
 
 

Article I. BASIC ISMA RULES 
 
1.01 RULE FOR THE COMPETITOR 
Each competitor must present him/herself to the referee of their area of competence, properly dressed 
whit proper uniform, equipment and physically prepared to compete. If he/she is not prepared to 
compete as judged by the central referee, the competitor may be penalized for time delay. 
 
1.02 RESPONSIBILITIES OF THE COMPETITORS 
It is the competitor's responsibility to know the rules and be ready for the competition when asked to do 
so. He / she must be dressed appropriately, with your weight ready and in the appropriate area when the 
competition begins. Three calls will be made to start the competition in the ring or area. If the competitor 
is not in his starting place ready to compete when the competition begins, he / she will not be able to 
compete (see time delay rule). If a competitor leaves the ring after the competition begins and is not 
present when his name is requested to compete, his name will be called ringside three times. If he / she 
is not yet present to compete, he/she will be disqualified (see time delay rule). 
 
1.03 LEGAL AGE RULE 
All competitors have the option to compete in the same division throughout the year for classification 
purposes, by establishing a legal age of competition for the year. Age that a competitor has on January 1 
of the current competition year is his legal age of competition for that year. The competitor can compete 
all year at that age so they can win qualification points in an age division throughout the year. A 
competitor always you can compete in your chronological age if you wish. All adult competitors of Black 
Belt 30+ have the option of competing in any adult division age. (Example: any competitor of 30+, 40+, 
50+ and 60+ years old can compete in any adult Black Belt division younger). An adult competitor may 
choose to compete for age but can only compete in 1 age group for Sparring, 1 age group for Weapons, 1 
age group for Forms, and 1 age group for Team Sparring. If the competitor chooses to compete in more 
of 1 age group / separate ages for Sparring, Forms or Weapons, must be aware that divisions cannot be 
stopped so that the competitor moves from an age group to another. They will be subject to 
disqualification if they cannot make their divisions on time. They should always check the tournament 
schedule before committing to compete in more than one age group. For no reason a Beginner, 
Intermediate competitor, Advanced, Amateur may compete at a younger age than the one he has 
according to the rule before exposed. Black Belt Jr. Under 18 can only compete in the adult division with 
the written authorization of the parent or guardian as if that of his coach. 
 
1.04 AGE RULE TEST 
All competitors must have an age proof document. If there is a reason legitimate to question the age of a 
competitor, he / she must present proof of Age (valid ISMA credential, birth certificate, passport, driver's 
license or other acceptable documents) to prove your age. 
 
1.05 RANGES / Beginner, Intermediate, Advanced, Amateur and Professional Black Belt.  
A competitor must compete at the highest belt level he has won in the arts Martial A competitor can never 
compete in a division from which he has not won Legally that rank. Once a competitor legally competes 
as a black belt, he / she must always compete as a black belt. A competitor can never compete in a lower 
belt division than the belt level he has earned in Martial Arts. 
 
 
 



 
 
1.06 LATE ENTRY TO DIVISION. 
If a competitor is late (the division is ready to start, but the first competitor is not has started), the 
competitor who enters late must compete first, including the bays. Once a division has begun (the first 
competitor has started his form / weapon routine or the first divisional combat has begun), competitors 
cannot add to that division that starts ON TIME established in the schedule! The only exception to this 
rule is the "fairness Rule" by end of this summary of rules. Definition of late entry: a competitor arrives in 
the ring after the last call for the division was made, the bays are selected, deck, the order of competition 
has been determined and the first competitor has not started. 
 
1.07 WHEN THERE ARE MORE THAN ONE REGULATION IN THE SAME EVENT  
ISMA has guidelines for promoters to continue for safety reasons in Sport Karate attached to the 
regulation so it is mandatory to use in categories of forms and combat. Some promoters will publish the 
rules to be used in the competition of certain category for example MMA, professional kickboxing, 
Brazilian Jiu Jitsu etc. This is not regulated. by ISMA. We constantly review these divisions to be fair and 
competitive. Always contact the tournament promoter if you have any questions or do not understand 
any section about the Beginner, Intermediate, Advanced, Amateur and Professional Black Belt regulations. 
 
1.08 WEIGHING 
It is mandatory to weighing before competition for all adult competitors who are in categories divided by 
weight. Only official weig-in is required. All the competitors must compete in their weight division. A 
competitor cannot compete in the divisions that are below or above its official weight, nor in another 
weight division for which he has not done the right weig-in. Is tournament staff responsibility weigh and 
properly record the weight of the competition. If a competitor is discovered falsifying his/her weight, 
he/she will be disqualified. If a competitor does not weigh, before his division is called to start the 
competition, he / she is subject to the Time Delay Penalty (see Rule of Time delay penalty). It is the 
competitor's responsibility to weigh himself officially before his division.  
 
1.09 RING REQUIREMENTS  
For black belt adult the size of the combats and forms areas should be approximately at least 6 X 6 meters. 
a) Start lines must be marked approximately six feet away in the middle of the area.  
b) In addition, each area must be published with a number visible to competitors, officers and medical 
personnel. 
c) All areas of juveniles and under black belt can have a minimum of 5 X 5 meters.  
 
1.10 FAIRLES RULE 
If a question arises that is not completely covered by this rule book, the referee of official rules 
(ARBITRATOR) may, at its discretion, cancel, modify or change a rule outlined if you consider that 
enforcing that rule would result in an unfair result inherent in a competitor. However, the rules arbitrator 
must cancel, modify or change a rule outlined only in extreme cases. 
 
1.11 DIVISIONAL, TOURNAMENT AND ORGANIZATION DISQUALIFICATION 
These disqualifications go from being less severe to being more severe. The severity of the violation is the 
basis of the disqualification that is justified. The disqualification decision is voted by the ISMA Board of 
Directors. The decision is made according to the rules and demonstrating good sportsmanship at all times 
 
 
 
 



 
 

Article II SPORT KARATE COMBAT TEAM AND UNIFORMS 
 
2.01 UNIFORM 
All competitors must wear a complete uniform (top and bottom) of karate Traditional or professional 
sports (Kung Fu, Tae Kwon Do, Jiu Jitsu etc.) in good condition. The belt of appropriate color or band must 
be worn in competition.  
 
a) Sparring: All uniforms Sparring must have sleeves that reach at least halfway through the biceps. Are 
not allowed t-shirts, sweatshirts, sleeveless shirts or shoes not approved in the divisions of combat.  
 
b) Forms and weapons: t-shirts, tank tops and sweatshirts are allowed on forms if they are part of the 
competitor's official school uniform. The uniforms in the divisions of forms and weapons have more 
freedoms because a routine of forms is not a one-to-one competition where the uniform could cause a 
disadvantage or decisive advantage for a competitor. The removal of the upper part of the uniform if the 
elimination is considered relevant for the artistic expression or security of the competitor. Shoes can be 
worn in competition forms if they do not damage or mark the competition floor. It is mandatory in Black 
Belt Professionals to wear the traditional uniform according to the technique or style in traditional ways.  
 
2.02 SECURITY EQUIPMENT REQUIRED AND RECOMMENDED 
It is mandatory the use of helmets is; hand and foot protectors, mouthpiece, cups groin (only for male 
competitors is mandatory for female competitors is optional), elbow shields and face shields better known 
as face shields or helmet grilles (for all competitors 17 years old or younger) are required for all 
competitors in the sparring divisions. The competitor’s equipment will be checked and if it is deemed 
unsafe or does not fit properly, he/she will be asked to change the equipment before he/she can compete. 
Insufficiently padded gloves, foot, chest and head hear will not be allowed. Equipment must be in a good 
state of repair and must be free of heavy taping, tears or any other repairs that may cause injury. If a 
competitor is missing required equipment or the equipment does not meet ISMA requirements, as it is 
deemed unsafe, prior to their division being called for competition, he/she is subject to the Delay of Time 
Penalty and may be disqualified, it is the responsibility of the competitors to have the proper equipment. 
The tournament’s official rules arbitrator ultimately determines the approval or denial of the equipment. 
Shin pads, elbow pads and rib/chest guards are highly recommended for additional safety to all sparring 
competitors in all divisions. 
 
a) Hand Pads: A soft padded surface must cover the fingers, wrist and any striking surface of the hand. 
b) Foot Pads: A soft padded surface must cover the instep, sides, toes, ankle and back of the heel of the 
foot. The bottom of the foot does not have to be padded. (Note – ISMA has approved the use of “Ringstar” 
or Ringstar Equivalent sparring shoes in all sparring divisions, with the same stipulations placed on other 
approved sparring gear.) 
c) Head Gear: The front, sides and back of the head must be covered by a soft padded surface. In addition 
to the head gear, a face shield is required for all competitors 17 yrs. and under. 
d) Chest Guard: All 17 and younger competitors must wear an approved chest protector in sparring. The 
chest guard must sufficiently cover the abdomen and upper chest such that the sternum is completely 
protected. Rib guards that cover only the abdomen area are not approved chest guards.  
e) Mouthpiece: A properly fitted mouthpiece is required. 



 
Article III. OFICIALES 
 
3.01 OFFICIAL RESPONSIBILITIES JUDGES AND STAFF  
Each area must have a center official, two to four judges and a timekeeper / scorer. 
a) The judges call points and inflict infractions as they see them. They also vote for disqualifications the 
Center Officer also calls for infractions of points and rules, but you also have full control of the ring and 
ring staff. 
b) The Center Officer makes all final decisions on the penalty points and the warnings (except 
disqualifications), but you can consult the judges before taking your decisions 
c) The vote of the majority of the judges and the arbitrator determines a scoring point and / or the 
disqualification of a competitor. 
 
3.02 CENTRAL REFEREE (OFFICIAL CENTER) 
The Center Officer is selected based on his/her experience and knowledge of the rules, and is thoroughly 
versed the rules and order of competition. He / she promotes the safety of competitors, enforces the 
rules and guarantees fair play. To this end, the Officer of Center: 
a) start and stop the fight; 
b) award points; 
c) make penalty decisions; 
d) administers the voting of the other judges; 
e) communicates clearly with the scorer and the timekeeper; and 
f) announces the winner of each match. 
 
3.03 RESPONSIBILITIES ADDED TO THE CENTER OFFICIAL: 
The Center Officer is also responsible for the following: 
a) The combat begins and ends only with its command (not the timekeeper's command); 
b) Has a final decision on any dispute over score; 
c) Has the power to issue warnings and grant penalty points without a decision majority: 
d) You can cancel a majority call only to issue a warning or a point of penalty: 
e) Automatically has the power to disqualify a competitor who receives (3) points of penalty; Y 
f) It has the power to issue wait times. A competitor can request a time of wait, but it is the determination 
of the center official to issue one. 
NOTE – The disqualification of a competitor, where disqualification is not automatic, is determined 
only by the majority vote of the judges. 
 
3.04 NUMBER OF OFFICIALS 
2 or 4 ISMA judges and an ISMA center officer are recommended in all weapons, combat forms and 
divisions (4 or 6 judges and a center officer are allowed in weapons and form large championships). If only 
two judges and one center officer are used in the weapon and divisions are formed, the Maximum 
Deviation Rule (See Article VII) will be used in all divisions of weapon and form. 
 
3.05 REMOVAL OF OFFICIALS 
If a competitor feels that an officer must be removed from a division of form or weapon by a good reason, 
he / she must file a protest before the division begins. If a competitor feels that an officer must be 
removed from a combat division, he / she may file a protest at any time. It is entirely up to the official of  
the center and the referee of rules determine if an official should be eliminated. The Referee of Rules or 
arbitrator will make the final determination if there is a "Good Reason" to remove the judge. 



