GENERAL RULES
· Etiquette: Competitors are expected to bow before entering the ring and to the judges before and after their performance. Competitors have the option to introduce themselves. Most introductions state the competitor's name, their dojo, and the material to be performed. In the event of sparring, competitors are also expected to bow to their opponent.

· Second Presentations: In a ring that has 10 or more competitors, the first competitor to perform will be asked to perform again after each competitor has performed once. This is so that each competitor can be fairly judged. In this case, the higher score will prevail.

· Final Round: If an event has 10 or more competitors, a final round will occur. The top 6 competitors will give a second performance and be scored again. Rings with 8 or 9 competitors will have a final round with only the top 3 competitors. For the finals, a competitor may repeat their performance material exactly as the first time or use alternate material. This will determine 1st through 3rd place.

· Restarts: If a competitor makes an error, stops their performance or simply loses their place, they may restart no more than once. Restarts are scored as a second performance and a one-point deduction will be recorded. If a competitor asks for a second restart, the judge will deny them permission and ask them to finish their performance the best they can.

· Scoring is based on 4 technical categories: Power, Presentation, Technical Precision, and Stances. 

Power: Scores the power and level of effort a competitor is demonstrating. Also rates technical power such as power generated by proper weight drop, snap, and hip movement. 
Presentation: Scores the crispness of movement, mental focus, confidence, the gut feeling impact of the performance, and the overall attitude of the competitor.

Technical Precision: This category scores the competitor’s ability to do proper Kempo movement in a precise, skillful way. One part of this score is maintaining hand control in terms of keeping their hands in the proper position. The hands should either be performing movements, be on guard, or by the ribs. When performing movements the hands and feet should be in the proper shape and posture. Also included in this category would be proper timing of strikes and accuracy.

Stances: Each stance should have the proper shape, beyond just having the knees bent. For example, in a horse stance, the knees should be pushed out, the back should be straight, and both feet should be parallel and straight. This category scores the competitor’s ability to create powerful and consistent stances in all movements. 

The 8th Buta School of Kempo reserves the right to dismiss any attendant at the tournament, their guests, or families for gross misconduct. This event is designed in part, as an educational experience for everyone to show and see others upholding the way of karate. We will make every effort to arrange fair and equitable competition for each group. In the case that an event is under-registered, however, we may re-arrange a division to provide efficient numbers to work with.

Dress Code: All participants must wear appropriate martial arts attire and their belt. At the judges' discretion, a student who is improperly dressed may not be allowed to compete.

Please clap only at the end of the combinations or a form performance, after a student has bowed to the judges and is going to sit down. Clapping during a performance can be distracting or time-consuming. Feel free to cheer during sparring matches.

RULES FOR SPARRING
· All competitors should have their own gear. They can share it with a fellow competitor if they are not participating at the same time. Gear includes Shin Guards, Head Gear, Sparring Gloves, Mouthpiece, and a Cup.

· Leaving the ring twice equals the loss of a point or the gain of a point by the opponent if the person who left the ring has no point to lose.

· No point will be given if there is even light contact on a punch or kick. Light contact is when a strike touches in such a way that no momentum is transferred. No warning is issued on light contact.

· Contact warnings are given for any strike that hits with some level of momentum unless the contact was unavoidable (ex. a charge). Two contact warnings means loss of point. If a competitor has no points to lose, his opponent is awarded a point.  Three contact warnings means loss of the match. 

· Allowed Contact is defined as blocking or pushing an arm or a leg to create an opportunity to score. Hitting clothing or long hair is not considered contact.

· Judges may decide, at their discretion, if a blow was dealt with excessive contact. Excessive contact automatically disqualifies. Drawing blood does not guarantee a ruling of excessive contact. If one competitor hurts another, they should apologize and then stand in front position facing away from the injured competitor until the match is resumed.

· Biting, scratching, grabbing, gouging and deliberately striking an opponent are all illegal and grounds for warnings or disqualification. Competitors are not to trash talk or verbally harass their opponent.

· Legal Target Areas are the front of the torso, the face, and anywhere on the helmet, even the back of the helmet. Illegal targets are the back of the body, the back of the neck, and anywhere below the belt. Striking the arms or legs on purpose is not allowed.

· Scoring is based on the perception of the judges. The 8th Buta School of Kempo promises to provide skilled and impartial judges. However, no judge or even collection of judges can see every point. Scoring is based on what the judges see, not on what may have actually happened. Therefore the objective of the sport is to score the points the judges see, not just score points. Judges have absolute authority on scoring & are not to be challenged. Challenging a judge could result in a disqualification

· A match ends when a third point is awarded to either competitor. Two judges must call this final point. It is also possible to win by forfeit or disqualification.

· Any comments or concerns should be voiced to any of the Chief Instructors from the participating schools and ultimately to Sensei Bernard of the 8th Buta School of Kempo

RULES FOR MANEUVERS

· Any numbered combinations, Kempo maneuvers, and 8-point blocks (for White Belts) are allowed for this event. Non-Kempo material is not acceptable and will not be considered for a place trophy.

· Each competitor chooses 3 maneuvers to perform. Each competitor will be given a single score for all 3 maneuvers. The performance will be judged as a whole, not as three separate performances. 
Scoring is based on Power, Presentation, Technical Precision and Stances. Students may begin from a horse stance of a practical fighting stance. Judging will be based on the ability to perform the techniques in an effective and practical way.
RULES FOR FORMS

Eligible Forms
· White to Brown 3:  1-5 Pinyin, 1-5 Kata, and Stature of the Crane are allowed for this event.

· Shodan: 6 Kata & Hon Suki

· Nidan: Sho Tun Kwok, & Nenglise
· Sandan: Swift Tigers & Invincible Wall

Scoring is based on Power, Presentation, Technical Precision and Stances. In Forms body posture along with coordination, energy and rhythm play an important part in the fluidity and stature of the form. These are some of the elements the participants should bear in mind during this event. Forms are traditional movement and the ability to stick the stances is also a key element.

RULES FOR OPEN WEAPONS

· Any weapon form is allowed. Weapons forms are not necessarily Kempo forms. 

Acrobatic movements are allowed and the traditional Kempo uniform (Gi) is not required.

· Scoring is based on five categories: Power, Presentation, Weapon Control, Stances, & Difficulty.

Power: Scores the raw power and level of effort a competitor is demonstrating.

Presentation: Scores the crispness, intensity, the precision, confidence, and the gut feeling impact of the performance.

Weapon Control: Scores the competitor's ability to move the weapon effectively and accurately..

Stances: Each stance should have the proper shape, beyond just having the knees bent. For example in a horse stance, the knees should be pushed out, the back should be straight, and the feet should be parallel and straight.

Difficulty: Forms will be scored based on their difficulty. Therefore if two competitors have the same technical errors, but one is performing a more difficult form, the more difficult form will score higher.
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