INTERNATIONAL SPORTS

Competition Rules IIMAA/ISGA Grapplers Challenge ONLY
Effective 1 January 2010

Requirements for Use
A. The ISGA / USJJF Competition Rules must be weadl sanctioned events.
B. These rules may be used by non-ISGA / USJJFhagtons if desired. No liability for use of theRelles is
assumed by The International Sports Grappling Aatioa (ISGA) or The United States Ju-Jitsu Fedenat
(USJJIF).
C. The International Sports Grappling Association tieTUnited States Ju-Jitsu Federation shall notnassu
any responsibility or liability of any kind whatsaer for any unauthorized modification of any rules.

Divisions/Event Definition

Grappling is defined as an event involving (2) indiuals engaged in a ground match. Opponents taiit &n
their feet in a designated matted area or ringirigeal is to demonstrate their ability to takeagponent to the
ground and submit or demonstrate superior grapminigities within a set period of time. Competitase
separated by age, weight, and ability. Competitwes required to wear specified gear for their diwvisand
must adhere to the general rules.

FIGHTING AREAS : The competition takes place on mats. Each aneg) (must be composed of a minimum
of 20'’x20’ (7mx7m) fighting area plus a 3’ (Imx1mv)de warning area surrounding the fighting area.

Specified Gear:

1. All contestants are required to wear a moutlgidaring competition. Competitors with a medicalutio
apparatus (e.g. Braces, retainers, etc.) are emtjtorremove the apparatus if removable, or weaoath guard
that fully covers the apparatus.

2. If the mouthpiece is involuntarily dislodged ihgr competition, the referee shall call time, clehe
mouthpiece and reinsert the mouthpiece at the dppbrtune moment, without interfering with the ieuiate
action.

3. Males-cup and supporter

4. Females-Sport bra

Note: Taping of hands, wrists or feet are not adldw

Note: For the IIMAA/ISGA Grapplers Challenge compettors can wear either Gi or no-Gi
gear.

No Gi option
1. Each contestant shall wear grappling shortsndikype shorts, or kick-boxing shorts.
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2. Gi, Kimono or shirt is prohibited during comjietn.
3. Rash guard (long or short sleeve) must be warrskin only.
4. Wrestling/Matrtial Arts shoes are optional.

Gi option

1. A Judo or jujitsu approved uniform with sleevesnstructed of cotton or similar material.

2. Colors must be solid and tops must match bottomsombined colors

3. The uniform cannot be so tight or so loose agwe an “unfair advantage” to the wearer of the gi

4. The sleeves of the competitor’'s uniform museedtpast the elbow to approximately center betwben
elbow and the wrist, but shall not cover the wildte pants of the competitor's uniform must extbetbw the
knee covering most of the shin, but must be at leas inch above the mat.

5. Sleeves or pants shall not be rolled-up or cfe on the competitor’s uniform during a match.

6. Athletes are not permitted to compete with a taniform, sleeves or pants that are not of prdgegth or
with t-shirts underneath (except in the femalesions).

Match Duration - 6 minutes

Scoring:

Takedown 1 to 2 Points (explained later)
Sweep from the Guard 2 Points

Pass the Guard to Side or Mount 3 Points

Rear Mount 4 Points

Mount Position 4 Points

Simulated Submission 4 Points

Knee On Stomach 2 Points

Each position must be held for 3 seconds (excludirtigkedowns) in order to be awarded
points

Scoring Definitions:

Takedown

2 points are awarded for all complete, well exedutakedowns where the competitor’s feet leavegtbend. If
the takedown demonstrates less than perfect teshmgthe feet of the competitor do not leave tloengd than
1 point will be awarded. If the takedown is incoetpl or the competitor executing the takedown h#s kimees
on the mat, than an advantage will be awardedetarthining a takedown a referee will look for tleenpetitor
who initiates control of an opponent from a taked@ttempt. A takedown will not be awarded for aggreely
pulling guard.

Sweep from the guard
2 points are awarded for a sweep from the guardevaeompetitor, from the bottom position advanbes
position into any top position.

Reversals- Advancing position from a bottom to top positiohestthan from the guard. These are
considered “escapes” and DO NOT get any points. ahtlege points can be awarded if deemed
appropriate. Examples: Side Control or North/Southrerse. Full Mount escape: when competitor A
push's off competitor B from a full mount posit@m gains a top position or simply escapes.