 
3.06 PROTEST 
A competitor has the right to protest against a violation of the rules or if a possible error (not a decision). 
a) If a competitor wishes to protest, he must first let the referee know that he believes he has there was 
a violation of the rules or that a mistake was made. 
b) The referee will summon the referee to the ring (if the referee cannot adequately resolve the protest 
to player satisfaction) to make a decision. 
c) All protests must be done in an orderly, appropriate and sporting manner. 
d) All protests must be made immediately. 
e) Protests are not allowed once the competition has resumed (after the protest in fact). 
f) A competitor can be penalized or even disqualified if he is protesting improperly or without just cause. 
g) It will be grounds for expulsion and may not compete in any ISMA Ranking tournament all competitor, 
coach or person related to the competitor who aggregates or verbally insults or physically to a Judge, 
Officer or Staff.  
 
3.07 CALL TO THE ATION OF THE PERCEPTION OF THE JUDGE  
When the arbitrator believes that there has been a significant exchange of techniques, or when a Judge 
points him around a corner, he / she must pronounce the word "STOP!" Aloud. He The referee will wait 
until the competitor returns to his initial marks and will address the Judges saying "SCORE JUDGES". All 
judges and the central referee cast their votes simultaneously and assertively as follows. 
a) The judge sees a point: he must hold both colors or hold an arm, if they are not used colors. At the 
same time, he / she shouts the word "SCORE!" Loud and clear so that the Referee know you have a call. 
b) Punctual call: when the referee signals it (the referee says that the competitor scores the point. If a 
competitor gets a two-point kick, officials must hold or point with two fingers (index and middle). the 
point is being called, the "Judge Call" in loud and clear) a judge raises the appropriate color (usually red 
or white) if used colors or points to judge should point with a single finger (index). 
c) No score: a referee crosses his wrist at waist level or maintains both colors down to indicate that you 
think a point was not scored. 
d) He did not see if a point was scored: the referees put their hands in their eyes to indicate that no He 
could see if a point was scored or not. Indicates that the officer was not in a position to see if I scored a 
point. (When using this signal, it has the same effect as saying "no point", but Tell the referee, competitors 
and fans the reason why you are not calling point). 
e) Crash - Officers make a move as if they hit both fists, indicating that both competitors scored at the 
same time; we remember that there is no point in this case. 
f) Penalty: the judge agitates the color of the offending competitor in a circular motion. If not colors are 
used, the judge waves his hand and arm in a circular motion while pointing to the infringing competitor. 
g) Disqualification: a disqualification vote is taken separately from any other vote. When a disqualification 
vote is requested, the center official will say: “SCORE JUDGES.” The judges will keep the color or point to 
the competitor that will be disqualified. If the judge does not feel that the competitor must be disqualified, 
he / she crosses his wrist or keeps both colors at waist level. 
 
3.08 AFTERNOON JUDGMENT  
All officials must make their calls at the same time. Yes, in the opinion of center official, corner judges 
intentionally make a late call, the center official may disqualify the call and / or the judge (noise does not 
allow judges listen to the referee and the honest mistake of raising the wrong color or pointing to a wrong 
competitor must be taken into account so as not to disqualify the call or the judge). 



 
 

Article IV SCORE RULES – SPARRING 
 
4.01 COMPETITION ORDER 
Once the final call for the combat division is made on the ringside and they have seed removed (See 
Planting Rules), the division is ready to be configured. The competition cards must be collected and 
counted (if the cards of the competition are not used competition, tell competitors) to see if byes are 
needed. If byes are needed, will be chosen at random (the seeds may have priority for the byes - See Rules 
of sowing). 
a) Competitors cannot choose who they want or do not want to fight. 
b) Matches should always be selected randomly, but can be grant certain assignments to competitors of 
the same school or team that are matched in the first round of the competition. They can be randomly 
separated from each other in the first round if possible. 
c) In youth divisions Black Belt 10 and above, competitors, boys and girls they must be aligned by height 
(from smallest to tallest) and divided into high divisions and short. 
d) The promoters may choose to divide or not divide the Boys and / or Girls into divisions short and tall. 
e) The determination of high and short divisions is for security reasons, not just for divide the division into 
equal parts. 
f) A true break in size must be found to determine the competitors highest of the shortest competitors. 
g) Once the tall and short divisions are determined by height, determine who fight who by random draw. 
h) Competitors who are from the same school or team that have been considered faced in the first round. 
i) The winner of the small and tall divisions will compete in a single 2-minute round to determine the 
general champion for that age group and gender. 
 
4.02 DURATION OF THE COMBAT  
The duration of a match will be a minute and a half or seven points to which I came first; by the end of 
two minutes of runtime all points unless a competitor is seven points ahead (seven point extension rule) 
before time expires. 
a) If a match is tied at the end of two minutes, a sudden victory (firstperson to score a point) will determine 
the match in overtime. 
b) At the 1 minute 45 seconds mark of a match, the timekeeper will shout "FIFTEEN SECONDS". 
c) All Divisional Grand Championship bouts are 1 round of two minutes, but a competitor must win by 2 
points. 
d) In general, the Grand Championship matches are two rounds of two minutes. 
 
4.03 CONTACT TECHNIQUE  
A point is a sport karate technique that is scored by a competitor inside and outside off the court (not 
considered below) without being called time hitting a competitor with the permissible amount of touch 
contact focused and control focused on a target legal area. 
a) Focused touch contact: the legal amount of contact allowed to certain areas of punctuation. 
b) Focused control: a controlled amount of force that would have incapacitated the opponent, at least 
momentarily, if the technique had not been controlled. Therefore, only Karate sports techniques that 
would have incapacitated the opponent, at least momentarily, if the technique had not been controlled, 
they are considered points. (Ex. One front hand to the body that does not have "focused control" is not 
considered an appropriate technique of sports karate score). 
 
4.04 GENERAL RULES 
a) All normal ISMA contact point call rules will apply  



 
b) Out of bounds, falling or running excessively (as determined by the principal officer) around the ring 
will be considered an attempt to avoid competition and the other competitor you will be awarded a point. 
c) A competitor is considered out of bounds when both feet are outside the area of combat (mat). If the 
competitor is out of bounds without being expelled or expelled physically out of bounds, your opponent 
will receive 1 point. (See also Section 4.18) 
d) If one competitor goes out of bounds while the other competitor kicks or hits, near the competitor 
WITHOUT really touching the competitor, the competitor shall be deemed to leave the combat area to 
avoid competition and the other competitor will receive a point. A fighter must remain engaged in the 
match if he goes to the limit not to be penalized. 
e) If the competitor out of bounds is scored, with a legal technique, before the center call STOP, then the 
competitor within limits can receive a score for the technique and the penalty point of the other 
competitor out of bounds to avoid fighting. 
f) If a fighter touches the ground / mat with, with any part of his body, except his feet or 1 hand, are 
considered fall. 
g) A descending competitor cannot score a point and a downed competitor cannot annotate. If a vertical 
competitor knocks a competition down, it can be penalized. 
h) A competitor who abandons his feet while within limits must land with the minus one foot within limits 
to score a point. 
 
4.05 POINT VALUES AND WINNER DETERMINATION 
a) All legal hand techniques that score will receive one (1) point. 
b) All legal kicking techniques that score will receive two (2) points. 
c) All rotating head jump kicks will receive (3) points. 
d) All penalty points will be awarded one (1) point. 
e) The competitor who advances by 7 points (7 point dispersion rule) before the end of the two-minute 
period the winner is declared automatically or the one who is ahead of the the end of the two minutes is 
declared the winner. 
f) All Divisional Fights of Grand Championships have a runtime of two minutes with a Rule of 10 Points, 
but must be won by 2 points. 
g) All the Fights of the Great Black Ribbon Championship and the Grand Championship in general, 
competitors must win by two points. 
 
4.06 MOST VOTES 
Points are awarded by majority vote of all judges. Most judges do not they have to agree that the same 
technique is qualified, only one point was scored. Most judges who call the point must call a two (2) point 
kick before two points can be awarded. Otherwise, only one point is awarded. 
 
4.07 LEGAL, ILLEGAL AND NON-OBJECTIVE AREAS 
a) Legal target areas: whole head and face, ribs, thorax, abdomen, clavicle and kidneys 
b) Illegal target areas: spine, back of neck, throat, sides of the neck, groin, legs, knees and back. 
c) Non-objective areas: hips, shoulders, buttocks, arms and feet. 
 
4.08 LEGAL AND ILLEGAL TECHNIQUES 
a) LEGAL TECHNIQUES are all controlled sports karate techniques, except those that are listed as illegal. 
b) ILLEGAL TECHNIQUES: headers, hair pulling, bites, scratches, elbows, knees, eye attacks of any kind, 
takedowns on a hard surface floor, ground fights in a hard surface, stomping or kicking the head of a 
downed competitor, slaps,grab for more than a second, uncontrolled blind techniques, any pitch, 



 
 
knockdown or uncontrolled sweeping and any other dangerous uncontrolled techniques that consider 
insecure in sports karate. 
 
4.09 COMPETITOR'S GRIP TO POINT  
A competitor can grab the top of his opponent's uniform in an attempt to score with a sports karate 
technique for only one second (immediately), after which should release the uniform. Similarly, uniform 
pants can be grab a vertical opponent for a second in an attempt to score. 
 
4.10 LEGAL SWEEPING AND TAKEDOWNS 
The sweeps are not intended to take down an opponent, but only to obstruct the balance to continue 
with a sport karate technique and can only be executed on the back from the front leg in the middle of 
the calf or below. 
a) A sweep should be considered an adequate sweep and not a kick, to be legal. 
b) Takedowns and controlled sweeps that are intended to take down an opponent not are allowed. 
c) A point is awarded only when the legal sweep or demolition is carried out legally and immediately 
effectively with an appropriate sports karate technique. 
 
4.11 TECHNICAL FOCUS  
Technique approach means that there is no penetration or visible movement of the competitor due to 
the contact. A light touch is required in all legal target areas in all black belt combat divisions. The face 
shield of a helmet along with the harness is a legal objective area. 
 
4.12 THE MODERATE CONTACT 
The moderate touch contact is defined as a slight penetration or a slight movement of the objective. A 
moderate touch contact can be made with all legal target areas, except the helmet, face shield and face. 
 
4.13 WARNINGS AND PENALTIES 
a) NO warnings are issued in ISMA Black Belt combat. The penalty points are issued immediately for 
breaking the rules. 
 
b) A penalty point will be a problem if a competitor, as determined by the official from the center:  
i. It goes beyond the limits to avoid competition;  
ii. It falls to avoid the competition;  
iii. Run around the ring to avoid competition;  
iv. Stagnation and / or not try to involve the other competitor; 
v. excessive contact, as judged by the official from the center; saw. Pushing a competitor out of bounds, 
as determined by the official center;  
vii. A coach gets up or leaves the coach's chair during the game;  
viii. A competitor arrives in the ring without the right equipment; 
ix. A game of sparring is ready to start and the competitor is delaying his entry to the ring; 
X. The competitor of Form / Weapons delay in entering the ring xi. The competitor refuses to leave the 
combat area immediate and an additional penalty point may be issued;  
xii. Last strokes after the call to stop;  
(xiii) Retaliatory blow of a competitor;  
(xiv) The team of the competition is incorrectly installed or properly insured and continues to fall or 
requires adjustments; or  
(xv) A competitor deliberately removes his team. 
 



 
c) Once a competitor receives 3 penalty points, he is disqualified. Whether imposes a penalty on one or 
both competitors, the penalty point (s) must be issued to the competitor (s). This ensures that penalties 
are counted. To determine an automatic disqualification. For example; both competitors continue starting 
after STOP is called. The Center Officer asks for a penalty to both competitors, a penalty of one point must 
be issued to both competitors. 
 
