Competition Rules

4. To make unnecessary calls, remarks or gestures to the opponent, referees, the
secretariat or to anyone else.

5. To make an uncontrolled action, such as roundhouse punches and kicks, which
are not stopped even if they miss the opponent, and after a throwing-technique the
opponent is not able to continue immediately.

6. To make straight punches or straight kicks towards the head.

In case of two “forbidden acts” the fight will be lost by “Hansoku-make”.

The following actions count as a “heavy forbidden act”:

1. To apply any action which may injure the opponent.

2. To throw or try to throw the opponent with any lock or strangulation. (23)
3. To make any locks on the neck or spinal column.

4. To make any twisted locks at the knee or foot.

d. The first time a contestant makes a “heavy forbidden” act he will be punished by
“Hansoku-make”. He looses the match with 0 points and the opponent gets 14 points
or the score he already achieved, if higher than 14.

d. The second time a competitor looses by Hansoku-make in a tournament, he is ex-
pelled from the rest of the tournament.

d. If both contestants will be punished by Hansoku-make, the match will be repeated.

Section 15 Settlement of the Match

a. A competitor may win the match before the end of the fighting time, if one of the con-
testants achieved at least one Ippon in each of the three parts. This is called a Full-
Ippon. In this case the loosing competitor gets 0 points and the winner gets 50 points
or the score he already achieved, if higher than 50.

b. After the fighting time has expired the contestant who has the most points at the end of
the match will be the winner.

c. If the competitors have equal points at the end of the match, the contestant who
achieved the most number of parts with one or more Ippon wins the match.

d. If the score is equal both in total points and in number of different parts in which Ippon
were achieved, the contestant who achieved totally more Ippons wins the match.

e. |If the score is equal both in total points, in number of different parts with Ippon score
and in number of Ippon, there will be an extra round of 2 minutes until the match is set-
tled. There is a break of 1 minute between the additional rounds.?* The procedure
may be repeated. The scores, Ippons and penalties from the initial round are carried
forward into the extra round.

Section 16 Walk-over and Withdrawal

a. The decision “Fusen-gachi” (win by walk-over) shall be given by the MR to any con-
testant whose opponent doesn’t appear for his match. The winner gets 14 points, after
his opponent has been called for 3 times over at least 3 minutes.

A throwing technique in combination with a lock or strangulation is not allowed. (e.g. Kote-Geashi
counts as a take-down technique)
* The fighters keep their points and penalties they already achieved.
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b.

The decision “Kiken-gachi” (win by withdrawal) shall be given by the MR to the con-
testant whose opponent withdraws from the competition during the match. In this case
the withdrawer gets 0 points and the winner gets 14 points or the score he already
achieved, if higher than 14.

Section 17 Injury, lliness or Accident

a.

In every case when a match is stopped because of injury on either or both contestants,
the MR may permit maximum time of 2 minutes to the injured contestant(s) for the
rest. The total rest per contestant in each match shall be 2 minutes.

The injury-time starts on command of the MR.

If one of the contestants is unable to continue, the MR and the SRs will make a deci-

sion after the following clauses:

1. When the cause of the injury is attributed to the injured contestant, the injured con-
testant shall loose the match with 0 points and the opponent shall get 14 points or
the score he already achieved, if higher than 14.

2. When the cause of the injury is attributed to the uninjured contestant, the uninjured
contestant shall lose the match with 0 points and the opponent shall get 14 points
or the score he already achieved, if higher than 14.

3. When it is impossible to attribute the cause of the injury to either contestant, the
uninjured contestant shall win the match with 14 points or the score they already
achieved, if higher than 14, and the injured contestant shall loose with O points.

When one contestant is taken ill during the contest and he is unable to continue, he
shall lose the contest with 0 points and the opponent shall get 14 points or the score
already achieved, if higher than 14.

The official doctor is to decide whether the injured contestant may continue or not.

If a contestant looses consciousness or if they blackout, the fight must be stopped and
the contestant will be expelled from the rest of the tournament.

Section 18 Team Competitions

Team competitions are possible and the rules are the same as for individual competitions.

Section 19 Reserves in Team Competitions

Reserves may replace contestants who have been injured or taken ill.

The reserve must be in the same weight class or in a lower weight class than the ones
who are to be replaced.

Reserves may not replace a disqualified contestant.

Reserves must be announced and weighted at the same time as the ordinary contest-
ants.
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lll. JJIF Duo System

Section 20 Generalities

a.

