TOURNAMENT RULES AND JUDGES SIGNALS 
USSA North America Rules

I.
Facilities and uniforms


1.
Participants must be a member of the U.S.S.A. or accepted guest (can be decided by promoter of the tournament) and wear approved:



- Shuai-chiao top, kung-fu pants (either black or white).  Bare feet are allowed, shoes are permitted if they are kung-fu shoes, wrestling shoes, or something similar with no hard edges and a flat, soft sole.  Contestants may also wear a groin cup, mouth guard.  No jewelry are allowed during the match.  Exceptions need to be given by tournament promoter

2.
The Surface:



An ordinary wrestling mat, judo mat, or equivalent no smaller than ten by ten meters area (100 square meters)  or one approximately 1000 square feet to allow for safety in case competitors go out of bounds.  The competition area should be no less than 8x8 meters (64 sq meters or 650 square feet)
II.  Suggested Weight divisions [lbs]


Weigh-ins:  Will start two or more hours prior to the matches.  A short examination will take place to determine proper hygiene (length of finger and toe-nails, cleanliness, etc.) 

For adult men

Adult females are

Children
1.  Up to 125

1.
Up to 110

1.
Up to 70

2.  125 to 135

2.
110 to 125

2.
70--85

3.  135 to 145

3.
125 to 140

3
85-105

4.  145 to 155

4.
140 to 160

4.
100-120

5.  155 to 165

5.
160 to 180

5.
120-135

6.  165 to 175

6.
180 an over

7.  175 to 190

8.  190 to 210
9.  210 to 235
10.  235 and up

Alternative Men’s weights

1.  Up to 135

2.  135-150
3.  150-165
4.  165-180
5.  180-195
6.  195-215 
7.  215 and over
III.
Calling the roll:


The officials will call your name for the match three separate times, with a wait of one minute between each calling.  Unless the head judge makes an alternate decision to postpone further,  failure to answer or being unprepared to compete at last call may result in your forfeit.  

IV.
The Match:


The philosophy and goal of the USSA tournament point scoring system (in conjunction with the rules system) is: 


Retain the spirit and distinctive characteristics of Shuai-chiao while providing a clear, consistent, safe, and repeatable method for scoring competitions.


The spirit and distinctive characteristics of Shuai-chiao which separate it from some arts - such as judo - yet relate it to still other arts - such as tai chi and kung fu - are as follows:

· The design of throws to eliminate or reduce the reliance on the uniform.
· The design of the jacket to provide minimum ‘handles’ for the opponent (short sleeves, minimal overlap of lapels, and short tail length).
· Encouraging action and de-emphasizing the importance of the uniform by limiting the length of time to continuously grip an opponent to 3 seconds.
· Utilization of all parts of the foot for kicks and sweeps (not just the insole).
· Encouraging clean throws by disallowing ‘sacrifice’ throws, ground techniques, and pulling an opponent down when being thrown.
· Allowance of reasonable kicks, strikes, and joint locks in conjunction with throws.


1.
Duration:  



Adult: Each match shall consist of two, two minute rounds with a one minute rest period. Clock stops during all scoring and judge’s call.


Alternative for Children:  Each match shall consist of a three minute round continuous clock except for judge’s call. 


2.
Extension rounds:  



If after two rounds, there is no victor, there will be a 30 second break followed by



one minute sudden death round.  If after the first extension round, there is still no victor, then victory goes to the person who scored first in the match.  If no one has scored in the entire match, then any warnings or penalty will count.  If still no score, warning or penalty, then sudden death will continue for 4th and final round for 1 minute.  If still no victor, the more technically active competitor will be decided victor by the judges with head judge acting as the deciding tie breaker. 


3.
Scoring:  



Points are allotted to the contestant who throws his opponent to the mat at the rate of:




3 points:  



Contestants while standing throws the opponent with reasonable speed causing rotation of 360 degrees. Examples of throws are:  over shoulder throws,  leg sweep that spins an opponent, hip throw



2 points:




- Contestant while remaining standing causes opponent to touch the ground with both hands (or elbows) and both knees.




- Contestant while remaining standing throws opponent to back or side but without spinning. Examples are: chopping, sweep, leg seize



- A three point throw that is missing any element of speed or balance




1 point:




- Contestant initiates or counters an attack that causes opponent to touch down with a hand, or a knee.




- Contestant throws/sweeps/ takes down the opponent causing the opponent to land first with contestant on top.




- A two point throw where the contestant loses balance




- A penalty issued after a warning has already been given




- (optional depending on promoter) if contestant pushes or forces an opponent out of bounds first.



Exceptions in scoring


(
Sacrifice Throws:  If you successfully complete a sacrifice throw, 
you DO NOT earn a point, if you fail, you lose a point.



(
If you complete a throw with proper control that requires a knee to touch the ground, you will score full points.



(
If you complete a throw and your opponent pulls you down with 
him/her, you are still awarded full points for the throw.



The contestant who scores the most points total wins the match.  If one contestant has the advantage of 10 or more points during any part of the match, the match is stopped and the contestant automatically wins by technical fall.  



(All corner and side judges have the right to call for a conference with head judge if the ring judge does not see a score.  



(In case of a tie among side judges, the referee is tie breaker.