Pass the Guard to Side or Top Position
3 points are awarded for a guard pass where a ddorpeeverses a dominant position and places
himself/herself into a dominant position.

Rear Mount

4 points are awarded for controlling a competitdwd&k from a rear mount position. A youth (0-12npetitor
can be awarded points for controlling in this positwithout the use of hooking the legs. All otlagre groups
must have the hooks in.

Mount Position
4 points are awarded to a competitor for positignimio a dominant top mount position.

Simulated Submission (Youth = 0 to 12 years only)

4 points are awarded for the competitor who attenapsubmission. The referee will stop the matctgrdw
points and then start both competitors from thest f

Legal Simulated Submissions:

The legal submissions would include all variatiohsrm, shoulder locks, as well as chokes.

(no wrist locks for youth)

Knee on Stomach Position
2 Points are awarded for a competitor placing thesar knee to the chest or stomach of the opponihtthe
forward leg extended. This is not a legal positrogouth’s divisions.

Advantage

Advantages are “ALMOST” submissions and positiderapts that pose a real threat to the other fighteese
include: near arm-bar tap out, near chokes, neeg[gsy near passes, etc. Also dominant positiohslithaot have
points awarded (side, scarf, north/south). Advgedeonly affect the outcome of a tie match.

Tie

In the event of a tie at the end of the specifiset! match the winner will be determined by the awdhage. If
neither competitor has been awarded an advantagehle match shall be started with both competiargheir
feet. The match will end with the winner determitgdwhoever scores the first points (sudden death).

15 Point Advantage
When a competitor scores 15 points more than higjhponent the match shall be stopped and that ettop
declared the winner.

Playing For Points
If a competitor simply transitions between vari@gninant positions with no earnest attempt at sabion,
but rather adding points by repeating prior poegiano additional points will be awarded

NOTE: No points will be awarded to a competitor who isaiting a position while in a submission.
Points will be awarded after the submission attehgst been defended.

ALSO, If a competitor is about to get POINTS for a positand the referee starts to count the 3 seconmdasfurol
and the match time runs out, the referee will gneecompetitor an ADVANTAGE only.



Injuries

During an injury, the center referee will stop tiared a medical professional brought in to diagribsethlete.
1. If the athlete cannot continue because of the ynjoe/she is the winner if the opponent is respmesi

2. If the athlete cannot continue because of the ynjoe/she is the loser if the opponent is not rasjie.

3. If you cannot continue during your event, due fanmy you must not compete anymore that day.

How to win

The winner will be decided according to:

1. If a contestant gives up or submits (Tap owtesbal tap out). Youth 0-12 follow simulated subsias rule.
2. Technical Stoppage:

* Referee stops bout;

* When an injury as a result of a legal maneuveeigere enough to terminate a bout;

3. Decision via Points

4. In the event of a tie at the end of the speatifimed match the winner will be determined by Altvantage.
5. If neither competitor has been awarded an adgaenthen the match shall be started with both ctitopeon
their feet. The match will end with the winner detened by whoever scores the first points. (sudikeath)

6. If a competitor is unable to defend himself loe referee feels a contestant’s well-being is ingéa, the
Referee will declare the winner.

7. In case of accidental injury or blood spillagkere it is not the fault of the opponent, the cstatiet has one
minute to completely stop the bleeding or recoVse ehe referee will require that he/she loses.

8. Referees decision is final.

General Rules

Coaching

Coaches must remain in the chairs provided besides¢oring table. They are not permitted to eriternat
area unless asked to do so by the referee. Onlydéiseggnated coach should be directing the competito
Excessive shouting from multiple spectators onlywe® to confuse the competitors. No calling oupoints.
This only serves to confuse the scorekeepers. AlCoan stop the match by indicating to the reféne¢ he
does not want his competitor to continue. This Wil considered a disqualification. Coaches muse hav
credentials and be wearing a coaches shirt. No tNegdoaching.

Warnings and Penalties

Boundary Warning

If the competitors go off the mat, the match carstopped for safety and restarted in the middighefmat with
the referee to determine the original positionsbdundary warning is defined as excessive stepputgob
bounds to either escape from an opponent, or tmayrappling without any physical contact madedrcé the
competitor out of the ring. First time, verbal wiaign Second and Third, 2 points awarded to opportenirth
time is Disqualification.

