
 

 

 

 

GROUNDFIGHT 

 

 
A safe way to compete 

 

 

 

 

Competition Rules 
(version 1.0  |  1

st
 of  January 2017) 

 

 

 



 
Article 01: Scope. 

 

a) These rules apply to all accredited by the Federation  Budo tournaments and championships. 
b) All references in this document to 'he' should 'he or she' read. 

c) For local tournaments each club is free to adjust to the regulations. 

 

 

Article 02: Competition gear and personal commitments. 

 

a) Participants should wear a white good quality Gi which must be clean and in order. They also wear a red or blue 
belt.  

b) The jacket must be long enough to cover the hips, and have to be tied by a belt around the waist. 

c) The sleeves of the jacket should be wide enough to grip and be long enough to cover more than half of the 
forearms without that they come over the wrist. The sleeves may not be rolled up. 

d) The pipes of the pants should be wide and long enough to cover more than half of the lower leg. The legs may not 

be rolled up. 
e) The belt is tied with a square knot, tight enough to prevent the jacket from being too loose and 

must be long enough to be able to go twice around the body, so that there is still 15 cm. left on each side of the 

knot. 
f) Female competitors are required to wear a white T-shirt under the jacket. Male Participants are not allowed to 

wear anything under the jacket.  

g) Participants must have short fingernails and toenails. 

h) Participants are not allowed to wear anything that may injure or endanger the opponent. 
i) Wearing glasses is not allowed. Contact lenses may be worn at own risk. 

j) Long hair should be tied together with a soft headband. 

Note: 
If a participant does not adhere to these rules, he  may not start the match. However, he will have the option to bring 

the  wrong item (s) in order within 2 minutes. 
 

 

 

Article 03: Competition Area. 

 

a) Each competition area measures 10 x 10 m (or 12 x 12 m) and 

must be covered by tatami in acceptable color (usually yellow and 
blue). 

b) The competition area must be divided into two zones.  

c) The fighting area measuring 6 x 6 m (or 8 x 8 m). 

d) The area called the safety zone is outside the contest area and at 
least 2 meters wide. 

e) Where two or more competition areas adjacent to each other, a 

common security zone is allowed only if the common security 
zone is at least 3 m 

Note: 

The distance between the secretariat and the competition area must be at 

least 2 m. 
The distance between the audience and the competition area must be at 

least 3 m. 

 

 

 

Article 04: Coaches. 

 

a) The Participants may be assisted by only one coach. His place during the match is in the seat on the edge of the 

competition area. 

b) For misconduct to the participants, the referees, the audience or anyone else, the MR may decide to make the 
coach leave the area reserved to the officials duration the time of the match. 

c) If the misconduct does not stop, the center referee can do this for the whole tournament. 

 

 



 
Article 05: Generalities. 

 

a) In Ground two participants are fighting against each other in a sporting manner. 

b) Ground Fight is aimed at youth and novice Budoka of the Federation. (Jujitsu, Judo, Newaza, BJJ and Aikido) 

c) All acts of the participants should be aimed to an early termination of the contest.  
d) The Ground Fight contains ground techniques, like control techniques, locks and chokes. 

e) All chokes are allowed except chokes with the bare hand / fingers. 
f) All locks are prohibited except for straight and bended arm locks 

g) The time per match is 1 round of 3 minutes. The center referee, after consulting the table referee determines 

whether the last operation took place within that three minutes. 
h) Contest Duration of classes up to -12 is 2 minutes. 

i) If a participant several matches must challenge immediately after the other, he is entitled to one match rest time 

between those games. 

 

 

Article 06: Equipment. 

 

a) The Participant shall provide red and blue bands. 
b) The organization ensures score tables, scoreboards, list and administration papers, tables and place for the 

referees and the technical committee. 

c) The wearing of groin protector and / or chest protector is not allowed. 

 

 

Article 07: Weight- (gradation) and age groups. 

 

The following age groups are applicable for the youth categories at national Budo tournament held under the 
auspices of the Federation. 

