Cornhusker State Games
Fencing  - Energy Sword
Rules  - 2020

Safety equipment
· Head
· Jacket
· Forearm
· Hard Covering
· Hand
· Foot
· Leg
· Costuming

Weapons
· Standard
· Exotic
Tournament Procedures
· Starting Time
· Sport Director Address
· Event Procedure
Scoring
· Targets and Points
· Attacks
· Clean Hits
· Afterblows
· Open Doubles
· Closed Doubles
· Disarming
· Ring Out
· Grappling
· Special Moves
Dangerous or Unsportsmanlike Conduct
· Dangerous or Unsportsmanlike conduct will not be allowed at any CSG event.
Refereeing and Judging 


Volunteers
· Scorekeeper
· Timekeeper
· Squire
· Runner



[bookmark: _3znysh7]Safety Equipment

These are the minimum requirements.  Please feel free to armor up further than the minimum.  We would love to have no competition based injuries. 

Please note:  Safety Equipment WILL be checked.  If equipment is not visible, it may be hit with a stick to make sure it is there.  If an athlete does not have appropriate equipment, they may try to borrow some from other athletes.  If none is available, they will not be allowed to participate.  You may feel you are willing to risk your own injury, but we don’t want others to risk injuring you.

Now, on to the important bits:

[bookmark: 2et92p0]Head Protection
· A fencing mask, 350 newton minimum, in good condition, with appropriate bib.  Other masks, including steel, by permission only.
· Back of head protection is required for all events
· Rigid gorget is required for all events.  
[bookmark: tyjcwt]Jacket Requirements
· This lists the minimum required protection.  More protection is encouraged.
· A long sleeved shirt
· Front and back torso protection
· Padded jackets, motocross armor, or gambesons encouraged
· HEMA jackets highly encouraged
· Clothing needs to cover the entire upper body, no exposed skin is allowed.

[bookmark: 3dy6vkm]Forearm Protection
· Forearm protection is required.
· Forearm protection is required to cover the majority of your forearm/wrist


[bookmark: 1t3h5sf]

Hard Covering Protection
· Hard protectors for the knees and elbows are required for all events.
· Shin protection is required.  
· Men are required to have a cup for all events.
· Women are encourage to wear a fencing chest protector or other armor that completely cover the breasts.
· Participants are encouraged to wear hard chest protectors in all events, but not required.  


[bookmark: 4d34og8]Hand Protection
· Hand protection is required for all events.
· Gloves must provide sufficient padding to protect from hard strikes.
· Examples include:  Lacrosse gloves, Red Dragon gloves, Gajardoni gloves
· Both hands must be gloved.

[bookmark: 2s8eyo1]Foot Protection
· Closed toed shoes are required for all events.  Historical footwear and five finger shoes are allowed.

[bookmark: 17dp8vu]Leg Protection
· Shin protection is required.
· Upper leg protection is recommended.
[bookmark: 6f1ehgvyhzzl]Costuming
· Costumes and garb are permitted with the following caveats:
· No capes.
· If an outfit features flowing parts, such as sleeves, the participant must recognize that the flowing part might be struck and registered to the judges as if it was a good blow. 
· All safety gear must remain in place.


If in doubt as to whether any particular bit of protection is allowed, please contact the Sport Director at catskyfire@starpaw.com.   

[bookmark: _3rdcrjn]Weapons

[bookmark: 26in1rg][bookmark: Standard]Standard
· The weapon shall be a commercially made stunt weapon.
· Measurements of blade, hilt, etc. shall match The Saber Legion (TSL) rules as of July 1, 2020.
· All major brands are acceptable, but must be inspected and approved for stability and safety.
· Sound elements are encouraged but must be family appropriate.
· If you have a custom-made blade, it must be tested and approved by the tournament officials prior to competing with it.
· Must have a lighting element.
· No sharp edges anywhere on the saber.
· Protective covers over sharp edges are permitted. 
· Rubber tips, thick leather, etc.
· The Sport Director will not have any personal weapons to use.  The Omaha Metro Area Combat Academy has offered to provide a few for use.
[bookmark: Exotic]Exotic
· The weapon shall be a commercially made stunt weapon.
· Measurements of blade, hilt, etc. shall match The Saber Legion (TSL) rules as of July 1, 2020.
· All major brands are acceptable, but must be inspected and approved for stability and safety.
· Configurations deemed unsafe will be forbidden.  The Sport Director, on the advice of Referees, will make this determination.
· You are not allowed to change weapons during the bout unless your current weapon breaks.
· You may change weapons between bouts.
· Must have a lighting element
· Duel wielding is permitted.
· Athletes are not required to fight the same style as their opponent.
· Sound elements are encouraged but must be family appropriate.
· If you have a custom-made blade, it must be tested and approved by the tournament officials prior to competing with it.
· No sharp edges anywhere on the saber.
· Protective covers over sharp edges are permitted. 
· Rubber tips, thick leather, etc.
· Use of a standard weapon is permitted.