Stalling Warning

If there is stalling on the ground or no changeasition as determined by the referee in a 10 skpeniod the
referee may restart competitors on their feet.t Finse, verbal warning. Second and Third, 2 poassrded to
opponent. Fourth time is Disqualification.

Contact Warning

A contact warning is defined as excessive contactietermined by the referee. This may include alleg
takedowns, throws or slamming, punching or kickiRgst time, verbal warning. Second and Third, s
awarded to opponent. Fourth time is Disqualifigatio
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Note: The referee has the ability to escalate penalliedeemed severe by the referee, can lead to Inateed
Penalty Points or Disqualification.

Legal Submissions
The legal submissions would include all variatioharm, shoulder and wrist-locks, as well as chokeg
locks are restricted by division and further disadin next section.

Attacks Below the Waist

White Belt (gi) / Beginner (no-gi)- No attacks belthe waist (i.e. toe holds, knee bars, ankle lpcks

Blue Belt (gi) / Intermediate (no-gi)- Only straigknee bars and straight ankle locks are allowedwisting).
Purple Belt & above (gi) / Advanced Divisions (nQ)-gee table below.

lllegal Techniques: Neck Cranks and Heel Hooks

Neck Cranks

Necks Cranks arBot allowed in any division. In addition, placing tbpponent in a headlock and twisting the
neck to force a takedown or submission may causelsgamage and is not allowed. Also, excessiveszing

or pressure on the back of the neck or base dfi¢hd isNot allowed. Applying a Neck Crank or a Squeezing
technique is “grounds” for Immediate Disqualificati

Other Restrictions

There shall be no attacks to the eyes of the catopet
Intentional contact to the groin is not allowed.

No biting or fish hooking (fingers in mouth) is@ied.
Placing your fingers in any orifice is not allowed.
No small joint manipulations.

No slamming.

No strikes of any kind

An uncontrolled throw

No head or neck cranks

Biting- gouging or pulling hair

The above techniques can be deemed un-sportsmanlikiict.

Un-sportsmanlike Conduct

Defined as any act considered to be a physicalajisy disrespect to an official, other competiborspectator.
This includes but is not limited to arguing with afficial, profanity, vulgarity, throwing of equipment,
speaking in a loud or disrespectful manner. Theselts in one or all of the following: warning thet
competitor, points awarded to the opponent, disfication of the competitor from the match and or
disqualification from the tournament.

Referee Stoppage

It is the referee’ responsibility to ensure theepabf each competitor.

The referee has the ability to stop a match. Hfaree determines that a competitor’'s safety iskthe/she can
end the match. This is a non-disputable call.



Officials

1. Medical personnel shall be available at all 8Braad easily recognizable.

2. Each contest must have: One referee, one s@pekeand one timekeeper.

3. All officials should be identifiable by wearirgppropriate clothing.

4. The scorekeeper tracks all scoring.

5. The scorekeeper will completely fill out theHtgorms and turn them into the referee at the detigm of
the match.

Duties of the Referee

1. The referee assigns points for valid techniqieesg designated hand signals.

2. The referee is charged with supervision of thaest.

3. He/she administers and controls the tempo otdindéest, enforces the rules, and ensures fair play

4. To this end, he/she starts and stops the figltls and enforces all penalties.

5. The referee shall communicate clearly with tt@ekeeper and timekeeper, as well as announaceitiner
of each match. The referee shall announce in adtaad voice all official decisions, and shall icalie with
voice and gestures the player affected by his/aeistns.

6. The referee is the only person who can calafat administer a penalty.

7. The referee is encouraged to give verbal comm#mdughout the competition where a penalty haveen
called, such as "watch the contact, or, stay imdsuetc."

8. Only the referee may call time out. He/she naasso for the following reasons:

A. To allow equipment adjustments.

B. To assess penalties, administer warnings.

C. To attend to an injured competitor.

D. To hear a legal protest.

Referee Commands - Hand Signals

The purpose or need for hand signals is so thayenme, including a spectator on the farthest sida®
facility, can understand what is going on in thdcha

1 To start the fight - say the word "Combat", "fight", "go", etc and meoxour hand
vertically (up /down motion).

2. When the fight is over-say the word "Time" and, if necessary, touch bbothe
competitors.

3. Advantages- move your hand horizontally from your chest autie side of the
competitor getting the advantage point.




. Points- hold the appropriate arm over your head and aelithe number of POINTS with
your fingers (1, 2, 3 or 4). Be sure to make eyeam with the table.