 

Class Description Group format 

-8jr all participants who are not older than 7 years 

on 31 December of the current year to be at 

least 6 years in the current year 

Pool distribution of up to 4 participants 

maximum 3kg weight difference 

-10jr all participants who are not older than 9 years 

on 31 December of the current year 

Pool distribution of up to 4 participants 

maximum 3kg weight difference 

-12jr all participants who are not older than 11 years 

on 31 December of the current year 

Pool distribution of up to 4 participants 

maximum 3kg weight difference 

-15jr all participants who are not older than 14 years on 

31 December of the current year 

Pool distribution of up to 5 participants 

maximum 4kg weight difference 

 

Overall: 

 Exceptions can be made only with the consent of the coaches and participants 

 till -12 year are mixed categories (boys and girls in the same category) allowed 

 The weighing is done in underwear and T-shirt 

 

Gradation of participants 

 It is the organizer of the tournament to add color to the maximum belt classes. This is to ensure the safety 

of the starting participants. 

 

 

 

 

 

 

 

 

 

 

 

 



 
Article 08: Referees. 

 

a) The center referee (MR) located in the center, leads the fight. 

 Points are indicated by means with curved arm with the proper color to the stabbing fingers. 

 Advantage is indicated by means the horizontal arm to keep good color. 

b) The table referee (TR) is responsible for the secretariat. He writes the points and let it put on the (digital) 
scoreboard. He also informs the MR about the course of the fighting time, the Osaekomi time and injury time. 

Also, the TR can, when he prompted by the MR, gives his advice. 

c) For classes till -12jr can be deployed by trained club referees + 16jr with minimum blue belt Judo, Jujitsu or 
Newaza. 

d) For classes -15jr and older can be deployed by trained club referees + 17jr at least the brown belt Judo, Jujitsu or 

Newaza 

 

 

Article 09: Secretariat. 

 

a) The secretariat is located right on the MR at the start of the match. 

b) The secretariat is done by the table referee; this could possibly be assisted by a timekeeper. 

 

 

Article 10: Course of the match                                                                                               starting position  

 
a) The participants enter the mat with a greeting 

b) They then go on to the starting position (see illustration) 

 sitting on the left knee with the left lower legs parallel to each other 

 right leg backward square to the left lower leg, foot on the ground 

 right hand on the right knee and left wrist touch 

c) After the command "Hajime" announced, the contest begins. 

d) During the race it is allowed to be maximum 3 seconds on both feet for a 
possible transition. (Standing definition: stand or squat on two feet or on all 

fours with most of the weight on the feet)   

e) At the end of the match the MR announces the winner and the fighters will 
greet and leave the mat. 

 

 

Article 11: Application of "Hajime", "Matte", "Sonomamma" and "Yoshi". 

 

a) The MR shall announce "Hajime" to start the game or to re-start after "Matte". 

b) The MR shall announce "Matte" to stop the match temporarily in the following cases: 

 If both participants are completely outside the contest area 

 If one or both contestants is injured, sick or unwell. 

 If one of the participants cannot tap himself during a strangulation or lock. 

 Once the Osaekomi time has elapsed. 

 In any other case when the MR finds it necessary (The restoring of the Gi or consultation agreements). 

 When the match is over. 

c) "Sonomamma" is announced as the MR wants to stop the contest temporarily. This is done by tapping both 

participants simultaneously. In such cases, the participants may not move. "Sonomamma" is announced in the 

following cases: 

 To give one or both contestants a warning. 

 To give one or both contestants a penalty. 

 In any other case the MR finds it necessary. 

d) After "Sonomamma" the participants go further in exactly the same position as they were at the time the 

referee announced "Sonomamma". This occurs when the MR is touching both contestants and announces 

"Yoshi". 
 

 

 

 

 

 



 
Article 12: Points. 

 

Scores must be pointed by the mat referee. The following points can be made: 

 
1. Locks and strangulation  

 A good bet for a lock or strangulation to be fully implemented without tap-necessity is rewarded with 2 

points 

 Proper allocation to a lock or strangulation which is not fully implemented will be rewarded with 

Advantage. 
 

 

2. Sweep (Advantage)

The turning of the opponent to the back followed by controlling the body from above (at least one second) is 

called a sweep.   A Sweep is rewarded by Advantage from the following situations: 

 From the abdominal 

 from all fours 

 from knees 

 from guard 

 
 

3. Control technique 

     "Osaekomi" can only be announced if all three of the following applies: 

 The participant on the mat is under control and he lies on the back or side and cannot move freely 

 If Tori has Uke well under control and is itself free to move. 