4.14 PENALTY TIME DELAY 
To a lesser degree, one (1) warning may be issued to the competitor. A point of penalty for every minute 
that the competitor is not prepared to compete. With 3 penalty points, the offending competitor will be 
disqualified. At the discretion of the officer of center, a penalty point may be issued immediately, if the 
center officer believes that the competitor is delaying without a valid reason (equipment as an example). 
 
4.15 OTHER PENALTY RULES: 
A competitor cannot be penalized and still receive a point in the same call. A competitor can receive a 
point for a proper technique and another point of a call of penalty against your competitor. Yes, in the 
opinion of the arbitrator and / or medical staff, a competitor cannot continue due to an injury caused by 
an illegally sanctioned attack executed by its competitor, the offending competitor will be automatically 
disqualified. He Injured competitor cannot continue to compete. 
 
4.16 OTHER CAUSES FOR PENALTY 
Attack illegal and non-target areas, use illegal techniques, run out of the ring to avoid fights, fall to the 
ground to avoid fights, continue after receiving orders to stop, excessive stagnation, blind, negligent or 
reckless attacks, uncontrolled techniques, show The unsportsmanlike behavior of the competitor, his 
coaches, friends, etc., the excessive contact and time delay are just some examples of possible penalty. 
(See the new Limiting Contact between Officers and Competitors for other possible penalties). 
 
4.17 DISQUALIFICATION 
Requires a majority vote of all officers, unless it is a disqualification automatic 
a) Non-competition penalty: if, in the opinion of most arbitrators, one is considered or both competitors 
are not making an obvious attempt to compete in the combat of combat with the true spirit of 
competition, one or both competitors will be warned and if you continue, you will be disqualified.  
b) Incorrect division: if a competitor competes in a division that does not qualify to compete due to your 
age, weight, rank, gender, style, etc., you will be disqualified. 
 
4.18 OUT OF LIMITS  
A competitor is out of bounds as soon as he doesn't have at least one foot touching inside or on the 
borderline. A competitor out of bounds cannot score a point outside limits. In the limit competitor, you 
can score in a competitor out of bounds if the central referee has not called high. 
 
4.19 COACHING 
The luxury of having a coach is something that most competitors don't have access. Therefore, it can 
sometimes become an unfair advantage over a competitor he doesn't have a coach. The rules are made 
and enforced so that no competitor has an advantage or disadvantage over another competitor. 
Therefore, the training, but only under the following guidelines: 
a) A Coach is defined as anyone who is trying to help a competitor of anyway. A coach may be, but not 
limited to a friend, father, partner of official team or coach. 
b) Never, at any time, can a coach enter the ring without the referee's permission; 
c) No abusive, violent, unsportsmanlike or excessively enthusiastic training; 



 
d) Coaches cannot ask for a waiting time unless they are protesting a violation of the rules (only the 
competitor can request a break time). Be will provide a flag or other tool, on the coach's chair, to throw 
into the ring to ask for a trial or protest. However, if the center official has ruled that the a judge's call was 
late and, therefore, was not considered, the arbitration cannot be requested. 
e) Coaches can never, at any time, interfere with the operation correct ring or the decisions of the judges. 
The center officer may issue a point of penalty to a competitor for each time his coach interferes with a 
match or interrupts fair play among contestants. An arbitrator may request disqualification of a contest, 
but requires the majority vote of all judges. 
f) If a coach chair is provided, the coach must remain in the chair for the match. A coach's player may be 
penalized during a match if he leaves the chair without the permission of the chief judge. The chief judge 
determines the severity of the basis of penalty in coach's behavior. 
 
4.20 INJURED COMPETITOR 
(a) The doctor has the final determination that a competitor CANNOT continue, WITHOUT NO exception.  
(b) If a competitor is injured not due to a penalty, they are allowed 4 minutes To determine if they can 
continue, time begins immediately. Time can extend two additional minutes, once the doctor reaches the 
competitor. Is the responsibility of the center official to contact the doctor and determine if he is will allow 
additional time. The center officer must inform the marker that is kept up to date with the delay. A doctor 
can always request an extension time to determine correctly if the competitor can continue. The 
maximum time that is You can assign to determine if a competitor can continue is 8 minutes. If he doctor 
requests an extended period of time due to an injury and is allowed officially, it is recommended, if 
possible, to move on to the next combat while the Injured competitor is recovering. The timekeeper must 
record the score and the remaining time to restart the game correctly.  
(c) If it is determined that the injured competitor cannot continue due to a penalty determined by the 
central referee and the judges, the uninjured competitor is disqualified.  
(d) If the competitor cannot continue due to a penalty, the injured competitor you will receive 7 points as 
a result of disqualification. The competitor who committed the violation will get 0 points.  
(e) If a competitor cannot continue due to an injury where there is no penalty, the uninjured competitor 
will receive a margin of 7 points.  
(f) If something happens in any ISMA sparring competition that cannot to be answered by the established 
rules, the "ISMA Equity Rule" will enter game. As an example: the failure of a tournament doctor to arrive 
before the expiration of the 4 minute rule. 
 
4.21 EXCESSIVE INJURY 
In a third timeout request for injury, the competitor may NOT continue. He referee and the judges will 
follow the normal protocol to see if the injury was the result of a Illegal technique  
 
4.22 WAITING TIME  
A request to stop time can only be requested by the competitor in the ring. A Coach can NOT request the 
waiting time and can be penalized if he or she: - Leave the coach's chair - Enter the area; or - Use bad 
words The official center, at its discretion, may allow the waiting time or choose to ignore the request. Be 
will provide a flag or other tool, on the coach's chair, to throw into the ring to ask for a trial or protest. 
However, if the center official has ruled that the a judge's call was late and, therefore, was not considered, 
the arbitration cannot be requested. 
 
4.23 YOUTH OPEN WEIGHT DIVISIONS 
(a) Only offered to young Black Belts competitors;  
(b) Boys and girls will be separated;  



  
(c) The division will not be separated into small and high;  
(d) Divisions offered are: minors, 12 to 14 and 15 to 17;  
(e) Requires standard youth equipment, contact levels and planting; Y 
(f) The order of the competitors will be selected at random; however, it will be taken into account to 
competitors of the same team or the same physical school. 
 

Article V. SCORE RULES - FORMS AND WEAPONS 
 
5.01 MAXIMUM DEVIATION RULE 
(See also Article VII) Since high and low scores are not eliminated when used three officials in forms and 
weapons, the Maximum Deviation Rule (See Article VII) limits the impact of a single judge's score to 
control the result of the high or low score placement. The judge's score that lies between the scores of 
the other two judges (average score) is considered the average score. Once that score has been 
determined, the other two judges cannot be higher or lower than 0.02 points of that score means, 
medium. If your score is higher or lower than .02, you should adjust your score up or down according to 
that maximum deviation of .02. See the Maximum Deviation Rule (See Article VII) for more details. 
 
5.02 TIME DELAY PENALTY 
A .01 point, per judge, will be deducted from the final score of the offending competitor every minute 
that the competitor is not ready to compete. If a competitor is not yet ready to compete after 3 minutes, 
you will be disqualified. 
 
5.03 TIME LIMIT 
Time starts with the competitor's first step, in the ring. The competitors have used two initial launch 
points;  1) the corner of the area; or 2) just outside the corner. In any case, once a competitor takes his 
first step, time will begin. If a competitor delays its start, the following will occur: 
a) The Central Referee shall issue a First Verbal Warning to the Competitor stating: "PLEASE START YOUR 
ACTION." 
b) If the Competitor does not comply with the First Verbal Warning of the Center Officer, the center Officer 
will give you a Second Verbal Warning that says: "SECOND WARNING, PLEASE START YOUR ACTION. "A 
Second Verbal Warning may result in a deduction of .01, per judge 
c) All Arbitrators must reach a unanimous decision that the fact that the competitor has not entered the 
Competition area has unreasonably delayed his performance before a penalty is imposed. Each divisional 
form or weapon routine It must be three (3) minutes or less. Four (4) minutes are allowed for each routine 
of shape or weapon at the end of the night. Each team forms and / or demonstration routine as a time 
limit of four (4) minutes. Any competitor, team form or Demo equipment that exceeds the allowed time 
limit is automatically disqualified. In the mark of the 2 minutes and 45 seconds (3 minutes and 45 seconds 
for the great, Demos, Team Forms and Team Weapons) of a competitor, the timekeeper will shout 
"FIFTEEN SECONDS". 
 
5.04 COMPETITION ORDER 
Once the final call for form and weapon divisions has been made on the side from the ring and the 
divisional seeds have been removed (see sowing rules), cards of the competition will be collected and 
mixed thoroughly. The competitor's cards are they will draw randomly for the order of the competition. 
According to the Classification Rule Relatively, the judges will observe all the competitors before giving 
their scores late. This rule allows judges to adjust their scores if they feel that others competitors that 
come later are better or worse than competitors who arrived first (see the Relative Classification Rule 



 
Sheet). If a competitor is late (the division is ready to start, but the first competitor has not started), late 
entry must compete first, including seeds; See Section 1.06 - Late Entry. 
 
5.05 SCORE OF WEAPONS AND WEAPONS RANGES 
The rank of the score should always be discussed by the central referee and the judges before 
Start the division. 
a) TIES: If there is a tie for 1st thru 4th place, the majority of the judge’s scores determine the winner. If 
there is not a majority of judges for one competitor and one judge or more gave the same score for the 
tied competitor, the judge that gave the same scores must be asked to make a decision and break the tie. 
b) All judges must make scoring decisions giving different scores to the competitors. 
c) Ties for fifth to eighth place never break. They will remain tied and all they will receive points and prizes. 
If there is a tie and there is no decision of the majority judge and no judge gave the same score to any 
competitor, the competitors tied they will compete again and sign up again. 
 
5.06 PENALTY IN WEAPONS  
If a competitor drops his weapon during eliminations, he will not be scored and will be disqualified. The 
competitor is encouraged to finish his form (in smaller grades), but they are not It demands that they 
continue. If a competitor drops their weapons during the final, they are not disqualified unless they fall 
twice or do not finish their weapon form. (See Section 8.07 for the complete rules of fallen weapons). If a 
competitor drops his weapon and leaves of the limits or hit someone, will be disqualified and will not 
receive any score. 
 
5.07 ALTER A GUN 
It is the intention, of this rule, to enforce the use of any weapon in its original design, functionally and 
capabilities. Alternate the weapon (s) in any matter, including, but not limited to the use of magnetic 
weapons, it will be awarded as altering the weapon and the scores of the competitor may be minors. 
 
5.08 WEAPONS / PENALTY FORMS 
A weapon (s) or any part of a weapon must not exceed the area limit, including a line imaginary that goes 
vertically from the floor line of the boundary up. In addition, a competitor (weapons and forms 
competitors) must not exceed the imaginary line. If the judges see that a weapon / competitor exceeds 
the imaginary barrier, the competitor's score may be degraded or the competitor may be disqualified with 
most judges agreeing to disqualification The intention of this rule is the safety of competitors, spectators 
and judges; Also, known as a group. It is not intended to be applied unilaterally; rather in situations where 
exceeding the imaginary limit could represent a risk for any of the group. For example, the weapon / 
competitor exceeds the limit: - The weapon / competitor goes between or on the body or head of the 
group; or - The weapons / competitor beat anyone, in the group, who is out of the ring. Penalty - Hit / 
hitting anyone within the group - disqualification - All other penalties - .05 deduction for each judge. 
 