[bookmark: lnxbz9]If there are any questions regarding weapons prior to the tournament, please contact the Sport Director at catskyfire@starpaw.com.   



[bookmark: _35nkun2]Tournament Procedures

[bookmark: 1ksv4uv]Starting time
· The starting time, as listed in the schedule, is for close of registration.  All athletes will have checked in by that time.  Late entries may be disallowed.
· Athletes should arrive and check in well in advance of starting time.  The first event of each day is at 9:00 a.m. and the Sport Director will be there by 8:00 a.m.
· Athletes should be in their gear by starting time.   If enough people are in gear before starting time, equipment check may begin.
· Safety gear will be checked.  Gear that is not visible may be hit with a stick to ensure its presence.  
· Once close of registration is complete, the Sport Director will address the crowd.
[bookmark: 44sinio]Sport Director Address
· Welcome everyone to the 2020 Cornhusker State Games.
· Bellevue University is a lovely host with a gorgeous gym.  Do NOT hurt the floor.  It is beautiful.
· Athletes are reminded to self-identify blows against them.
· Athletes are reminded that they can decline points awarded to them if they feel they were not valid.
· Referees are reminded to accept self-identified blows unless they can articulate a reason to decline.
· Questions are answered.
· Potential judges are directed to a designated Referee for further instruction.
· Volunteers are directed to a designated Volunteer for further instruction.
· The Sport Director asks all athletes to prepare for their event and finishes setting up the pools.
· The Sport Director hopes to have much of the pools entered into the system in advance, but reminds athletes that day-of entries or drop outs may occur.
[bookmark: 2jxsxqh]Event Procedure
· The Sport Director will give pool information to Tables.  
· The intent is to have pools of eight, based on number of participants.
· Pools will be announced verbally and posted at Table.  Possibly also posted on the wall.
· The number of active rings will depend on the number of Referees and Judges available for the event.
· Athletes will get their gear and go to the Ring their pool is at.  
· Rings will be 20 foot squares for Standard and 25 foot squares for Exotic.
· Athletes will check in with Table.
· Table will announce who is about to fight and who is on-deck.
· About to fight means your gear should be on, weapon in hand, with armband on, moving to position.
· Your position will be the corner with the letter that matches your armband.  B for Blue, R for Red.  
· On-deck means get your gear mostly on, have it in hand, and get the armband on.
· Please do not delay matches by being unprepared when it is your turn.  
· The bout will take place.  
· Athletes will salute Referee and Judges and fight when called to do so.
· Athletes will acknowledge hits to them when they believe they are good.
· Referees shall accept hits unless they can articulate a reason not to.
· Athletes may decline points if they feel their attack was not good.
· Bouts will last three minutes or ten points, whichever comes first.
· After the bout is over, athletes will acknowledge each other before leaving the ring.

· After the bout is over, athletes will allow the Squire to take the armband so they may put it on the on-deck athlete. 
· At the end of each bout, the Runner will bring the score sheet to the Sport Director for entry into the computer.
· If an athlete wishes, they may request to see the score sheet.
· Score sheets will be kept at the Tournament Table until the end of the Games.
· When all pools are complete, the Sport Director will calculate the Direct Eliminations
· The top eight will go into Direct Eliminations.
· The number of active rings will be based on the number of available Judges and Referees.
· When all eliminations are complete, the Sport Direct will award medals.