The JJIF-Duo System is aimed at presenting the defence of one contestant against a
number of predetermined attacks from a contestant of the same team. The attacks are
divided into 4 series of 5 attacks each:

A. Gripping attacks

B. Embracing and neck lock attacks

C. Punches, strikes and kicking attacks

D. Weapon attacks ®®

Every attack must be prepared by one pre-attack such as pushing, atemi, pulling. (26)

Every attack can be carried out right-handed or left-handed at the free choice of the
team.

The defence is completely at the defender’s choice, as well the respective roles or the
chan%% of the roles as attacker and defender, as well the respective position of the
feet.

The Mat Referee (MR) draws 3 attacks from each series. The other couple will use the
same attacks but in a different order called by the MR.

Upon the first attack of each series, Tori (defender) shall have the jury on his right
side, after the attack may come from either side.

The scores of the presentation will be given after each series by the Jury. Upon the
Mat-R(e;;e)zree’s command “Hantei” they hold their respective score table over their
head.

If necessary the MR indicates incorrect attacks by the correspond sign and by saying
the number of the wrong. )

When the same couple is involved in consequent matches, a recovery time of maxi-
mum 5 minutes will be allowed between the two matches.

Section 21 Material

a.
b.

The secretariat shall be composed of a minimum of 2 people.

The fighters are allowed to use one soft stick and one rubber knife. The stick shall be
between 50cm and 70cm.

In Series D the attacker can start with both weapons in his hands.

The pre-attack and the attack must be applied by the attacker.

The change of the role as attacker and defender can also be changed during a series.

The MR reads first all sores. When he sees, that the scores were counted on the screen, he puts down
all the score cards.

The sign “incorrect attacks” will be shown by the MR if the attacker shows an other attack than the one
indicated by the MR.
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Section 22 Categories

a.

A couple may be formed without any restrictions at all, such as weight or grade.

b. The following categories will be distinguished: Men, women and mixed.

Section 23 Criteria of Judging

a.

(30)

The jury shall look for and judge the following:

Powerful attack
Reality

Control
Effectiveness
Attitude

Speed

Variety

NoarwN =

The overall score should give more importance to the attack, and to the first part of the

defence.

Atemis must be powerful, with good control and given in a natural way considering

possible follow up.

Throws and takedowns shall include breaking the opponents balance and be efficient.

Locks and strangulations must be shown to the jury in a very obvious and correct way,

with tapping by Uke.

Both the attack and the defence shall be executed in a technical and realistic way.

Attack

Incorrect attack

Grips which were not closed

Pre-attack and attack are not logically connected
Bad balance

Weak attack

Attack misses the target

Defence & take down to the floor
Defence insufficient

No balance breaking

Actions were to quickly applied
Uke is jumping

Show technique

Actions are not logically connected
Unnecessary yelling

Control on the floor

Control of the weapon

Insufficient control (Lock, Strangulation) of Uke
Atemi misses Uke

1B

deduction
2 points
% point
% point
Y point
% point
% point

% point
Y point
% point
% point
% point
% point
% point

% point
% point
% point
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Section 24 Course of the Match

a.

The couples stay facing one another in the middle of the competition area approxi-
mately two meters apart. The first drawn couple (Couple 1) has red belts and stays on
the MR’s right side. The second couple (Couple 2) wears blue belts. At the sign of the
MR the couples will make a standing bow first to the Mat-referee and then to each
other. Couple 2 leaves the contest area and goes to the safety area.

The match starts, when the MR announces the first attack by calling the number of the
attack and by giving the respective sign with the hand. "

After the end of the series A the contestants of the first couple kneel down and get
their scores. After that they leave the contest area and go to the safety area. Couple 2
also shows series A and gets its scores. Couple 2 starts with series B and gets its
scores, after that couple 1 proceeds with series B and gets its scores. Couple 1 starts
series C, etc, and couple 2 starts series D, etc.

After the demonstration of the last series of the last couple the match has finished. The
two couples take the same position as in the beginning of the match on request of the
MR. The MR asks the secretary for the winner and shows it by raising the hand and
calling the respective colour of the belt.

If the points of the two couples are equal (“Hikiwake®), the match will continue series
by series until there is a winner. The couple with the blue belts starts with series A.

After the MR announces the winner he orders the standing bow first to each other,
then to the referees

Section 25 Score System

a.
b.

The scores are given from 0 to 10 (1/2 number interval)

The highest and the lowest scores are taken away.

Section 26 Jury

The Jury shall consist of 5 licensed referees, each one from a different country.

Section 27 Walk-over and Withdrawal

a.