5.09 START A FORM AGAIN  
If a competitor starts his form due to a memory span or any other reason due to his or her own negligence, 
he / she can make the form again in degrees less than Black tape. 
a) The referees will mark as if there was no error, but the central referee will instruct the Judges to subtract 
.05 points from the competitor's final score. 
b) The three minutes time limit will begin again. 
c) A competitor can only start more than once to score. 
d) If a competitor has to start over, not due to negligence, it will not be penalized from the beginning. 



 
e) All Black Ribbons of all ages to make mistakes in the form and remain static not knowing that it remains 
severe to greet and retire without waiting for qualification automatically no you can start over.  
 
5.10 QUALIFICATION METHOD USED BY THE JUDGE FOR FORMS  
The process of breaking ties follows the same order, regardless of the number of Judges used for division 
or type of division. The methodology always follows this Order:  
1) Majority of the judges: this is the majority of the total number of judges in the division; no based on 
score, but on who the judge placed highest (most links can be break using this rule)  
2) Total score: it is the sum of the dropped scores when using five or seven judges and add the total score 
(not applicable to divisions with only 3 judges)  
3) Resume tied competitors - repetition would only include tied competitors that remain tied after 
applying rules one and two the following information will provide additional details and examples, in 
addition to explaining how automated / systems electronic scoring are used. Calculation of scores Judges 
must score all divisions using the ISMA scoring system, even if there are only 2 competitors or teams. The 
"pointing technique" no longer eliminates possible confusion on which competitor or team select one or 
more judges. Divisions with five or seven Judges: in the qualification of competitors with five or seven 
judges, high and low scores they are removed before adding the remaining scores. For example; a 
competitor received a 9.97, 9.99, 9.97, 9.98 and 9.99. One of the 9.97 and one of the 9.99 will be discarded 
(not counted) and the competition score will be 29.94 (or 24 totaling only the last digit). This is done for 
that all competitors determine the final placement. The maximum deviation rule does not It is used with 
5 or 7 judges. Divisions with three judges: the scores of the three judges are added to reach the 
competitor's total score. However, the Maximum Deviation Rule (See Article VII) is applied so that 
peripheral scores are limited. The Deviation Rule Maximum (See Article VII) requires that the scores be 
within .02 of the average score and It is only used with panels of 3 judges. This is done so that all 
competitors Determine the final placement. Results tied If there is a tie with 2 or more competitors, the 
methodology indicated above will be applied. The number of judges in the quadrilateral will determine 
how the tiebreaker methodology will be used. The calculation will change depending on the number of 
judges, but in all cases the methodology of tie-off to determine the winner. When a computer system is 
used, the methodology will be automatic. Once the methods for breaking the links, below will detail the 
necessary steps for each level, deletions, runoff and general grands. 
 The methods are: - Most judges. This is always the first method to be done to break a tie. In this process, 
the score of each judge to determine the number of judges who awarded the highest score to Each linked 
competitor. For example: o Judge 1 gave competitor A 9.99 and competitor B 9.98 - competitor A got 1 
point or Judge 2 gave competitor A 9.99 and competitor B 9.98 - competitor A got 1 point or Judge 3 gave 
competitor A 9.97 and competitor B 9.99 - competitor B gets 1 point The overall score is tied, but 
competitor A wins in two of the three judges' scores and therefore has 2 points to 1 point for competitor 
B; he competitor A gets the victory. - The judge determines the winner. This occurs when the system 
electronic / automated is NOT used and there is a tie when a judge awards the same score to tied 
competitors. The judge who gave the same score must select a winner. If the judge had to manually adjust 
his score due to the Deviation Rule Maximum (See Article VII), then the judge must select the winner 
based on the score not tight. If the judge gave the same score to the two tied competitors, not as result 
of the Maximum Deviation Rule (See Article VII), then he or she must select the winner.  
For example: o Judge 1 gave competitor A 9.99 and competitor  B 9.98 - competitor A scored 1 point or 
Judge 2 gave competitor A 9.98 and competitor B 9.99 - competitor B scored 1 point or Judge 3 gave 
competitor A 9.96 and competitor B 9.96. Judge 3 must select the competitor who they think made the 
best weapon routine or form and who will select will be the winner. Total score. This tiebreaker format is 
used with 5 or 7 judges and is the second method applied in the tiebreaker methodology. This step It only 
applies if the draw cannot be broken with most judges. In this process, the high and low scores (which 



 
 
were removed) are added again and will be used to add the overall score of each linked competitor. 
Example: Judge 1 Judge 2 Judge 3 Judge 4 Judge 5  : 
Competitor A 9.99 9.97 9.98 9.99 9.96  
Competitor B 9.98 9.99 9.97 9.96 9.99  
Competitor C 9.97 9.98 9.99 9.98 9.98 
The calculation of the scoring rules and competitor A applies has a score of 29.94 (24) having eliminated 
scores of Judge 1 and Judge 5. The competitor B has a score of 29.94 (24) with scores of judge 2 and judge 
4. The competitor C has a score of 29.94 (24) having eliminated judge 3 and judge 1. First we apply the 
tiebreaker methodology 1, which is the majority of judges. In this example, Judge 1 and the Judge 4 gave 
the highest score to Competitor A; Judge 2 and Judge 5 gave their score higher to competitor B; and judge 
3 has the highest score for competitor C. The most of the judge's rules cannot break the tie, so we must 
apply the tiebreaker methodology two, which is the sum of the judges' scores. For him competitor A, we 
add Judge 1 and Judge 5 and calculate a total score of 49.89 (39); he competitor B we add Judge 2 and 
Judge 4 and calculate a total score of 49.89 (39); Y for competitor C, we add Judge 1 and Judge 3 and 
calculate a total score of 49.90 (40). The overall score of competitor C is higher and is the winner. Then 
you summarizes the methodology that will be used, with the initial total score as a tied score and based 
on the number of judges. Three judges: 1. The majority of the judges 2. The judges the winner is 
determined 3. The tied competitors run again Five or seven judges: Breaking a tie (s) with 5 or 7 judges 
will require the score of the fallen judges (score low and high) are included to break the tie (s). 1. Majority 
of all judges 2. The judges determine the winner (breaks ties - if the same score is given to 1 or more 
competitors) 3. Total score of all judges 4. Re-run with competitors 
 

Article VI RELATIVE CLASSIFICATION 
 
6.01 RELATIVE CLASSIFICATION RULE 
The relative classification rule has replaced the old "scoring system as which uses "in all divisions in all 
ISMA tournaments. Since all competitors execute their forms before anyone is qualified, this system 
eliminates the possible disadvantage to which the competitors who ran early were subject, and the score 
advantage that the last seeds could have enjoyed. In addition, it prevents the judges are "pigeonholed" 
by awarding scores that are too high from the beginning, and eliminates the "score drag" where judges 
who start with very low scores increase Gradually your scores as the divisions progress. 
 
6.02 HOW IT WORKS 
For the Relative Classification Rule to work properly, all judges must use the scoring worksheets provided 
in the ring boxes. As each competitor executes his form, they are given a place number relative to the 
competitor that has already run. (For example, each judge gives the first competitor a "1" next to his or 
her name in the worksheet). The next competitor gets a "2" if his form is not so good; or if their form is 
better, they get a "1" and the first competitor gets their "1" changed to "2". He third competitor gets a 
number that qualifies their form with respect to the first two, and so on until the division. When all 
competitors have run, the Sheet Each judge's job will have all the names of the competition in the order 
in which it they executed, but with numbers next to their names that reflect their relative place with each 
other.  
 
EXAMPLE IF FOUR COMPETITORS ARE IN DIVISION JOHN DOE II 9.98 2nd BOB 
SMITH III 9.96 3rd KEN BLACK I 9.99 1st LARRY JAY IIII 9.95 4th The central judge will allow up to 
two minutes for judges to assign decimal scores to each competitor in function of its relative classification. 
Each judge decides how high to score their competitor number "1" - usually a 9.99 or 9.98 in the black 



belt divisions - and assign that score to the best competitor. Competitor number "2" will receive one tenth   
less at 9.98 or 9.97 (or even less if the judge feels that there was a large gap between the number "1" and 
the number "2"). The number "3" will get a score at least one hundredth lower than the number "2", and 
number "4" will get a score at least one hundredth lower than the number 3". This is done until all 
competitors are classified among themselves. None of the four best competitors receives the same score, 
and the four scores Higher than a judge grants are only awarded once. A judge can award the same score 
to competitors who have qualified as "5" or less, although it is not advised unless that there are many 
competitors in the division and awarding lower scores would lead to lower rated competitors at 
undeservedly low scores. (The judges can prefer to use bar marks instead of numbers to classify each 
competitor: I, II, III, IIII, etc.) When using this method, you don't have to mark or delete as often, just add 
bars). Once all the judges are ready, the central judge will make each competitor advance while your 
scores are announced, using the maximum deviation rule. 
 

Article VII MAXIMUM DIVISION RULE  
 
Divisions with three officers will use the Maximum Deviation Rule. As the scores highs and lows are not 
eliminated when three officials are used, the Deviation Rule maximum has a similar effect of limiting the 
impact of a judge's score that is significantly higher or lower than the other judge's scores. This prevents 
a single score is so high or so low that it controls the order of placement. When one way or another 
performance is ready to be scored, the center officer will say "Ready", then "Verify", moment in which 
the three judges will only show their score (not to the competition or to the spectators). Then, the center 
official will analyze the 3 scores to determine what is the average score (for example, a 9.92, 9.96 and a 
9.95 - 9.95 is the average score. The other 2 scores must be .02 of the average score. So, in the example, 
9.92 should Upgrade to 9.93. Apart from this mandatory adjustment, a judge cannot change your score. 
Yes no score is more than .02 higher or lower than the average score, then there is no adjustment making 
sure that the necessary adjustment has been made, the Chief Officer says, "Score", and scores to the 
audience, competitors and scorer as of habit. 
 