 The legs of Tori are free. (Not braided by legs of Uke) 

 
The Osaekomi time is interrupted and stopped by "Toketa" when: 

 One of these three elements is no longer present 

 When both bodies are completely outside the contest area 

 

Sankaku Jime must be turned on with one arm between the legs crossed. 

Sankaku Jime and Juji Gatame serve as a hold as long as there is full control of Uke's upper body! 
 

 Effective control, billed as "Osaekomi" for 15 seconds. (2 points) 

 Effective control, billed as "Osaekomi" for 10 seconds. (1 point) 

 Effective control, billed as "Osaekomi" for less than 10 seconds. (Advantage) 

 

An efficient control started within the fighting time is allowed to continue until termination 
(even after expiry of the fighting time). If the control is broken before the 15 seconds the MR shall announce 

“Toketa”. 

 

4. The contest is premature won by the participant that first scores 4 points or more 
(Even if it comes from a combination of punishment and scored points) 

 

 
 

Article 13: Penalties. 

Penalties should only be given when necessary. If the MR by early interrupt can avoid the punishment, he can 
only do with a warning. 

The second time the same offense should therefore be immediately punished. 

 

1. "Passivity" will be punished by “Passive”  

One or both contestants do / do not effort to score points. 
1

st
  time Passive gives advantage for the opponent 

2
nd

 time Passive gives 2 points for the opponent 

3
rd
 time Passive gives another 2 points for the opponent. That indicates loss for passive participant (s) 

with 0 points and the winner gets the points scored. (the loser NOT loses with Hansomake) 

The classes up to -12 year is FIRST warned once before going to penalties. 

The referee will not stop the match but with a roll he indicates the passivity. Than with the good color arm he announces 

"color participant Passive" 
 

 



 
2. "Light forbidden acts" will be punished by "Chui" and the opponent gets 2 points. 

The following actions are considered "Light forbidden acts": 

1. Going deliberately or pushing outside the security zone. 

2. Perform further action after "Matte" or "Sonomamma" was announced. 
3. With straight legs around the kidneys of the opponent terminal (Do Jime). 

4. When a contestant comes unprepared to the mat and delays the game. The penalty is given before the 

participants go to starting position.  
5. When a participant more than 3 seconds on both feet. 

The referee freezes the game with “Sonomamma. Points the punished participant with the good color arm and 

announces "color participant, reason for punishment, Chui" .     After this he starts again with “Yoshi”. 
6. For the class -15 years: Going on till tap-necessity of a strangulation or arm-lock. 

The referee stops the game with “mate. Points the punished participant with the good color arm and announces "color 

participant, to hard control, Chui" .     (Control with strangulation or arm-lock gives 2 points after mate) 

When a fighter gets a 2
nd

 Chui he will lose the match by points with 0 points and the winner gets the 
points scored. (the loser NOT loses with Hansomake) 

 

 

3. "Heavy forbidden acts" will be punished by "Hansomake". The participant will lose the match 4-0 

1. Intentionally apply an act that may injure the opponent. (Also the locks and strangulations that 

intentionally are too hard)  

2. Making any lock on the neck or the spinal column. 
3. Intentionally making a leg-lock, ankle-lock, foot-lock, wrist-lock and locks on fingers or toes. 

4. Intentionally making a strangulation with bare hands and/or fingers  

5. Making unnecessary comments, insinuations and gestures to the opponent, referees, the secretariat or 
the public. 

6. Acts perform that exceed the ethics of Budosports in general. 

 
Making operations from the list "age-related forbidden activities" will be punished. 

-8 years  -10 years -12 years -15 years 

All locks 

All strangulations 

HANSOMAKE 
 

All locks 

All strangulations 

HANSOMAKE 
 

All locks 

All strangulations 

HANSOMAKE 
 

All locks 

All strangulations with 

tap-necessity 
CHUI 

 

The following actions, if possible early intervened by the referee, the first time a 

warning can stand.        The second time is automatically punishment. 