The decision “Fusen-gachi” (win by walk-over) shall be given by the MR to the compet-
ing couple whose opponents don’t appear for their match after they have been called
for 3 times over at least 3 minutes. The winner gets 12 points, the non-appearing cou-
ple gets 0 points.

The decision “Kiken-gachi” (win by withdrawal) shall be given by the MR to the com-
peting couple whose opponents withdraw from the competition during the match. In
this case the withdrawer gets 0 points and the winner gets 12 points.

The MR shows the number first to the contestants, then to the Jury.
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Section 28 Injury, lliness or Accident

a. When an injury, illness or accident occurs, the active couple has a right to a maximum
time of 2 minutes rest before continuing (the total rest per couple in each match shall
be 2 minutes).

b. If a couple cannot continue after an injury, “Kiken-Gachi” is given to the other couple.

Section 29 Team Competitions

Team competitions are possible and the rules are the same as for individual competitions.
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IV. JJIF Ne-Waza System

Section 30 Generalities
a. In Ne-Waza-System two competitors compete against each other in a sportsmanlike
competition at the ground.

b. The JJIF’s Fighting-System is composed of:
Throws, take downs, locks and strangulations in standing position
Floor techniques, locks and strangulations on the ground.

The fighting time per match is 6 minutes.

Between two matches a recovery time of maximum 6 minutes will be allowed.

Section 31 Material

Protectors must be in the right size and in good order.

It is not allowed to have jockstrap. Female competitors may not wear a chest protec-
tion.

c. Protections must be worn under the Gi.

Section 32 Weight Categories

The following weight categories will be utilized in the World Championships and continen-
tal competitions held under the auspices of the JJIF for men and women:

Women: -55Kkg, -62kg, -70kg, +70kg

Men: -62kg, -69kg, -77kg, -85kg, -94kg, +94kg

Section 33 Referees ¢?

a. The Mat-Referee (MR) who stays within the contest area shall conduct the match. He
decides about the scores and penalties, but can have the advice of the Side-Referee
and the Table-Referee.

b. One Side-referee (SR) shall assist the MR and shall be situated outside the safety ar-
ea on a chair.

c. The Table-Referee (TR) is responsible for the secretariat. He dictates the points and
penalties to the secretaries and informs the MR about the expiry of the fighting-time
and the injury-time.

......... T he referees shouldbefrom different countries if possible.
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Section 34 Secretariat

The secretariat is placed opposite the position of the MR at the beginning of the fight.
b. The secretariat shall be composed of two scorekeepers and one timekeeper.

c. One of the secretaries keeps a record of the competition on paper; the second one
can control an electronic scoreboard.

d. If there is any difference between the two score registers then the paper one is the
correct one.

Section 35 Course of the match

a. The contestants start facing one another in the middle of the competition area approx-
imately two meters apart. The contestant with the red belt stays on the MR’s right side.
At the sign of the MR the competitors will make a standing bow first to the referees
and then to each other.

b. After the MR announced “Hajime”, the match starts in standing position.

c. As soon as there is contact between the competitors by holding the opponent, they are
allowed to go to the ground immediately.

d. A competitor is allowed to jump into the guard directly.

e. As soon as both contestants have both knees on the floor or one of the contestants is
sitting or laying on the floor the match continues at the ground.

f. The contestants can change between the different positions, but they must be active.

g. At the end of the match, the MR announces the winner and orders the standing bow
first to each other, then to the referee, who is standing in the fighting area opposite the
table referee.

Section 36 Application of “Hajime”, “Matte”, “Sonomama” and “Yoshi”

a. The MR shall announce “Hajime” to start and to restart the match after “Matte”.

b. The MR shall announce “Matte” to stop the match temporarily in the following cases:

1. If both contestants left the fighting area completely in a not recognizable position.
The referee will restart the match in the middle of the fighting area in standing po-
sition
If one or both contestants are injured or are taken ill.

If a contestant taps.

If one of the contestants can’t tap by himself during a strangulation or a lock.

In any other case when the MR finds it necessary (e.g. to reset the Gi or to deliver
judgments)

6. The fight has finished.

aRrobd

c. “Sonomama” shall be used if the MR must temporarily stop the fighters. In this case,
the contestants are not allowed to move anymore. “Sonomama" will be announced:
1. If both contestants left the fighting area completely in an easy recognizable posi-
tion to bring them back to the middle of the fighting area.