Article VIII ISMA FORMS AND WEAPONS DIVISIONS 
 
TRADITIONAL 8.01 
These forms must capture the essence of the classic martial arts movements, which show traditional 
techniques, postures, footwork and weapons. Execution is emphasized of technique, application of 
technique, balance, speed, power, postures solid and focus. The forms can be unmodified or modified 
from what a system or school considers it to be the original version of the form; However, the performing 
the following movements will result in a reduction of the form, or by vote unanimous of the judges, a 
"score" as an inappropriate form for division: 
a) Movements that involve more than a 360-degree turn; 
b) It requires that the body be inverted more than parallel to the floor; 
c) More than two kicks with the same leg without putting your foot in the middle; 
d) front or back; 
e) Cartwheels; 
f) divisions of the front or side legs; 
g) Weapon releases other than simple hand switches; 
h) or any other gymnastic movement or extreme display of flexibility or agility with the body or weapon 
considered in the opinion of the judges as inappropriate for the division according to the general 
guidelines established here. (EXCEPTION: a roll of Advancement is a traditional legal technique.) Comment 
There has been much debate among artists renowned martials regarding whether a form or series of 



movements are outside the limits of the Traditional Division. Because ISMA is a tournament circuit open  
to all the styles and schools (throughout the country and throughout the world) and of which judges are 
used, each competitor must make his own decision on whether to include movements, which can be 
objectionable to traditional division. Like extreme and creative competitors, Traditional competitors will 
try to extend the basis of the rules that govern Traditional divisions to gain an advantage over your 
competition. If it takes place something in a traditional or weapons division that is not covered by the 
above rules, the ISMA Rules Officers will make decisions if a technique is a legal movement or illegal 
 
8.02 CREATIVE 
The Creative Division allows forms to include contemporary art techniques martials that have evolved in 
the last 30 years. These can be added to a form traditional, or the competitor can design the form in its 
entirety. The Creative Division before It was known as the Open Division and before that the American 
Division. A way in the Creative Division should ONLY include techniques that originate in martial arts and, 
such as Traditional Division, emphasis will be placed on the execution of techniques, the application of 
techniques, balance, speed, power, solid postures and focus. it's allowed spinning kicks, flying kicks, 
multiple kicks, splits, gun spins, launch of weapons and other creative martial arts techniques. The 
realization of following movements will result in a rebate by the judges, or by unanimous vote of the 
judges, a "no score" as an inappropriate way for the division: 
a) Movements that involve more than a 360 degree turn; 
b) require that the body be inverted more than parallel to the floor; 
c) or are similar to movements found in gymnastics and / or non-arts disciplines martial 
d) or forms that meet the above definition in strictly traditional ways. Although a creative movement 
qualifies a competitor for creative divisions, it is due expect a creative way or a weapon routine with 
multiple creative movements of Good quality prevails as a winner, assuming all other criteria are met.The 
following techniques are legal in Creative Divisions and will be scored as any other technique (power, 
speed, balance and proper execution): 
a) butterfly kick; 
b) illusion kick; 
c) Roll forward; 
d) Kip Up. 
 
Comment: The Creative Division is aimed at those competitors who do not want compete in a strictly 
traditional way, and / or do not wish to compete against others participants who execute extreme 
movements of gymnastic type. In recent years, to it was often observed that judging these "creative" 
forms in the same division with forms that include "tricks" of extreme martial arts was essentially compare 
apples and oranges, and to be fairer with the participants these divisions should be separated. By 
Therefore, ISMA has created a separate "Extreme Division", as detailed below, separate and distinct from 
the Creative Division, which allows the Creative Division to include only those forms with movements that 
originate most intrinsically from the systems Martial arts classics. With regard to Creative Weapons 
Divisions, it is important keep in mind that any arms movement should NOT be a factor in determining 
whether the shape of the weapons constitutes a Creative or Extreme Form. The determining factor will 
be the particular body movements as defined below in the Divisions extreme Consequently, a competitor 
of Creative Weapons is allowed to perform any weapon movement (i.e. spins, throws, spins, etc.), but 
cannot perform "extreme" body movements (ie, somersaults, turns of 540 or more, or any inverted body 
movements, etc.). New Revisions The following are techniques that are Legal in the creative / weapon 
divisions: Butterfly Kick, Illusion Kick, Advance in Roll and Kip Up. They will be scored like any other 
technique: power, speed, balance and proper execution. 
 
 



 
8.03 EXTREME CREATIVE FORM 
Extreme divisions allow the competitor to make any move, whether 
come from traditional or contemporary martial arts systems or otherwise. 
But nevertheless,  
(1) at least half of the form must come from martial arts techniques, and  
(2) the competitor must execute at least one technique that involves an inverted movement or 
a turn greater than 360 degrees. Emphasis placed on: 
a) the quality of execution of techniques and movements; 
b) martial arts skills, 
c) balance, speed and power; 
d) degree of difficulty; 
e) and spectacular. 
In addition, only those movements that represent a defined purpose of the offensive or defensive martial 
arts, or included to illustrate flexibility or agility extreme The inclusion of other movements, or the 
execution of a form or weapon that complies with the above criteria for a Traditional or Creative way, it 
will result in a low rating by the judges, or by a unanimous vote of the judges, a "score" as an inappropriate 
way for division. NOTE - Although an extreme movement qualifies A competitor for extreme divisions, you 
should expect an extreme or routine form of weapon with multiple extreme movements of good quality 
prevail as winner, assuming all other criteria are met. Comment: As the arts martials evolve from the 
traditional to the creative to the extreme, this category allows the integration of techniques and 
movements of all styles of martial arts, gymnastics, Acrobatics, dance and athletic disciplines. If a 
competitor wishes to participate in a division with movements not allowed in the Traditional and Creative 
Divisions but that comply with the guidelines described here, the competitor must compete in the 
Extreme Division. 
 
8.04 MUSICAL FORM  
Musical Divisions require an empty hand shape or a weapon form to meet all the above criteria for a 
traditional, creative and extreme way, and also meet the requirements of the "Music Division Rule" below. 
 
8.05 RULE OF DIVISIONAL MUSIC 
Musical choreography should be judged as follows: 
a) The movements of the form must be accentuated and performed together with rhythms, notes or 
Specific words of music. Simply perform your form at the same rate or cadence of a song is not 
satisfactory. 
b) If sound effects are added to the music, the form should not only be choreographed with sound effects 
added. 
c) The music and sound effects must match each other properly, and establish the general mood for each 
performance. 
d) In general, all music and sound effects used should complement the form, and both the form and the 
music must be judged together and seen as a general performance, not simply as a form performed with 
music playback.Each competitor must provide a music player of reasonable size and not intrusive in the 
area to play your music, and a player assistant who must be present at all times during the presentation 
(unless it is announced that will provide music players). As each form begins, you must have the music 
volume checked during that time the assistant player will look at the central judge for a nod of approval 
or a signal to lower the volume. Once this volume is set, it cannot be increased during execution of the 
form. Comment: If a competitor chooses to use music in a large division championship for a format that 
does not require music, the "Divisional Music Rule" is not apply Comment: If a competitor receives a "no 
score" decision from the judges because they feel that the competitor's form is not appropriate for the 



 
division, the competitor cannot redo his weapon form or form in that division. It is responsibility of the 
competitor read and understand the rules of the division in which he competes before Start the 
competition. 
 
8.06 CHINESE FORM  
Chinese division may include techniques that originate from the martial arts style that represents the 
competitor and emphasis will be placed on the execution of the techniques, application of techniques, 
balance, speed, power, solid postures and attention. The movement of Following will place the Chinese 
competitor in the category that is correct (Creative, Musical or Extreme): (a) Movements that involve 
more than one 360 degree turn; (b) require that the body is inverted more than parallel to the floor; (c) 
or are similar to movements found in gymnastics and / or non-martial arts disciplines; (a) butterfly kick; 
(b) illusion kick; (g) Kip Up. If a Chinese competitor enters an ISMA division that is not declared as Chinese 
division (Musical, Creative or Extreme), the competitor must follow the standard rules for that division. 
Music is not allowed in the Chinese Divisions, since ISMA offers a Musical Division for both and weapons. 
 
8.07 KENPO FORM  
There are several styles of Kenpo and Kenpo that can compete in this division. Although it is due consider 
if the system / style is related to the Chinese style / origin, then the competitor can choose to compete in 
the Chinese Division. A routine of Form or Weapon in the Kenpo or Kenpo Division may include techniques 
that originate from the martial arts style which represents the competitor and emphasis will be placed on 
the execution of the techniques, application of techniques, balance, speed, power, solid postures, and 
focuses The movement of competitor will determine what he will run on. The movement of the following 
will place the competitor Kenpo or Kenpo in the following division if it resembles: (creative, musical or 
extreme): (d) Movements that involve more than a 360 degree turn; (e) require that the body is inverted 
more than parallel to the floor; (f) or are similar to movements found in gymnastics and / or non-martial 
arts disciplines; (c) butterfly kick; (d) kick of delusion; (h) Kip Up. If a Kenpo or Kenpo competitor enters 
an ISMA division that is not declared as Kenpo or Kenpo Division (Musical, Creative or Extreme), the 
competitor must follow the standard rules for that Division. Music is not allowed in the Divisions Kenpo 
or Kenpo, as ISMA offers a Musical Division for Shapes and Weapons.  
 
8.08 LARGE CHAMPIONSHIPS AND LARGE GENERAL CHAMPIONSHIPS  
All competitors must compete in any Grand Championship and / or Grand General Championship with the 
style of forms or weapons (not exact form or weapon) that they won in its division (EXAMPLE: a winner in 
a creative way cannot compete with a form extreme in the great championships) If a competitor wins 
more than one division, he has the option to select the style of form or weapon of the divisions that won. 
All the competitors. you can use music in all the Great Championships and Great Rounds of Forms and in 
the Great Grand Championships Qualifiers. A competitor must have won a Division 18+. The promoter 
can make exceptions and place it in the program of Finals that will be delivered physically or electronically 
to the guests.  
 
8.09 WHAT HAPPENS IF THE WEAPON BREAKS BY EXECUTING THE FORM  
a) A competitor will be disqualified if he / she breaks his weapon, separates into 2 or more pieces. 
b) If the Weapon breaks, does not separate, the competitor can continue the routine and will not be 
disqualified. The competitor may have his score lowered, if in the opinion of the judges, the crack 
impacted the execution of the form or effectiveness of the weapon. 
 
 
 



 
8.10 LOSS OF WEAPONS CONTROL IN FINALS AND GLOBAL UNEMPLOYMENTS 
a) Loss of control is divided into three categories and penalties: I. Category 1 = landslide but no 
interruption of form = from 01 to .03 deduction (discretion of the judges) II. Category 2 = interrupted form 
(usually a fall) = .05 deduction III. Category 3 = yes weapons out of bounds and / or off the platform, or 
the competitor hits a spectator, judge or another person with the weapon, regardless of intention = 
disqualification 
b) Deductions are mandatory, and each judge deducts their score before calculating their relative order 
of classification. 
c) If a competitor drops his weapons twice, he will be disqualified. 
d) The score after deductions is subject to adjustment by the Deviation Rule Maximum (See Article VII) 
like any other score. 
e) If Category 1 or 2 occurs, the competitor may continue and receive a score, or may withdraw and not 
sign up or register. (b) Disqualification for Category 3 is the decision of the Center Officer or most other 
judges. The conference for judges only takes place as soon as the weapon goes out of bounds. 
f) A broken or broken weapon is treated as a loss of control. If the break or crack prevent that the weapon 
is used as intended, is a Category 3. 
g) The rule is used during finals and total runoff in all divisions of black belt. h) In all regular eliminations, 
Weapons divisions, a competitor you will be disqualified if you drop a weapon and no points or location 
are awarded. 
 
8.11 JAPANESE WKF TRADITIONAL FORM (Word Karte Federation - Olympics) 
The Classical Kata (Traditional Challenge Divisions) will exhibit Karate system patterns Recognized from 
Japan (Shotokan, Shito-Ryu, Goju-Ryu, Wado-Ryu, Chito-Ryu) and Okinawa (Shorin-Ryu, Isshin-Ryu, Goju, 
Ryu, Uechi-Ryu). Competitors must perform a kata recognized unchanged / unmodified from one of the 
previous systems and are not allowed additions or deletions of movements. School variations are allowed 
provided that movements maintain the structural integrity of the original kata. Comment Unlike the 
Japanese / Okinawan Division (ISMA), competitors should only perform katas without modify from 
Japanese or Okinawa karate systems. It is strongly recommended to competitors who choose NOT to alter 
/ modify a classic FORM or add / eliminate movements if so enter the TRADITIONAL ISMA division , since 
such changes in the kata will result in disqualification in the Challenge division traditional. 
 
