring side, the
MATACTION electronic scoring will be randomly shuffled three times for the order of
competition. (NOTE – the system does this automatically and scorekeepers only have to hit
the shuffle button one time).

B. As per the Relative Ranking Rule, the judges will look at all the competitors before they give
their final scores. This rule allows judges to adjust their scores if they feel other competitors
that come later are better or worse than the competitors who came first.

C. If a competitor arrives late (the division is ready to start, but the 1st competitor has not
started), the late entry must compete first. Page 12 of 20



4.6 SCORING RANGES OF FORMS AND WEAPONS
A. The Scoring range should always be discussed by the center referee and judges before the

division starts.
B. TIES: If there is a tie for 1st thru 4th place, the majority of the judge's scores determine the

winner. If there is not a majority of judges for one competitor and one judge or more given
the same score for the tied competitor, the judge that gave the same scores must be asked to
make a decision and break the tie.

C. All judges must make scoring decisions by giving different scores to the competitors.
D. Ties for 5th through 8th place are never broken. They will remain tied and all will receive

points and awards. If there is a tie and there is not a majority judge’s decision and no judge
gives the same score to any one competitor, the tied competitors will compete again and be
scored again.

4.7 EQUIPMENT ABUSE
A. It is the competitor's responsibility to not abuse the tournament supplied equipment. Abuse

can happen during the normal flow of a match or form routine and is acceptable; i.e. being
pushed into a score table.

B. Intentional actions may be penalized. Intentional action may include, but are not limited to
the following examples:

a) Driving/striking downwards with a sword that penetrates the mat
b) Throwing any weapon on the mat (placing is acceptable)
c) Forcibly pushing a bo into a mat.

4.8 DROPPING A WEAPON
A. If a Black Belt competitor drops his/her weapon during the eliminations, they will not be

scored and will be disqualified. They are encouraged to complete their form but are not
required to continue.

B. If an Under Belt competitor drops his/her weapon during the eliminations, they will be scored
and will NOT be disqualified. He or she will receive .05 penalty point deduction for each
time he or she drops his/her weapon.

C. If a Black Belt competitor drops their weapon and it goes out of bounds or hits anyone, they
will be disqualified and will not receive any score.

D. Throwing a Weapon down will be scored as if the Weapon was dropped.
E. Competitors who use multiple Weapons may place/toss one of the weapons, or part of the

weapon, to the mat, to separate it from the competitor. An example includes a Swords’
Sheath. Likewise, a competitor can place their Weapon(s) on the mat at the end of their
routine.

F. Should the tossed weapon leave the competition area (Mat), the competitor can be penalized
or disqualified, if the weapon(s) hits another competitor, spectator or the judges.
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4.9 ALTERING A WEAPON
A. It is the intent, of this rule, to enforce the use of any weapon in its original design,

functionally, and capabilities.
B. Alternating the weapon(s) in any matter (excluding tape), including but not limiting to the use

of magnetic weapons, will be deemed as altering the weapon and the competitor scores may
be lower.

C. The competitors must notify the judges, prior to starting their routine, they are using
magnetics.

4.10 WEAPONS / FORMS BOUNDARY PENALTY
A. A weapon(s) or any portion of a weapon should not exceed the boundary of the ring,

including
B. an imaginary line that goes vertically from the boundary floor line upward.
C. Further, a competitor (weapons and forms competitors) should not exceed the imaginary line.
D. The intent of this rule is the safety of competitors, spectators, and the judges; also, known as
E. the group.
F. It is not intended to be applied unilaterally; rather in situations where the exceeding of the

imaginary boundary could provide a risk to any of the group. For example, the weapon's /
competitor exceeds the boundary:
a) The weapon's competitor goes between or over the group's body or head
b)The weapon's competitor hits anyone, in the group, who is outside of the ring.