Please note the time of your events!  If your event is scheduled at 1:00 p.m. and you show up at 9:00 a.m., do not be upset that another event is taking place and that you are doing nothing.  
Lunch will likely take place between the end of one event and the beginning of another.  Remember that events can run long/short, and be prepared to adjust.  (This is also why athletes being ready when on-deck helps a lot.)


[bookmark: _z337ya]Scoring

Each bout goes to 10 points or 2 minutes, whichever comes first.   Ties will be resolved by sudden death of 30 seconds.
[bookmark: 3j2qqm3]Targets and Points
· Head – 2 points
· Torso – 2 points
· The shoulder seam will determine torso vs. arm.
· Torso will be defined as bottom of the jacket/shirt.  In cases where it is of an unusual length, it will be addressed at that time.
· Arms – 1 point
· Legs – 1 point
· Feet and Hands are not valid targets.
· The leg target will end above the ankle.
· The arm target will end at the wrist.
· The throat is not a valid target.
· Thrusts to the stomach are not permitted, cuts are.
· The groin is not a valid target.
[bookmark: 1y810tw]Attacks
It is recognized that energy swords, being energy, do not require the same force to register a hit as non-energy swords.  It is expected that athletes will show appropriate caution to have a blow that is observable and could cause harm if the energy sword was real, but not a blow that could cause harm if it was a non-energy sword.  
If an attack would do no more than cut the clothing, it will not count for points.
· Thrusts
· A thrust can be made to any part of the body and is defined as pushing the point of the weapon towards the opponent and making solid contact.
· A thrust can be made from even a very small distance.
· It does not take much pressure to do this, but a thrust that barely touches will not score a point.

· Cuts
· Any clear cutting move with the blade.
· It does not take much pressure to do this, but the cut must be firm.
[bookmark: 4i7ojhp]Clean Hits
· Clean hits have no effect on scoring.
[bookmark: 2xcytpi]Afterblows
· [bookmark: 1ci93xb]All afterblows will deduct 1 point from the primary strike.  
Open Doubles
· If the athletes attack each other, making no effort at defense, and each strikes the other, it will be an open double.
· If the athletes have four open doubles in a match, they both lose and the match ends.
· In eliminations, the individual with the highest score will enter the next bout with a -3 start.
[bookmark: 3whwml4]Closed Doubles
· If the athletes attack each other, the weapons have contact, but blows get through anyway, the Referee may call a closed double or no decision.
[bookmark: 2bn6wsx]Ring Out
· If an athlete leaves the ring with both feet, their opponent will be awarded one point.
· If an athlete leaves the ring after causing a successful strike, they do not get the points for the attack and their opponent will be awarded one point.
· If an athlete forces the opponent out of the ring using grappling techniques, they will receive a warning and no points will be awarded.  
· [bookmark: qsh70q]If an athlete leaves the ring after receiving a successful strike, they receive no points for afterblow, but the opponent will not get an extra point for the ring out.
[bookmark: 3as4poj]Disarming
· There are no points gained for causing your opponent to be disarmed.
· There are no points lost for being disarmed.
· Being disarmed repeatedly will cause the Sport Director to remind you of the floor’s beauty.
Grappling
No Ringen/Grappling, takedowns, throws, kicking, and wrestling at the sword. 
· The No Grapple Rule is due to the beauty of the floors of the venue.  Athletes should do all they can to protect that floor.
· Arm-checking is permitted but scores no points without a valid blow from the sword.
· Grabbing the opponent’s arm is legal.  Grabbing the opponent’s blade will count as an arm strike.




[bookmark: _1pxezwc]Dangerous or Unsportsmanlike Conduct

[bookmark: 49x2ik5]Dangerous or Unsportsmanlike conduct will not be allowed at any CSG event.
· Dangerous Conduct includes any act that puts spectators or competitors at unnecessary risk
· HEMA is a dangerous activity, but when practiced correctly, that danger can be limited. Actions that place participants and spectators at risk beyond the normal course of the event will not be tolerated.
· This includes:
· Attacking with intent to hurt, injure, or incapacitate another person.
· Throwing weapons.
· Hitting with excessive, unnecessary, or unmartial levels of force.
· Striking an opponent outside of an exchange, or well after halt has clearly been called
· Use of techniques deemed excessively dangerous in the circumstances of the tournament, such as throws.
· [bookmark: _2p2csry]Sparring, drills, or competing without full safety gear.
· Anything else that the Judges, Referees, or Sport Director deem excessively dangerous.
· Dangerous Conduct will dealt with on a case-by-case basis, based on severity, intent, and reoccurrence. 
· Unsportsmanlike Conduct- behaving in a manner that is disrespectful to other competitors, judges, or staff.
· All competitors are expected to behave appropriately and respectfully to all others present at the tournament.
· Unsportsmanlike Conduct will be dealt with on a case-by-case basis, based on severity, intent, and reoccurrence. 
· Potential repercussions may include:
· A warning to cease the behavior
· Loss of 2 points
· Forfeiture of the round
· Removal from the competition
· Removal from the tournament with no refund