8.12 SPECIFIC CRITERIA 
Although the styles of Okinawa and Japan have many stylistic similarities, they should be observe the 
following subtle differences:  
 
a) Japanese styles (i.e., Shotokan, Wado-Ryu and Kyukoshinkai) generally have: 
 i. lower chamber, longer and wider positions (especially zenkutsu-dachi);  
ii. horse poses with feet pointing in parallel (kiba dachi); 
iii. emphasis on the use of backward posture (or kokutsu dachi);  
iv. and kicks of push with maximum height to the competitor's own chin.  
 
b) The styles of Okinawa (en say, Shorin-Ryu, Isshin-Ryu and Ryuei-Ryu) generally have:  
i. upper chamber;  
ii. shorter and shorter positions (more use of natural posture and sanchin dachi);  
iii. postures of horse with toes pointing outward (shiko dachi);  
iv. emphasis on the use of the cat's posture (neko ashi dachi); v. and quick kicks with the maximum height 
to the chest of the competitor. 
 



 
8.13 JAPANESE TRADITIONAL UNIFORM  
Competitors must wear a clean, white and traditional uniform. Sleeve length elbows must pass, the 
bottoms of the uniform must pass (below) the knee in length. He competitor must wear black belt. 
 
8.14 KEY SCORE ELEMENTS 
Competitors will be judged / scored on the approach (kime), the correct execution of the technique 
(blows, kicks and postures), proper breathing and hip rotation. The Judges take into account and evaluate 
the competitor in: 
a) basic techniques, postures, blows, blocks and kicks executed with balance, strength and concentration; 
b) eyes (visual expression of the competitor); 
c) The rhythm of Kata, Breathing (Appropriate exhalation); 
d) and focus of attention (chakugan). The competitor must understand the application (bunkai) and the 
specific criteria of the kata individual.  
Specific Details: 
a) Kia - Minimum of two (2), Maximum of four (4); 
b) Kicks - Foot kicks must not go over the competition's shoulder; 
c) The positions must not be broken in parallel. 
 
8.15 SCORE / ARBITRATION 
Five judges are the standard numbers of the judges to be used; however it is acceptable to use only three 
judges. If (5) judges are used, the highest and lowest scores will be will be removed and the remaining 
three scores will be added. A scoring range of 9.90 will be used to 9.99 in eliminations; A range of 9.96 to 
10 will be used in the final. Seats in all four (4) corners, the central referee located in the middle. 
 
8.16 PROCEDURE 
The following procedures will be used by the Officers. 
a) The seeds are selected according to the Sowing Rules of ISMA, see Article XII. 
b) The remaining competitors will be shuffled to determine the order. The central judge is responsible for 
this task. 
c) Time limit: 4 minutes, the clock starts when the competitor enters the ring. He/she competitor will bow 
down and announce the name of the Kata only. He or she will be recognized by the central judge and the 
kata can begin. 
 
8.17 OFFICIAL DUTIES IN PROCEDURE 
a) An Officer is designated to count the Kia; 
b) An officer will observe the height of the kick; 
c) The Center Officer (who is the highest rank with the most experience) will raise a hand if the Shape is 
really traditional. 
d) Once approved, the judges will write on their board how they will score. 
e) After seeing all the competitors, the score for each competitor begins. 
f) The competitors will line up in the order in which they competed to be scored. 
g) Disqualified competitors do not receive a score. 
 
8.18 DISQUALIFICATION 
Competitors may be disqualified by one of the following: 
a) Make a non-traditional way (altered or invented); 
b) Kia's rule is not followed (too many or not enough); 
c) out of bounds; 



 
d) The sportsmanship is not fulfilled; 
e) Violation of excessive posture. 
 
8.19 KATA LIST - 
The list of katas below are those recognized by the ISMA , WKF and JKF for the four styles main Japanese 
Karate (Goju, Shito, Wado and Shotokan) and Okinawa Prefecture Rengokai karate for Okinawa styles 
(Goju, Shorin, Uechi, Isshin and Ryuei-Ryu). I only know You can perform the Katas listed below. The 
specific alternative names of the style are also indicated. School variations are allowed. But nevertheless, 
alterations and modifications that include (but are not limited to) adding or eliminate movements or alter 
the structure of the classical form. Annan Annanko Aoyagi Bassai / Passai - Matsumura Bassai / Passai - 
Tomari Bassai / Passai Dai Bassai / Passai Sho Chinte Chinto - Tomari (Shotokan: Gankaku Sho) Chinto 
(Shotokan: Gankaku) Fukyu (all versions) Gekisai 1 and 2 Gojushiho Dai Gojushiho Sho Hakutsuru / 
Hakucho Hangetsu Heiku Jiin Jion Jitte Juroku Kanchin Kanku Dai (Shorin-Ryu Kusanku Dai or Shito-Ryu 
Kosokun Dai) Kanku Sho (Shorin-Ryu Kusanku Sho or Shito-Ryu Kosokun Sho) Kanshiwa Kanshu 
Kosokunshiho (Shito-Ryu) Kururunfa Kusanku - Chatanyara Meikyo Nipaipo (standard version Shito Ryu 
only) / Nijuhachiho (Shotokan) Niseishi (Shotokan: Nijushiho) Paiku Paipuren Pinan / Heian 1 - 5 Rohai 
Saifa Sanchin Sanseiru Sanseiru (Uechi-Ryu version) Seichin Seipai Seirui Seisan (all versions) Seiunchin 
Shinpa Shishochin Sochin (Shotokan versions and Shito-Ryu) Sunsu (Isshin Ryu) Suparinpei / Peichurrin 
Taikyoku (all versions) Tekki 1 – 3 (Okinawan: Naihanchi) Tensho Unshu (Shito Ryu) Unsu (Shotokan) 
Wankan (Shotokan) Wankan (Shito Ryu: Matsukaze) Wansu (Shotokan: Empi) 
 

Article IX FIGHT BY TEAM 
 
9.01 TEAM DIVISIONS 
a) Sparring of the 3-man team (maximum 4 team members) 
b) 2-Women Team Sparring (Max. 3 team members) 
c) Youth combat teams of 3 children 
d) 2-Girl Youth Sparring Teams 
e) Senior Teams 
 
9.02 ADULT EQUIPMENT 
When teams are summoned to the training surface (mat), only 3 or 4 male competitors and 1 coach or 2 
or 3 female competitors and 1 coach can appear on the mat. All other team members and coaches must 
stay out of the mat and / or combat area. A team can only declare 3 or 4 male team competitors per event 
/ tournament or 2 or 3 team competitors female. In other words, a team cannot bring a 5th competitor 
for men or a 4th for women in that event / tournament. If Team Sparring is an event at the end of the 
night or moves to a new ring during eliminations, it is the responsibility of the Promoter ensure that each 
card of the team, of the competing teams, moves to the new ring and / or with the documentation for the 
night finals. Competitors must be 18 years or more (ISMA age rule). No youth competitor can participate 
in the adult combat competition. 
a) Teams must send a list for their team to ISMA at the time it is formed a new team to earn points and 
use their seed. 
b) Teams can add a new member to their team. They must send the new one ISMA member to earn points 
and use their seed. 
c) A team may pick up and use a competitor / competitor that are not included in their list with ISMA in 
any event / tournament. However, they will not earn any points or get them It will allow you to use your 
seed. 



 
d) The teams that organize the day of the event without registering are allowed; without however, teams 
will not earn any scores until they register with ISMA. To win points and a seed, each team member must 
be a registered member of ISMA. 
e) A team can have multiple coaches, but only one coach can be designated to train at the same time. The 
coach should sit in a chair and follow the rules for training. (See Section 9.08) 
f) All teams must obtain a card from the team at the time of registration or of the ISMA Black Belt 
Tournament Referees and declare who will participate in the event / tournament. 
g) All competitors of the team, 3 or 4 for men, 2 or 3 for women, must appear on the card and show up in 
the ring before starting the division. It is the responsibility of the Promoter provide team cards for the 
competition. 
h) When teams are summoned to the combat surface (Tatami), only 3 or 4 male competitors and 1 coach 
or 2 or 3 female competitors and 1 coach can appear on the mat. All other team members and coaches 
must stay out of the Tatami and / or combat area. 
i) A team can only declare 3 or 4 male team competitors per event / tournament or 2 or 3 female team 
competitors. In other words, a team cannot Bring a 5th competitor for men or a 4th for women in that 
event / tournament. 
 
9.03 SENIOR AND JUNIOR SPARRING EQUIPMENT 
When the ages are different, the appropriate ages must coincide together (Exceptions then). A coin toss 
will determine which team a competitor will send initial and the other team must send a competitor of 
similar age.  
a) Junior 3-Boy Sparring and Junior 2-Girl Sparring Teams Teams A competitor under age can compete up 
to 1 senior age category (EXAMPLE - An age category 13 and under may compete within the 14-15 year 
category and / or the competitor of the 14-15 age category can compete within the 16-17 age category 
equipment). The same for the age groups of the girls too. 
b) Senior Sparring Teams A competitor of a more advanced age category may compete in a younger 
category, but a competitor from a younger category does not you can compete in an older category. 
 
9.04 TEAM MEMBERS 
As there are only 3 individual team rounds for men and 2 team rounds women's singles, a men's team 
that has 4 members and a team of women who has 3 members have an additional member. The additional 
member can be used anytime; See Section 9.06. Any player in a team of 4 men or a team of 3 women can 
be used equally, but can only fight one once in a team round (Exception: see draws and overtime period). 
The member additional can be used as a strategy in any round during a match, but the 4 members of the 
men's team and the 3 members of the women's team must declare themselves when the teams are 
summoned to the mat, before the start of the first round of the team. Competitors / members must match 
the names presented on the card of the team, at the beginning of the competition. After the start of the 
first round of the team, only declared team members can be used in additional rounds in a tournament 
only A specific member should not be appointed as a substitute, since 4 members in men's teams and 3 
members in women's teams can be used equally in all 3 men's fights and 2 female fights. 
 
9.05 INJURY 
Any member of the declared team, who has not completed during the match, may replace an injured 
competitor who cannot continue during a match. Yes this happens, the injured competitor cannot be used 
again in the team event in That tournament. (If the officers consider it, with great certainty, that a fighter 
is pretending an injury for some reason, the fighter may be disqualified). See Section 9.11 - disqualified 
competitor.  
 



 
9.06 TEAM COMBAT RULES  
a) A coin toss will determine who sends the first competitor. The winner of the coin toss you can decide 
to send to the first competitor or send to the other team first. After the first competitors, the teams then 
alternate and must send a fighter first so that the other team matches them. 
b) All the first competitions last 90 seconds. 
c) Competitors who earn a margin of 10 points or are ahead at the end of the 90 seconds will be declared 
winners of the first 2 matches (first match only in teams of 2 women). If one or both of the first 2 matches 
end up tied, They remain tied. There is no escape, of draws, in the first 2 matches (or bout 1 of 2 women) 
d) The final competition is the total sum of points using the full 120 seconds. 
e) The team with the most accumulated points wins, but the accumulated score is a must win by 2 points. 
f) If at the end of the final combat the accumulated score is a draw, or 1 point separates the teams, 
overtime is required to determine the winner. 
g) In overtime, a coin toss will determine who will send a fighter to end the fight The coin toss winner may 
decide to send first or have the other team send first. 
 