Stalling - hold both of your elbows in a box formation atstheight.
(Forsingie round matches this is 10 seconds)

. Warnings - make a rolling wrist movement and indicate witlhuryarm raised and fist
closed (figure "L") the opponent getting the wagniSee picture at right and below.

. Penalties with two points- make a rolling wrist movement and indicate withury

arm raised and fist closed (figure "L") the oppdrming penalized. Hold the other arm
over your head and indicate the appropriate nuoftfeOINTS going to the other
opponent.

. Stopping the match- open both arms horizontally.

Also, YELL stop or FREEZE to the competitors

. Stopping the time- use your hands to make the T-sign above the head.

The timekeeper should stop time each time youts®match



10. Waive points- used when correcting POINTS. Hold the appropaate parallel to your
head and waive your hand to remove the last points.

Coordinate with scorekeeper to ensure correciomaide

11. Re-starting a fight: fighters must face each other and referee takes pla
between the competitors and says the words tcestarell as vertical hand
motion.

12. Disqualification (DQ): Cross your forearms above your head and then faoint
the competitor who is getting disqualified.

Duties of the Scorekeeper

1. The scorekeeper keeps detailed match recortieeagrappling Scoring Sheets.

2. The referee will indicate grappling points fach competitor. The scorekeeper will record pdioteach
competitor as indicated by the referee.

3. The scorekeeper shall keep count of all persadtvearded to competitors, as instructed by thegefe

Duties of the Timekeeper

Timekeepers shall be seated adjacent to the caimopetirea and shall stop and start time accordinthé
referee's signal to do so. The referee must aak tout with the referee's signal, and restart wigmting
resumes. Timekeeper shall use the appropriater@hecttime and scoring board, or if one is not &alde, by
verbal and visual signals, such as throwing a lxanor suitable substitute into the center of tgkting area,
inform the referee when time has run out, or whetshe has received a formal protest. Time offigialhs out
only when the referee calls the signal to stop.

Legal Protest / Arbitration



A legal or formal protest can only be lodged fanancompliance of the rules and can only be intreduzy a
designated coach, the tournament director, or éssgdate. A legal protest to be acted upon durimgagch
must be lodged with the timekeeper, who will imnagelly notify the center referee. The center referdieghen
call a time out to deal with the protest. Process:

1. Coach must raise hand. The center referee will@eledge, stop time, and confer with the coach.

2. Coach must state arbitration issue in a respectéuiner.

3. Once resolved, match will continue.

4. If not in a respectful manner, coach may be askedeave the ring, or the event, and possible

disqualification of his competitor.

DIVISIONS

Men’s Lightweight- 174.9 Ibs and under
Men’s Heavyweight- 175-220 lbs

Women'’s Lightweight- 139.9 Ibs and under
Women'’s Heavyweight- 140-180 Ibs.

Glossary of Terms

Grappling refers to techniques, maneuvers, and countergedptpl an opponent (sometimes making use of the
clothing or uniform of either person) in order @iga physical advantage. Grappling is a general teat
encompasses several disciplines or styles pradiicedghout the world. Grappling is practiced apart and

as a form of self defense, but does not includkisty or the use of weapons.

Rear mountis a dominant ground grappling position where coibatant is behind the other in such a way
that he or she is controlling the combatant intfron

Themount or mounted positionis a dominant ground grappling position, where combatant sits on the
other combatants torso with the face pointing talsahe opponent's head.

Side control (often also calledide mountor sometimesross moun) is a dominant ground grappling position
where the top combatant is lying perpendicularlgrahe face-up bottom combatant in such a waythiealegs
are free and he or she exerts considerable canteslthe combatant on the bottom. The top combatant
referred to as havingjde control, and is in a stable position, with the other cotabgpinned beneath him or
her.

Theguard or full guard is a ground grappling position where one combdtasttheir back to the ground,
while holding the other combatant using the ledse dosed guardis the typical guard position. The legs are
hooked behind the back of the opponent, preventiegn from standing up or moving away. The opponent
needs to open the legs up to be able to improviéqaag. The bottom combatant might transitionvibe¢n the
open and closed guard, as the open guard allowseftear movement, but also increased risk in thmoopnt
passing the guard.

Half guard or alternativelyhalf mount is a ground grappling position where one combatalying on the
other, with the bottom combatant having one legegied. Sometimes the bottom combatant is saié ia b
half guard, while the top combatant is in a halfumiorespectively. The half guard is the positicat ils in
between a full guard and side control or mount. @drabatant on top will try to unentangle the led abtain



side control or mount, while the bottom combataitittvy to transition into a full guard or alterneg¢ly attempt
a sweep or submission.

