
 

Events and rules for the events 
• Flag Sparring: Mighty Ninjas (4 to 6), Martial Arts (7 and Up)


• Match time limit 2 Minutes


• The participants will have a belt one with 4 flags. 


• When a student pulls a flag, they get a point and the match is rest. 


• If both participants pull a flag about the same time then they both get a point.


• If it is a tie, the participants will get 2 more times to get a flag first. 


• If a flag falls off then the match is rest with no point awarded.


• To Win: The first participant that gets to 3 points. 

• Padded Weapons Sparring: Mighty Ninjas (4 to 6), Martial Arts (7 and Up)


• Match time limit 2 minutes 


• There is no stopping the clock.


• Each time a participant strikes their opponent with the padded weapon, they get a point. 
Then the match is reset.


• If both participants strike each other around the same time. They both get a point.


• This is not bet your opponent, each participant must have control over themselves and 
their weapon. 


• Striking areas allowed.


• Everywhere other then the groin, throat, ears, and face. 


• Striking the wrong area/Bad Sportsmanship 


• 1st Warning 


• 2nd Lose Point


• 3rd Disqualification (DQ)


• Side Note: If an participant is internally trying to hurt their opponent they will can 
be disqualified at any time. 


• Also if the if a spectator of a participant is getting out of hand, the same rules will 
be applied.


• To Win: The first participant that gets to 5 points.




• Forms: Martial Arts (7 and Up)


• Each participant will come up and stand in front of the judge/judges in Front Position. 
They will introduce themselves and state their rank. When the judge/judges are ready 
they will instruct the participant to start their form.


• What they get judged on:


• Confidence and Speaking ability


• Barring and Tact


• Knowledge of the form


• Execution of the techniques in the form.


• If they do make a mistake, how they deal with it.


• Participates will be scored on:


• Compilation of the form


• Proper flow


• Proper stances


• Proper punching techniques


• Proper kicking technique 


• Proper KIAIs


• Proper Uniform 


• To Win: Score the highest 

• Weapon Forms: Martial Arts (7 and Up)


• Each participant will come up and stand in front of the judge/judges in Front Position. 
They will introduce themselves and state their rank. When the judge/judges are ready 
they will instruct the participant to start their form.


• What they get judged on:


• Confidence and Speaking ability


• Barring and Tact


• Knowledge of the form


• Execution of the techniques in the form.


• If they do make a mistake, how they deal with it.


• How well they can control their weapon.


• How scoring is done


• Compilation of the form


• Proper Flow


• Proper Stances


• Proper Techniques


• Proper KIAIs


• Proper Uniform 


• To Win: Score the highest 



• Continuous Sparring: Martial Arts (7 and Up) 

• Match time limit 2 Minutes 


• There is no stopping the clock.


• The participants are only allowed to punch or kick. (Purple belts and up are allowed to 
attempt takedowns.


• If a participant falls, they have 7 seconds to defend themselves from the standing 
participant.


• If a participant is continues to run away or actively not trying to engage, their opponent 
will receive a point.


• Points will be awarded for precise strikes. Glancing strikes will not get points.


• This is not beat your opponent, each participant MUST have control over themselves 
and their strikes.


• Allowed Striking Surfaces


• Chest


• Head with control (Orange and up)


• Inner and outer thigh (Purple Belt and up)


• Off Limit Striking Surfaces


• Groin


• Throat/Neck


• Knees and below


• Back


• Striking the wrong area/Bad Sportsmanship 


• 1st Warning 


• 2nd Lose Point


• 3rd Disqualification (DQ)


• Side Note: If an participant is internally trying to hurt their opponent they will can 
be disqualified at any time. 


• Also if the if a spectator of a participant is getting out of hand, the same rules will 
be applied.


• Punching the hand or arms of an opponent doesn't count as a point, it will be considered 
a block. 

• To Win: At the end of the 2 minutes the participant with the highest points win. 