9.07 GENERAL RULES - COMBAT 
a) All normal ISMA contact point call rules will apply. 
b) Out of bounds, falling or running excessively (as determined by the principal officer) around the ring 
will be considered an attempt to avoid competition and the other competitor will be will award a point. 
c) A competitor is considered out of bounds when both feet are outside the area of combat (mat). If the 
competitor is out of bounds without being expelled or expelled physically out of bounds, your opponent 
will receive 1 point. 
d) If one competitor goes out of bounds while the other competitor kicks or hits, near the competitor 
WITHOUT really touching the competitor, the competitor shall be deemed to leave the combat area to 
avoid competition and the other competitor will receive a point. A Fighter must remain engaged in the 
match if he goes to the limit not to be penalized. 
e) If the competitor out of bounds is scored, with a legal technique, before the center call STOP, then the 
competitor within limits can receive a score for the technique and the penalty point of the other 
competitor out of bounds to avoid fighting. 
f) If a fighter touches the ground / mat with, with any part of his body, except his feet or 1 hand, are 
considered fall. 
g) A competitor who falls cannot score a point and a competitor knocked down cannot annotate. If a 
vertical competitor knocks a competition down, it can be penalized. 
h) A competitor who abandons his feet while within limits must land with the minus one foot within limits 
to score a point. 
i) All scoring techniques for regular legal objectives will be:  
i. 1 point for any hand technique  
ii. 2 points for any kicking technique  
iii. 3 points for one rotating head kick 
 
9.08 COACHES - Coach 
a) Teams may have a coach or coaches, but only a designated coach at once. 
b) Only the coach designated at the time of a protest and an arbitration may speak in Player's name. 
c) Coaches can be team members. 
d) Coaches can switch from one fight to another, but if a change is made, the center Officer must be 
notified of the change to be official. 
e) The designated coach of a team must remain seated in the chair of designated training every time a 
match is in progress. 
 



 
f) A coach can stand before a match begins, between rounds, during waiting times and once combat 
combat ends. 
g) Penalty for the coach: if a coach leaves his chair, during a game of training, a penalty point will be 
awarded to the opposing team for the first time, Second and third time. A flag or other tool will be 
provided on the chair of the coach, to throw the ring to ask for a trial or protest. However, if the official 
from the center has ruled that a judge's call was late and, therefore, was not considered, the arbitration 
cannot be requested. In the third appearance in a round, the coach and the coach competitor will be 
disqualified. (See Section 9.11) 
h) A disqualified player and coach may be replaced by rounds / matches of additional equipment 
i) Penalty points in coaches are issued in the coach's player that round. 
j) Since the coach and the player are considered equal in regard to the penalties, if a player already has a 
penalty point and the coach receives 2 points penalty for standing, etc. the player is automatically 
disqualified because 3 penalty points were received in one round. 
k) Like a player, coaches can be penalized or disqualified by unsportsmanlike conduct. If a coach is 
disqualified, they can be replaced. 
 
9.09 COMPETITOR INJURED IN TEAM COMBAT  
a) The doctor has the final determination if a competitor cannot continue, WITHOUT ANY exception. 
b) If a competitor is injured not due to a penalty, they are allowed 4 minutes to determine if they can 
continue, starting immediately. The time can be extended two additional minutes, once the doctor 
reaches the competitor. It is the responsibility of the Center official contact the doctor and determine if 
time will be allowed additional. The center officer must inform the marker that he is up to date with the 
delay. A doctor can always request an extension time to correctly determine if the competitor can 
continue. The maximum time that can be allocated to determine if a competitor can continue is 8 minutes. 
c) After the time has expired, they must continue or will be declared unable to continue. If it is declared 
that they cannot continue, the competitor / member of the 4th team Complete combat combat in 
progress, provided you have not competed during the match. 
d) In a third request for waiting time due to injury, the competitor may NOT continue. The referee and 
the judges will follow the normal protocol to see if the injury was the result of a Illegal technique 
e) If it is determined that the injured competitor cannot continue due to a penalty determined by the 
central referee and the judges, the uninjured competitor is disqualified. 
f) If the competitor cannot continue due to a penalty, the injured competitor you will receive 10 points as 
a result of disqualification. The competitor who committed the violation will get 0 points for that round. 
g) If a competitor cannot continue due to an injury where there is no penalty and does not have a 
substitute to continue the match, the uninjured competitor will receive a margin 10 points unless it's the 
last game. If the injury occurs, in the last match, the another team will be declared the winner, even if 
they have fewer points at that time. 
h) If a competitor is disqualified in the last match, the other team will automatically be declared winner 
of that team match. 
i) If two or more competitors are injured, the team could win the match, but NO you will be allowed to 
continue in future matches in the tournament. 
j) Once a competitor is injured and replaced by the substitute, the competitor Injured cannot compete for 
the rest of the team's sparring competition. 
k) If something happens in team combat competition that cannot be answered by the established rules, 
the "ISMA Equity Rule" will come into play. 
 
9.10 PENALTIES AND WARNINGS 
a) NO warnings are issued in ISMA Black Belt combat. The penalty points are issued immediately for 
breaking the rules. 



 
b) A penalty point will be a problem if a competitor, as determined by the official from the center:  
i. It goes beyond the limits to avoid competition; 
ii. It falls to avoid the competition;  
iii. Run around the ring to avoid competition;  
iv. Stagnation and / or not try to involve the other competitor; 
v. excessive contact, as judged by the official from the center;  
vi. Pushing a competitor out of bounds, as determined by the official center; 
vii. A coach gets up or leaves the coach's chair during the game;  
viii A competitor arrives in the ring without the right equipment;  
ix. A game of sparring is ready to start and the competitor is delaying his entry to the ring;  
x. The form / weapon competitor delay in entering the ring  
xi. The competitor refuses to leave the combat area immediate and an additional penalty point may be 
issued;  
xii. Last strokes after the call to stop;  
xiii. Retaliatory blow of a competitor; 
xiv. The team of competitor is incorrectly installed or properly insured and continues to fall or requires 
adjustments; or xv A competitor deliberately removes his team. 
c) Once a competitor receives 3 penalty points, he is disqualified. Whether imposes a penalty on one or 
both competitors, the penalty point (s) must be issued to the competitor (s). This ensures that penalties 
are counted. to determine an automatic disqualification. For example; both competitors continue starting 
after STOP is called. The Center Officer asks for a penalty to both competitors, a penalty of one point must 
be issued to both competitors. 
 
9.11 DISQUALIFIED COMPETITOR 
a) He loses all the points he has won in combat. 
b) If during the final match, your team cannot win, the opposing team will be declared winner. 
c) Any competitor who injures a competitor with an illegal technique. 
d) Any competitor, team member or coach who enters the combat area, in If an altercation occurs, and 
accelerates the altercation / do not attempt to control your competitor, you will be disqualified. 
(EXAMPLE: a fight between 2 competitors, if any of the above enter the combat area and throw a punch 
or kick, they will be disqualified immediately). 
e) If someone refuses to leave, security will be called and they will be granted a suspension and / or 
tournament disqualification (Tournament Disqualification is where the disqualified person (s) must leave 
the tournament site) to that person or individuals. 
f) If 2 or more members of any team are disqualified in a match, the team remains automatically 
disqualified and cannot continue. 
g) A disqualified competitor may not be used in any remaining match in an event of tournament team. 
h) In the event that a team combat competitor continues to fight after call the match to stop, it is the 
responsibility of the Central Ski Judge and the Judge of corner control competitors. If a coach (s) and / or 
team member (s) enters to the ring during this time and restrict officers from monitoring their 
responsibility for Control competitors, the team or teams may be disqualified. 
 

Article X. FORMS SYNCHRONIZED BY EQUIPMENT AND DEMONSTRATION OF EQUIPMENT 
 
10.01 DIVISION OF FORMS SYNCHRONIZED BY TEAM 
Team Synchronized Forms is defined as an organized group to function cooperatively in a joint effort. 
Synchronized: Working at the same time / Go together or spend at the same time / Working the harmony 
between the members / Use of Techniques in a domino effect 



 
10.02 SYNCHRONIZE TEAM FORMS  
Synchronize Team Forms will be classified according to how well a team is working in a cooperative joint 
effort with most of the techniques running together, at the same time, in unison and / or in a domino 
sequence effect. 
 
10.03 SYNCHRONIZE TEAM FORMS GENERAL RULES 
a) The teams are composed of 2 to 5 members; however, 60% of the team original declared must be 
present for the team to earn points; 
b) Maximum time limit of 4 minutes: the time starts when the first member of the team enters the 
competition ring and ends when the team is obviously terminated in the opinion of the Center Officer. 
c) Empty hand forms, weapon forms or combinations of both are legal. 
d) All martial arts technical skills are classified for execution, presentation and difficulty 
 
10.04 DEFINITION OF DEMONSTRATION EQUIPMENT - DEMO TEAM  
The Team Demonstration receives more freedoms and freedoms to exhibit one or one combination of 
martial arts skills. Synchronization may or may not be part of the team demonstration. 
 
10.05 GENERAL RULES DEMONSTRATION TEAM - DEMO TEAM  
a) The teams are composed of 2 to 15 members; however, 60% of the team original declared must be 
present for the team to earn points. 
b) A team can compete and have their score counted, if a. They are competing with the original declared 
members; second. Additional "extra" members cannot compete unless they are replacing an original 
member; do. The substitutes are allowed, but only to replace members declared missing and will not be 
considered as original team members; and / or d. Additional competitors do not they can compete with a 
team, except to replace a missing member. Examples: a. A team registers its team with 3 members: 2 
original members must compete in the event of the team to be considered a legal team; second. A team 
registered their team with 10 members, 6 original members must compete in the team event to be 
considered a legal team 
c) A team can change their team by replacing a member (s) or adding new ones members. All changes 
must be made before the next event and cannot exceed 60% or the original equipment. 
d) Maximum time limit of 4 minutes: the time starts when the first member of the team enters the 
competition ring and ends when the team is obviously terminated in the opinion of the Center Officer. 
e) All martial arts technical skills are classified for execution, presentation and difficulty  
 
10.06 UNIFORM AND COPLEMENTARY ACCESSORIES  
Outfits that are considered dangerous or harmful to people and/ or in any part of the area of competence 
or that will cause a longer cleaning time. All teams are responsible for their own cleaning. If a team has 
any questions about your Device Synchronization Form or Equipment Demonstration, you should ask to 
the Center Officer before the competition begins. 
 

Article XI ISMA CLASSIFICATION RULES 
 
11.01 GENERAL 
ISMA tabulates points for hundreds of divisions each year, from white belts Beginners from five years to 
upper black belts. These tabulated points determine the sowing of Black Belt competitors in international 
tournaments and International and national champions are determined in the ISMA finals. To the 
determining these champions is essential that point tabs be accurate and timely. Each member can help 
a lot in the accuracy of qualifications understanding and following the current ranking. 



 
11.02 COMPETITOR REGISTRY RESULTS FORMS 
In each membership package, there will be Forms to record the results of the competition. This Results 
Form is published on the Official page. www.isma-sportkarate.com is for you to keep a record of the 
victories of your personal competition in the ISMA world, national and state tournaments. It is updated 
a new updated score sheet after most tournaments for each four months (see Qualification, Sowing and 
Best score calendar).   
 
11.03 GRADING GUIDELINES - ISMA STATUTES  
REGISTRATION: The formal and appropriate Registry of the International Society of Martial Artists  
 
AFFILIATE: The individual or legal entity that is part of the International Society of Martial Artists for having 
complied with the registration requirements indicated in the Statute and regulation. 
 