Knee-on-stomachor knee-on-belly, knee-on-chestis a dominant ground grappling position wherettpe
combatant places a knee on the bottom combatasts, @nd usually extends the other leg to thefside
balance. This position is typically obtained froimescontrol, simply by rising up slightly and puatia knee on
the opponent's stomach or chéstis is illegal for youth divisions.

A takedown s a term for a technique that involves off-balagan opponent and bringing him or her to the
ground, typically with the combatant performing takedown landing on top.

Sweep from the guardis technique used to transition from a neutrahf@rior position to a dominant position,
such as moving from under guard to full mount, leethe alternative term 'reversal’ as the dominafice
positions have been reversed.

Passing the guardWhile in guard, the top combatant's priority igr@nsition into a more dominant position,
such as side mount or mount.

A transition in grappling is a move from one grappling positioranother. The process is calteahsitioning
and is one of the most important aspects of grgwadpling, as it allows the combatant performing th
transition to advance in positioning, for instabgeusing a sweep, or to attempt a submission.

A submission(depending on the context also referred to aa@mdut” or "tapping out”) is a term for yielding
to the opponent, and hence resulting in an immediateat. The submission is commonly performedogrty
tapping the floor or the opponent with the handamnetimes with the foot, to signal the opponent @ossibly
the referee of the submission. The submission ksankee verbal, during which the fighter verballjomnms that
he is giving up.

Simulated submissionis the process of working toward achieving a swsion that is stopped by the referee
before the opponent would tap out or yield. Theeotiye is to protect the fighter being submittedijlev
rewarding the fighter demonstrating the techniqualdlity to submit his or her opponent.

A neck crank (and technically known ascgrvical lock) is a spinal lock applied to the cervical spinastag
hyperextension, hyperflexion, lateral hyperflexibgperrotation or extension-distraction, eitheotigh
bending, twisting or elongating. A neck crank igitally applied by pulling or twisting the head bey its
normal ranges of rotatiofhis is illegal in ALL divisions.

A Wristlock is a joint lock primarily affecting the wrist-jdithrough rotation of the hand. A wristlock is
typically applied by grabbing the opponent's ha| bending and/or twisting ithis is illegal for youth
divisions.

An Armlock is a single or double joint lock that hyperextertdgerflexes or hyperrotates the elbow joint
and/or shoulder joint. An armlock that hyperflexediyperrotates the shoulder joint is referreds@shoulder
lock, and an armlock that hyperextends the elbow jsinalled ararmbar.

A leglockis a joint lock that is directed at joints of tleg such as the ankle, knee or hip joint. A leglatiich
is directed at joints in the foot is sometimes mefé to as &ot lock and a lock at the hip ashg lock. An
anklelock is a leglock which hyperextends the anKleis is restricted to intermediate and advanced adis
only.

A biceps lock or sliceris a compression lock that involves pressing tieefis into the humerus. An effective
biceps lock can be applied by putting an arm ore@ fulcrum on the opponent's arm at the indidliescarm

10



by the elbow, and flexing the opponent's arm olerfulcrum. This will result in the biceps and fana being
pressed into the fulcrum. The biceps slicer becomest effective as a compression lock when the Ipamis
of the limb such as the shin or any of the bondkeforearm are forced into the biceps of the ogpt. This is
restricted to intermediate and advanced adults only

A heel hookis a leg lock affecting multiple joints, and is &épd by transversely twisting the foot either
medially or laterally. The torsional force puts eetorque on the ankle, which in turn transfergue to the
knee. The heel hook is generally considered to\mrydangerous leg lock, with a high rate of igjur
especially to ligaments in the knééhis is illegal in all divisions.

Small joint manipulation, refers to twisting, pulling or bending fingerstoes to cause joint locks in the
various joints in those appendages. Joint lockBngers and toes are respectively referred tnaer locks
andtoe locks This is illegal in all divisions.

Slamming or Spiking, is the act of lifting and aggressively droppingloowing the opponent either head-first,
or on their back, to the mat. This often causasynpr atleast loss of breathhis is illegal in all divisions.

References for many of the terms: Wikipedia®, asteged trademark of the Wikimedia Foundation,,lac.
non-profit organization.
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