4.
All corner and side judges have the right to call and stop the round if they see one or both competitors in a dangerous or injurious situation, or an obvious 3 point throw. (such as embracing, inner thigh thrusting, body slam.)


5.
Two contestants should not hold or control both hands without any change of position or control for more than three (3) seconds. .  If referee commands "change grips," Contestants must change at least one hand position.  Any judge can call a warning/penalty for someone not changing grips actively.

6.
Evading and stalling:  Eight seconds of passivity = warning, The fighter will then have five seconds after that to initiate an attack.

8.  Referee will warn both fighters if they are near the boundary/zone.  Fighters do not stop, but must mutually move in. DO NOT STOP FIGHTING UNLESS REFEREE SAYS STOP.
9.  Both players go down together at the same time:  if they are side by side then it is a draw, no point.  If one lands on top and the other on bottom the one on top wins a point.  If the thrower remains in bounds but throws his opponent out of bounds the throw is still good.

The MATCH results:  The contestant who scores the most points total wins the match.  If one contestant has the advantage of 10 or more points during any part of the match, the match is stopped and the contestant automatically wins by technical fall.  



(All corner and side judges have the right to call for a conference with head judge if the ring judge does not see a score.   

V.

Safety Rules Governing Matches


1.
If a player commits an infraction of the safety rules (depending on the seriousness of the foul) he will be given a warning and then point will go against him.


2.
If a player commits a serious foul or shows disregard for his opponent’s safety then he will be disqualified.


3.
Kicking full power below the knee is legal with the exception of stomping downwards on the opponents leg or foot, side kicking to damage the leg, and kicking with the tip or ball of the foot to damage the shin.


4.
Knees and elbows can be used for leverage but not striking.


5.
No gouging the opponent’s eyes, groin, or poking of any type will be tolerated.


6.
Arm bars and joint locks are legal if they are done with regard for the opponent’s safety and in conjunction with a throw.  No twisting of the fingers, wrist, ankle, or the neck is legal.


7.
No striking of the opponents face, head, arms, or body will be tolerated except pushing and "breaking off."


8.
There is to be no grabbing of the hair, however the head can be used for leverage in throwing (if allowed by tournament head judge.)


9.
No ramming with head or shoulder unless it is in conjunction with a throw and in consideration of the opponents safety.


10.
There is no biting, no, choking, no head butts


11.
All action must cease when one or both players go to the ground.


12.
No action in bounds or out of bounds after the official has called a halt


13.
To argue with the officials or insult your opponents is an infraction of these rules and will not be tolerated.

VI.

INFRACTIONS OF THE RULES
Most infractions will be given a warning and 2nd warning will be a penalty point. Subsequent infractions will be disqualification from the match.  If an infraction is deemed excessive or dangerous, competitor can be disqualification from the tournament.

1.
Pulling or grabbing the hair is illegal.


2.
To gouge or poke the opponent's eye or an intentional head butt is an infraction which could lead to disqualification from a match.


3.
A.
Surrounding the neck to control for a throw is allowable, but strangling is not permitted.



B.
Surrounding the neck and twisting or falling down is illegal.  You must release grip if you both fall.


4.
It is a foul to kick at or above the knee. 

5.
Kicking to the groin is a foul and if deemed intention immediate dis-qualification from the tournament.


6.
Striking or gouging the groin is illegal.


7.
Although the face or neck can be used for gaining leverage in a throw, choking is a foul which can lead to disqualification.


8.
The knee can be used for lifting, but not for striking.


9.
Twisting or bending the fingers is a violation of rule number six, section four of the tournament safety guidelines.  Here a double foul is occurring.


10.
No falling intentionally on opponent.  You must support yourself by shouldering rolling over them.  The judges will still reward your full allotted points if you are in control.

11.
Stomping, or standing on the opponent's foot is not a technique which is allowable in tournament play.


12.
No continuation of action after one or both of the players is down is illegal.

VII.

JUDGES
Judges should be certified and registered with the USSA or by special guest/exemption from the Head Judge / Promoter of the tournament


Sparring Area Officials:

· One Ring Judge

· Two Corner Judges


Head Table Officials:

· One  Head Judge

· One Timekeeper

· One Scorekeeper

· One Bracket Administrator / match assignment announcer


The Corner judges are responsible for scoring the throw to be validated by the ring judge.

Ring referee always faces head judge when signaling.  Point hand always the same side as the fighter being pointed to.


1.
(Two signals)  (i). Point to down fighter with palm up, other hand is straight down with palm facing down. (ii)  Point to fighter that scored with palm up while other hand is straight up with fingers indicating amount of point(s) scored.  



Meaning:  
Fighter that the referee points at is down, the other fighter receives full points according to the scoring system.



2.
(Two signals) (i) Crossing of arms with both palms down. (ii)  Point to 
fighter that scored with palm up while other hand is straight up with fingers indicating amount of point(s) scored.  



Meaning:  
One person is down, the other is on top.(score - 1)


3.
Both arms straight down with both palms down.



Meaning:
Both are down, No Score

4.
One Arm is raised (half bent) with back of palm facing the competitor.



Meaning:
Warning to the competitor


5.
One Arm is raised (half bent) with back of fist facing the competitor.



Meaning:
Penalty to the competitor