(Hansomake) 

 Without arm trapped neck wring 

 Sankaku as control 

An opponent who is on her knees give a STRAIGHT backward pull / push which 

can lock at the ankles 

Moves (left column) are 

permitted dough there is 

no direct danger for the 
opponent.  

 

 If a competitor makes a heavy forbidden act, he will be punished by "Hansomake". He loses the match with 0 points 

and the opponent gets 4 points. He is also disqualified and excluded from further participation in the tournament. He 

loses the right to podium and does not fall into the prices. 

 If both participants are punished by "Hansomake", both participants are disqualified and excluded from further 

participation in the tournament. They lose the right to podium and does not fall in the prices. 

The referee stops the match, assigns the punished participant with the correct color arm and announces "reason for 
punishment, Hansomake" Then the referee gives the opponent the winner. Participants greet and leave the Tatami. 

 

 If a participant makes unsportsmanlike behavior after a game, the referees team of the mat may decide unanimously 

to exclude that participant for the rest of the tournament. The referees will bring the head-referee their decision. Then 
the tournament responsible is obliged to announce the decision formally. The excluded participant loses therefore 

already won matches, including medals. 

 

 
 

 

 

 



 
Article 14: Result of the match and tournament. 

 

1. A participant can win a match before the end of the game time as he scores 4 points or more. Even if it comes 
through a combination of punishment and competition points. 

2. The participant with the most points at the end of the match, wins that match. 

3. When the participants at the end of the match have scored the same number of points (Hikiwake), he with the 

most advantages wins. 
4. When the match ends equal number of points in the advantages, the MR decide with advice from TR. 

 
 

The winner of the tournament will be decided in order: 

1. Those with the highest number of games won 
2. Is this equal, then the one with the most points overall scored 

3. Is this also equal, then the mutual match between the two participants decides  
4. Is it also equal, the contestant with the most overall advantages 

5. Is it also equal, the contestant with the lowest overall scored points against 

6. Is this also equal the price will be rewarded to both participants. 

 

 

Article 15: Walk-over and Withdrawal. 

 

 The decision "Fushen-Gashi" (win by walk-over) shall be given by the MR to the contestant whose opponent will 
be logged or not show up. The winner gets 4 points after the opponent 3 times was called in for at least 3 minutes. 

 The decision "Kiken-Gashi" (win by withdrawal) shall be given by the MR to the contestant whose opponent 

withdraws during the match. The retreating competitor gets 0 points and the winner gets 4 points. When retreating 

with “Kiken-Gashi”  is a withdrawal for the whole tournament. 

 

 

Article 16: Injury, illness or accident. 

 

a. In any case during the match one or both participants gets hurt / hit and the game is stopped, the MR gives a 

maximum time of 2 minutes for recovery. The total recovery time per participant per match is a maximum of 2 

minutes. 
b. The injury-time starts on command of the MS (when starting treatment). 

c. If one of the contestants cannot continue the match, the MS should take the decision win and lose, considering 

these cases. 
1. If the cause of the injury is attributed to the injured contestant, the injured contestant will lose the 

contest with 0 points and the opponent gets 4 points. 

2. If the cause of the injury is attributed to the uninjured contestant loses the non-injured contestant 
with 0 points and the injured contestant wins by 4 points. 

3. If it is not possible to attribute the injury to one of the participants wins the non-injured contestant 

with 4 points. 

d. When a contestant is unwell during the match and is unable to continue the match, he loses the match with 0 
points and the winner gets 4 points. 

e. It is the official physician (or emergency manager) to decide whether the injured contestant may continue or 

not. 
f. When a contestant loses consciousness or has a blackout, the match must be stopped and that participant 

excluded from the rest of the tournament. 

 

 

Article 17: Team Competitions. 

 

Team competitions are possible. It follows the same rules as for individual competitions. 

 

 

 

 

 

 

 



 
Article 18: Reserves in team competitions. 

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

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

c. Reserves may not replace a disqualified contestant. 

d. Reserves must be announced and weighted at the same time as the ordinary contestants. 

 

 

Article 19: Situations not described in the above lines. 

 

In any situation not covered by these rules shall be decided by the MS of the competition.  

The TR has no decision powers but can assist in this alone. 

 

 

Article 20: Validity. 

 

These rules come into force on 01-01-2016. They replace all existing rules. 
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