4.11 STARTING A FORM OVER
A. If a competitor starts his/her form over because of a memory lapse or any other reason due to

his/her own negligence, he/she may perform the form again.
B. The officials will score as though there was not a mistake, but a penalty applies – See Penalty

section.
C. The three-minute time limit will start over.
D. A competitor can only start over one time for scoring.
E. If a competitor must start over, not due to his/her negligence, he/she will not be penalized on

the start over.
4.12 FORMS AND WEAPONS PENALTIES

A. In the Form and Weapon Divisions, all penalties, non-disqualification, are per judge and will
be deducted from the offending competitor’s final score

B. The group is defined as – another competitor, spectator, or judge that is outside the ring area.
C. Penalties are as follows:

a) Delay of Time - A .01 point. After 3 minutes competitor is disqualified;
b) Exceeds time limit - Disqualification
c) Props in divisions - Disqualification;
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d) Equipment abuse - .03 per occurrence;
e) Protest penalty – losing the protest;
f) Continuing to protest, after decision has been made; and
g)Dropping or throwing a Weapon down--

1. In Black Belt division – Disqualification
2. In Under Belt division – 0.05 deduction per occurrence

h) Weapons strikes the Group – Disqualification;
i) Equipment Abuse – .02;
j) A portion of a Weapon leaves the ring area
k) Leave the ring area – .02
l) Strikes anyone in Group – Disqualification
m) Altering a Weapon – Competitor scores can be lowered;
n) Boundary Rule – without the request to exceed ring boundary:
o) The weapon goes between or over the group's body or head – .05
p) The weapon hits anyone, in the group, who is outside of the ring
q) Starting a Form or Weapon routine over – .05;
r) Moves that are illegal for the type of routine (Traditional, Creative, Musical, Extreme) - a
downgrade of the form or weapon routine, or upon unanimous vote of the judges, a "no
score" as a form inappropriate for the division;
s) Routine is incorrect for the division – Extreme moves in Creative – Disqualification
t) Weapon Breaks – separates into 2 or more sections – Disqualification
u) Weapons Cracks – Does not separate into 2 or more pieces – NOT a penalty. The
competitor may have their score lowered, if, in the opinion of the judges, the Crack impacted
the execution of the form or the effectiveness of the weapon.
v) Out of bounds; and
w) Sportsmanship not adhered to.

4.13 TIE-BREAKER PROCESS
The process for breaking ties follows the same order regardless of the number of judges used for the
division or the type of division (eliminations, runoffs, grands). The methodology always follows this
order:

A. Majority of judges – this is the majority of the total number of judges in the division; not
based on score but rather on who the judge placed higher (most ties can be broken using this
rule)

B. The Judge Determines the Winner. This occurs when a judge gave the same score to the tied
competitors. The judge who gave the same score must select a winner. If the judge had to
manually adjust his or her score due to the Maximum Deviation Rule, then the judge must
select the winner based on the unadjusted score. If the judge gave the same score to the two
tied competitors, not as a result of the Maximum Deviation Rule, then the judge(s) must
select the winner

C. Total Score – is applied when judges’ scores are added back in (5 or 7 judges). This
methodology is used after the majority of judges’ method or the requirement of 1 judge who
may have given the same score did not break the tie.

D. Re-run the tied competitors – the re-run would only include the tied competitors who remain
tied after applying rules one and two

E. The following summarizes the methodology that will be used, with the initial total score is a
tied score and is based on the number of judges.

F. If a re-run is required, the order of competitors will be by random draw/sort. Page 15 of 20



5 RELATIVE RANKING
5.1 RELATIVE RANKING RULE
Since all competitors run their forms before anyone is scored, this system eliminates the possible
disadvantage early-running competitors were subject to, and the scoring advantage last-running seeds
may have enjoyed. In addition, it prevents judges from getting "boxed-in" by giving scores too high
early on, and eliminates "scoring creep" where judges who start with very low scores gradually raises
his/her scores as the divisions progress.
5.2 HOW IT WORKS
For the Relative Ranking Rule to operate properly, all judges must use the scoring worksheets
provided in the ring boxes. As each competitor runs their form, they are given a place number
relative to the competitor who has already run. (For example, each judge gives the first competitor up
a “1” next to his/her name on the worksheet.)
The next competitor gets a “2” if their form is not as good; or if their form is better, they get a "1"
and the first competitor gets his "1" changed to a "2". The third competitor then gets a number that
grades his form relative to the first two, and so on down the division.
When all competitors have run, each judge's Worksheet will have all the competitor's names listed in
the order they ran, but with numbers next to their names that reflect their place relative to one
another.
EXAMPLE IF FOUR COMPETITORS ARE IN DIVISION
JOHN DOE II 9.98 2nd
BOB SMITH III 9.96 3rd
KEN BLACK I 9.99 1st
LARRY JAY IIII 9.95 4th