2. Any other time the MR finds it necessary.

17
Version 2.3 / January 1" 2014



Competition Rules

d. After “Sonomama” the contestants continue exactly in the same position they were,
when the command was announced. To actually start again the match, the MR an-
nounces “Yoshi”.

Section 37 Points

Scores will be marked by the MR, therefore he shows the amount of points with the fingers
and announces them indicating the colour.

a. Take-downs

1. A perfect throw (in that case no continuing control is 2 points
necessary) %

2. A take-down with continuing control 2 points

3. To get a grip at the trousers of the opponent and he 2 points
sits down

b. Control technic ¢4

1. side-control (kesa, yoko and kami group) for 5 se- 1 point
conds®

2. knee on stomach for 3 seconds (Uke-gatame) ©® 2 points

3. front-mount (tate group) for 5 seconds ©” 4 points

4. back-mount (controlling the back with both heels inside 4 points

the legs of the opponent) for 5 seconds ©¥
If a control technic is announced but can’t be hold long enough, to score points, it will be
rewarded with an advantage.
The level of points has to increase. To get points in a lower level a competitor has to go to
a neut(rfoggl) position before he can score points for a side-control or a knee on stomach
again.

c. Passing guard (half guard)

1. To pass the guard of the opponent and continue with a 3 points!
control technic that scores points!
2. To pass the guard of the opponent and continue with a 1 advantage!

control technic that doesn’t scores points!

The opponent must land mostly on his back
Osae-komi can only be announced if:

1. The controlled person is laying in his back

2. The legs of Tori are free

3. Uke is well controlled and can't move freely.
As soon as one or more of the above mentioned points were not fulfilled any more, the holding is not
counted any longer as osae-komi.
Sankaku-gatame counts as a side control
Tori has to be faced to Uke. One knee is placed on the belly, chest or ribs of his opponent, the other leg
has to be extended diagonally away from the opponent and the foot must be on the ground.
The contestant must be on the top, sitting on the opponent’s torso and with two knees or one foot and
one knee on the ground, facing the opponent’s head and with up to one arm trapped under his leg.
The contestant may crossing his feet and may be in a position to trap up to one of the opponent’s arms.
After a back-mount a fighter can score with a front-mount once and after a front-mount he can score
with a back-mount once.

35
36

37

38
39

18
Version 2.3 / January 1" 2014



Competition Rules

f.

Sweeps

1.

2.

3.

4.

If a contestant is laying underneath his opponent and if he is able to change his
position to be on top, he will be rewarded with 2 points. “°)

If the sweep starts in an osae-position and ends in the guard position (or half-
guard position) no points will be rewarded.

If the sweeping contestant, stop the movement, to go for a submission, he will not
be rewarded with 2 points.

If a contestant turns his opponent from “turtle position” (on his hands and knees)
on his back, the action will only be rewarded with 2 points, if it is followed by an
osae-komi that scores points.

Taking the back

Any actions of Tori followed by a taking the back of Uke during 5 seconds were re-
warded with 2 points.

A taking the back in the standing position will only rewarded with 2 points, if the oppo-
nent was brought to the ground.

g. Locks and stragulations

N =

o

All strangulations are allowed, except with a belt, bare hands or fingers.

All locks on shoulder, elbow and wrist are allowed.

Locks on legs or feet are allowed in bending, stretching and compression.

A lock or strangulation, that almost submitted the opponent, will be rewarded with
advantage.

All kind of twisted locks on knee and foot are forbidden. If a contestant apply a
straight leg lock, the opponent try to escape by twisting his body and has to tap
because of the pain, he will loose the match by submission.

Section 38 Penalties

One passivity warning per fight and per contestant is possible.

“Light forbidden acts” will be punished by “Shido” and the opponent gets 2 points. The
following actions count as light forbidden acts:

1.

ooakrwb

If one or both contestants continue showing passivity after the warning.
To put the fingers inside the sleeves or trousers of the opponent.

To put the hand into the face of the opponent.

To go to the ground without a grip at the opponents gi.

To escape from the fight on the ground and stand up without any contact.
To apply a strangulation over the chin of the opponent. "

The following actions count as a “heavy forbidden act” and will be punished by
“Hansoku-make”:

RN

If a competitor gets 4 Shido.

To leave the contest area deliberately.

To avoid to tap by leaving the fighting area.

To apply any action that may injure the opponent.

To make any locks on the neck or spinal column. (“2)

The points shell only be awarded if the athlete can stabilize the position.
If strangulation has started correctly and the opponent has to tap because he moved his chin under the
strangulation so he will loose the match by Ippon.
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