MEMBERSHIP: The financial contribution that covers the benefits for a season, without leaving aside your 
obligations as an affiliate, memberships may be covered by 1,2,3 and 4 seasons. In the absence of ISMA 
bylaws, membership may be revoked penalizing the involved 100% without any refund. International 
Society of Martial Artists undertakes to comply with the provisions of this statute, if the affiliate who has 
covered your membership has any disagreement, a letter with the points to be treated so that later in the 
meeting of affiliates expose privately with the board of directors, the purpose is to find a solution, and In 
this way continue with the relationship of technical advice or in your case. Not finding a solution will find 
a way to agree to the payment of membership by taking Account for administrative expenses.  
 
ASSOCIATE: Related Organizations affiliated to ISMA. AFIN ORGANISM: The Civil Association that carries 
out activities whose purpose does not imply sports competition, but aims to carry out activities related to 
the sport in general and in favor of the International Society of Martial Artists in particular, with character 
of investigation, diffusion, promotion, support, promotion, stimulus and recognition. Related 
Organizations must obtain recognition of their respective International Organization, if any. 
 
STATE SOCIETY: The International Society recognizes as regional that inter-school organization that by its 
territorial characteristics are local (that is, only a minimum number of affiliated institutions in a State, 
Department or locality depending on the country where this regulation is exercised). 
 
NATIONAL SOCIETY: Integrated by Leagues, Federations or Circuits in the field Territorial Entities. 
 
INTERNATIONAL SOCIETY: It is the highest level conformed by the societies State and National members 
affiliated in the different member countries.  
 
BOARD OF DIRECTORS: The body in charge of monitoring the fulfillment of objectives and ISMA 
regulations, which integrates and exercises powers and powers in accordance with the corresponding 
Statutes and Regulations. 
 
I CHILD OF SEASON: The beginning of the season will be on the 1st of January and it will end in the month 
of November in the last championship of the year, thus giving way to the Grand Final International Society 
of Martial Artists.  The registration of competences, technical planning to integrate teams representative, 
training activities at all levels and supervision of all plans and marketing for the development of the ISMA 
finals will be carried out by the Board of Directors.  
 
 
 



 
CHAMPIONSHIP LEVEL RATING 
The levels at which the championships are registered will be awarded by the Council Manager with 
previous analysis, taking into account affiliate time, logistics, execution and economic investment of the 
event. 
CLASSIFICATION OF CHAMPIONSHIPS  
• 5 DIAMONDS  
• 4 DIAMONDS  
• 3DIAMANTS 
• 2DIAMONDS  
• 5 STARS 
• 4 STARS  
 
ISMA MEMBER  
To be an ISMA member and obtain the affiliate status, they must satisfy the following requirements: 
I. Request in writing the affiliation, attached the required documentation. 
II. Proof by means of documents, the verification that you have affiliates, according to the following order: 
a) In the case of institutions, it must be accredited that it has schools that the they conform in their 
respective locality, also, if they are groups that hold your brand as an institution. 
b) In the case of leagues, you must prove that you have clubs that make up in their respective locality or 
country.  
c) All members belonging to the Association requesting membership, they must agree to accept, by way 
of accession, compliance with the applicable sports regulations of the Board of Directors, as well as the  
ISMA Regulations 
III. The International Society will recognize, through affiliation as Associates, associations or organizations 
when in addition to the provisions of this Article is in compliance with the following:  
* Check through documents that have affiliates according to the following:  
1.In the case of schools, you must prove that you affiliate at least 25 athletes and 1 director per school.  
2.In the case of leagues or institutions, you must prove that you affiliate at least five schools.  
3.In the case of national associations, (if you do not affiliate leagues or institutions) you must accredit the 
membership of at least 10 schools in different states of the Republic.  
 
TOURNAMENT REGISTRATION  
The cost of ISMA member registration is determined annually by the Board 
Manager and will inform his affiliates of the amount in his Assembly of Associates. 
 
RECOVERY FEES  
All payments made to the Company must be made in the month of December before the start of the 
season, new affiliations and payments of Registration for events as well as ISMA - AFFILIATE COMPETITOR.  
 
CHAMPIONSHIP CLASSIFICATION MODIFICATION  
All affiliates can be modified in the classification of their championship before start the season, by the 
board of Directors which will analyze the level it deserves according to ISMA quality standards.  
 
INDEPENDENT COMPETITORS, CLUBS AND TEAM OF NEW AFFILIATION  
Individual athletes, teams, individuals, schools or Institutes may 
request to be discharged from the Association that are affiliated, which means 
a voluntary disaffiliation 
 
 



 
AFFILIATE PENALTIES  
It is appropriate to apply sanctions to ISMA members, when: 
I. There is a breach of the obligations indicated as an associate. 
II. There is a refusal to meet the request of the majority of affiliates or associates and said request is made 
in writing and duly substantiated.  
III. There is repeated refusal to comply with the decisions of the Council executive. 
IV. There is a neglect of obligations or repeated opposition to mandatory standards, abusive or malicious 
use of the powers and powers that correspond to those they hold managerial positions. 
 
BENEFITS OF BEING PART OF ISMA  
Those who in time and form meet all the requirements to be members of International Society of Martial 
Artists, will get the following benefits:  
• Advice on infrastructure, development and promotion of arts championships Martial 
• Affiliate Certificate. 
• Partnerships for participation among members internationally. 
• Certification of judges. 
• Certificate of judges with international value. 
• ISMA Ranking.  
• Updated information on the ranking of the current season.  
• Information about the event to be held on the website. 
• Promotion of your Championship in electronic media.  
• Seminars with national and international exponents. 
• End of the International Society with the quality that you and your associates will deserve  
 
CANNOT AFFILIATE  
For no reason without exception, people with a criminal record may join, legal or other problems that 
discredit ISMA and the table directive. The total responsibility of each event will be assumed by the 
promoter responsible for it. Every school, academy or affiliated institution will be Responsibility of the 
Registered Director to ISMA. Our International Organization has the role of Technical advisor, Ranking and 
Associate Promoter; to be able to support in the growth of the affiliate or registered event, leaving all the 
execution to those before mentioned.  
 

Article XII SEED RULES ISMA ALL GRADES 
 
12.01 FIRST SEED SELECTION  
Once the ISMA finals have been concluded, the first places of each division which will be called ISMA 
SEEDS, the benefits of being the number one of the divisions are reflected throughout the year of the new 
season. 
 
12.02 BENEFIT OF AN ISMA SEED  
To be an official ISMA seed, you must process your credential with the validity for the following season 
which will be delivered in the first tournament of the season valid.  
Combat Seed: The seed will show its credential at the beginning of the list pass and this way will 
automatically be the first bay seed in Form: The seed will show its credential at the beginning of the list 
pass and of this way will automatically be the last to show its form  
 
 
 



 
12.03 SEEDS 
Competitors can only be planted in the divisions that are classified. Points earned in one division are not 
transferred to another division. The only one exception to this rule is in the first 2 tournaments of the year 
when a competitor must move to an older division. The competitors thatthey move to an older division 
have the opportunity to be seeded in the previous division, although they have not earned points in that 
age division (see sowing priority order below). An exception to this rule is if a competitor climbs to an 
older division in the last tournament of the year in an attempt to secure a seed on the competitors that 
were ahead in points in the younger division but they chose to remain in their legal age. division all the 
year. Those who go to the previous division will be evaluated on those who The age divisions changed in 
the last tournament of the year. 
 
12.04 PRIORITY ORDER OF SEEDS IN FORMS AND WEAPONS 
Sowing is determined by three groups of seeds; Group A, Group B and Group C. Group-A are only the 4 
best seeds, according to the current classification. Group-B are the Remaining seeds and will be selected, 
if necessary, in order of seed. The group In the end, Group-C is made up of competitors that have 
increased in age, since the previous year. Group C is only considered for the first two or three events of 
the year where the classifications of the previous year are used for planting) of any year They are selected, 
if necessary, in order of seed. 
 
12.05 MAXIMUM SEEDS - FORMS AND WEAPONS 
There is a maximum of 4 seeds in Divisions of Form and Weapons unless there is ties in placements. Links 
can be added to Groups group. 
 
12.06 SEEDS OF FORMS AND WEAPONS 
First observe the 4 best seeds of Group A (usually the seeds number 1, 2, 3 and 4) and see how many are 
present. If all competitors are present, including ties, the amount of seeds needed is complete and will be 
shuffled to get an order. If there are links within the seeds, usually seed 1 and / or the seed 2, the seeds 
with the lower upper part 4 may not be included in the graph See examples below. If some of the 4 best 
competitors don't they are present; the number of competitors needed to complete the Maximum of 4 
seeds will be selected from Group B (next) and Group C (if necessary). By example: - The 4 main 
competitors or seed 1, seed 2, seed 3 and seed 4 they are present; then everyone will enter the group - a 
random mix; - There are 2 seeds ranked number 1 that are in the event, a seed number 2, a seed number 
3 and a seed number 4. All are present. How ISMA only takes the first 4 in group A; therefore, the 2 
numbers 1, 2 and 3 will enter group A random; - There are 2 seeds classified as number, 1 that are in the 
event, one seed number 2, 2 seeds number 3 and one seed number 4. All are present. Since NASKA only 
takes the first 4 to group A, the 2 numbers 1, the numbers 2 and the 2 3 numbers will enter the mix. In 
this example, 5 competitors will be in the group To random. - There are 1 seed classified 1, 2 and 3 and 3 
seeds classified 4th, all are present. In this example, 6 competitors will be included in group A randomly. 
If only 2 of the first 4 are present in Group A, you will need two more seeds to Complete the planting. If 
the two seeds most necessary to make a total of 4 are found in Group B, planting is complete. The 2 seeds 
selected from Group B are selected in order of placement in the divisions. Example: if # 5, # 6 and # 7 are 
all present, # 5 and # 6 will be selected. If there are not 2 seeds present in Group B, then dial Group C to 
complete the total of 4 seeds. The number of necessary competitors of Group B and / or Group C if it is 
necessary are selected according to their order of location in the division. Once I know select the 
additional seeds, they will be mixed to determine their location of order. The seeds of Group B will always 
be placed in order before the Group A seeds and Group C seeds, if necessary, be placed before seeds of 
Group B. A maximum of 3 mixtures can be used if all 3 groups are used of seeds. If there are no 4 seeds 
available using the 3 groups of seeds, it is sown less than 4. The center official is required to supervise or 
carry out the process of random selection of seeds. If a competitor is late (the division is ready to 



start, but the first competitor has not started), late entry must compete first, including seeds that are late; 
see section 1.06 - Late entry. 
 
12.07 COMBAT SEED  
The best seeds (Max 4) will be sown in the first round of competition with all the competitors. Seeds (Max. 
4) will be sown from each other in the supports with the number one and four seeds in the upper support 
and the seeds number 2 and 3 on the lower support. If bye (s) are needed, the seed will receive the 
ornaments in order of their sown position. The fighters are no longer classified automatically in the 
quarterfinals unless there are eight or less competitors in the division or if receiving a good bye they move  
to the fourth or semifinals. Seeds may reject byes, but they should still be in square brackets away from 
others. seeds as described above. 
 
12.08 SEED EQUITY RULE 
If questions arise about planting that cannot be answered by the rules previous, the Chief of Referees of 
the Tournament will make the final decision of who and how will show a competitor. 