A. The Center Judge will then allow up to two minutes for the judges to assign decimal scores to
each competitor based on their relative ranking.

B. Each judge decides how high to score his number "1" competitor – usually a 9.99 or 9.98 in
the black belt divisions – and assigns that score to the top competitor.

C. The number "2" competitor will be scored one-hundredth lower at 9.98 or 9.97 (or even
lower if the judge feels there was a great gap between the number "1" and number "2"
competitors).

D. Number "3" will get a score at least one-hundredth lower than the number "2”, and number
"4" will get a score at least one-hundredth lower than the number''3”.

E. This is done until all the competitors are ranked relative to each other.
F. None of the top four competitors ever receives the same score, and the top four scores a judge

gives are only given once.
G. A judge may give the same score to competitors he/she has ranked as “5” or lower, though it

is discouraged unless there are many competitors in the division and giving incrementally
lower scores would take the lower-ranked competitors to scores that were undeservedly low.
(Judges may prefer to use slash marks rather than numbers to rank each competitor: I, II, III,
IIII and so on. By using this method, you do not have to mark out or erase as often, you only
add slashes.)

H. Once all judges are ready, the Center Judge will have each competitor step forward as his or
her scores are announced, using the Maximum Deviation Rule.
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6 MAXIMUM DEVIATION RULE
Divisions with three officials will use the Maximum Deviation Rule. Since high and low scores are
not dropped when three officials are used, the Maximum Deviation Rule has a similar effect of
limiting the impact of a judge’s score that is significantly higher or lower than the other judge’s
scores. This prevents a single score from being so high or so low that it controls the placing order.

A. When a form or other performance is ready to be scored, the center official will say “Ready”,
then, “Check”, at which point the three judges show their score to each other only (not to the
competitors or spectators).

B. The center official will then look at the 3 scores to determine which one is the middle score
(for example, a 9.92, 9.96 and a 9.95 – the 9.95 is the middle score. The other 2 scores must
be .02 from the middle score. So, in the example, the 9.92 must be upgraded to 9.93.

C. Other than this mandatory adjustment, a judge may not change his score. If no score is more
than .02 higher or lower than the middle score, then there is no adjustment.

D. After assuring that any necessary adjustment has been made, the Center Official then says,
“Score”, and the scores to the audience, the competitors, and the scorekeeper as usual. Page
17 of 20



7 FORMS AND WEAPONS DIVISIONS
7.1 GENERAL COMMENTARY
For this event, the following distinctions are made to relate to the competitor the different choices
available for forms and weapons competition. The divisions run at this event will only be termed
“CMX Forms” or “CMX Weapons,” but will allow for the performance of traditional kata as well. A
more distinct term would be “Open Forms” and “Open Weapons” as these divisions are open to any
of the below listed forms and weapons styles. As opposed to open martial arts competitions, these
divisions will be scored together and will not be separated, but will compete together.
7.2 CREATIVE
A Creative form contemporary martial arts techniques that have evolved over the last 30 years. These
may be added to a traditional form, or the form may be devised in its entirety by the competitor. The
Creative Division was formerly known as the Open Division and before that the American Division.
A form in the Creative Division must ONLY include techniques which originate from martial arts
and like the Traditional Division, emphasis will be placed on execution of the techniques, application
of the techniques, balance, speed, power, solid stances, and focus.
Spinning kicks, jump spinning kicks, flying kicks, multiple kicks, splits, weapon twirls, weapon
releases, and other creative martial arts techniques are permitted.
Performance of the following movements will result in a downgrade by the judges, or upon
unanimous vote of the judges, a “no score” as a form inappropriate for the division:
(a) Movements that involve more than a 360-degree spin;
(b) require the body to be inverted more than parallel to the floor;
(c) are similar to movements found in gymnastics and/or non-martial arts disciplines; and
(d) Forms that meet the above definition of strictly traditional forms.

Although one creative move qualifies a competitor for the creative divisions, it should be expected
that a creative form or weapon routine with multiple creative moves of good quality would prevail as
the winner, assuming all other criteria are met.
The following techniques are legal in the Creative Divisions and will be score as any other
techniques (power, speed, balance, and proper execution):
a) Butterfly kick;
b) Illusion kick;
c) Forward Roll;
d) Kip Up.
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Commentary
The Creative form is intended for those competitors who do not wish to compete with a strictly
traditional form, and/or do not wish to compete against other participants who execute extreme
gymnastic-type movements.
Regarding the Creative Weapons Divisions, it is important to note that any weapons movement shall
NOT be a factor in determining whether the weapons form constitutes a Creative or Extreme Form.
The determining factor shall be the particular body movements as defined below in the Extreme
Divisions.
Consequently, a Creative Weapons competitor is permitted to perform any weapons move (i.e.,
twirls, releases, spins, etc.), but is not permitted to perform “Extreme” body movements (i.e. flips,
540 and above spins, or any inverted body moves, etc.)
7.3 EXTREME
The Extreme forms allow the competitor to perform any movements whether they originate from a
traditional or contemporary martial arts systems or otherwise. However, (1) at least half of the form
must originate from martial arts techniques, and (2) the competitor must execute at least one
technique that involves an inverted move or greater than 360-degree spin.
Emphasis is placed on:
a) the quality of execution of techniques and movements;
b) martial arts skills,
c) balance, speed, and power;
d) the degree of difficulty;
e) and showmanship.
In addition, only those movements that portray a definite offensive or defensive martial arts purpose,
or are included to illustrate extreme flexibility or agility, are allowed. The inclusion of other
movements, or the performance of a form or weapon from meeting the criteria above for a
Traditional or Creative form, will result in a down-grade by the judges, or upon a unanimous vote of
the judges, a "no score" as a form inappropriate for the division.
NOTE - Although one extreme move qualifies a competitor for the extreme divisions, it should be
expected that an extreme form or weapon routine with multiple extreme moves of good quality
would prevail as the winner, assuming all other criteria is met.
7.4 MUSICAL
In this event, music is optional for both Creative and Extreme forms.
Should a competitor use music during his or her Creative or Extreme performance, it is then
necessary for an empty hand form or weapons form to meet all the above criteria for a Creative, and
Extreme form, and additionally meet the requirements of the “Divisional Music Rule” below.
7.5 DIVISIONAL MUSIC RULE
Music Choreography should be judged as follows:
a) The movements of the form must be accented by and performed in conjunction with specific beats,
notes, or words in the music. Simply performing your form with the same rhythm or cadence of a
song is not satisfactory.
b) If sound effects are added to the music, the form should not solely be choreographed to the added
sound effects.
c) Music and sound effects should appropriately match each other, and set the overall mood for each
performance. d) Overall, all music and sound effects used, must compliment the form, and both the
form and music should be judged together and viewed as an overall performance, not simply as a
form performed with music playing.



As each form begins, a music volume check must be made, during which time the player attendant
will look to the center judge for a nod of approval or a signal to lower the volume. Once this volume
is set, it may not be increased during the performance of the form. Page 19 of 20
Commentary
If a competitor receives a "no score" decision by the judges because they feel the competitor's form is
not appropriate for the division, the competitor is not allowed to redo his/her form or weapon form in
that division. It is the responsibility of the competitor to read and understand the rules of the division
he/she is competing in before the competition starts. Page 20 of 20