· Referees have full discretion to offer warnings, loss of points, and forfeiture of the round.  Higher levels require the Sport Director’s approval.

· Should anyone at the tournament believe someone is behaving unsafely, they will bring the issue to the attention of the Sport Director.  The Sport Director may confer with Judges and Referees and/or may choose to observe.  The Sport Director will make decisions for the safety of all participants and to maintain the rules and spirit of the Cornhusker State Games.  

· 

Refereeing and Judging 

· Referees oversee the bouts.  The usual term is Director, but as the title of the person handling the tournament is Sport Director, I don’t want confusion in terms.
· Judges assist the Referee in observing the exchanges.
· After athletes register for the Games, they may receive an email asking their level of skill in judging and Refereeing.  The Sport Director will try to have a large enough pool of each to allow athletes to fully enjoy competing while also providing an appropriate level of judging at all stages.  
· If any athlete knows someone who wishes to attend the event purely to act as Judge or Referee, they are encouraged to have that person contact the Sport Director at catskyfire@starpaw.com.
· Similarly, if any athlete knows someone who wishes to attend the event and is willing to act as a volunteer, also have them contact the Sport Director.
· Each Ring will have a Referee and two Judges.  
· The Referee may override the Judges, but must be able to articulate the reason for doing so.
· The Referee may override an athlete’s self-identification of a blow, but must be able to articulate the reason for doing so.
· Reasons can include that a strike was flat, was not from the correct part of the blade, was too weak, etc.  
· Reasons should not include “I didn’t like it.”  
· Referees may indicate no action occurred if they cannot clearly identify the exchange.

· Referees and Judges who let the Sport Director know of their interest in those positions a week before will receive a lunch each day.  The Lunch is very likely a turkey sandwich.
· Referees and Judges who let the Sport Director know of their interest in in those positions two months before the tournament will receive a CSG Volunteer t-shirt in their requested size.  Those who do not commit until close to the tournament, or weekend of, may receive a shirt but no size is guaranteed.


[bookmark: _147n2zr]Volunteers

A tournament needs people to aid the Sport Director outside of the tasks of Refereeing and Judging.  The Sport Director requires four people per Table for maximum effectiveness.  Each Table is set next to the ring it will be assisting. 
Scorekeeper
· The Scorekeeper keeps score, marking each exchange on the score sheet.
· After the Referee calls out the score, the Scorekeeper calls it out, loudly.
· Example:  Two points, blue.
· If the Scorekeeper does not clearly hear the Referee, they shall immediately ask for the Referee to repeat the awarded points.
· Referees sometimes negate points after announcement, based on athletes declining the points.
· As requested, the Scorekeeper calls out the score.  
· If the Table has a visual score display, the Scorekeeper will keep it updated.
Timekeeper
· The Timekeeper keeps the time.  
· Simple timers will be provided, although Timekeepers are allowed to use their own timekeeping devices, such as phones, if they choose.
· Bouts begin with three minutes on the clock.
· Each time the Referee starts the bout, the Timekeeper starts the clock.
· Each time the Referee calls Halt, the Timekeeper stops the clock.
· Occasionally, Timekeepers don’t hit stop correctly.  It is expected that Timekeepers will adjust for these instances, so as not to deprive any athlete of the potential full time.
· When requested, the Timekeeper loudly announces remaining time.
· The Timekeeper will also loudly announce the time at one minute and thirty seconds.
· If time runs out and the bout is still occurring, the Timekeeper loudly announces “Time.”

[bookmark: 3o7alnk]Squire
· The Squire puts the appropriate color armband on ready athletes.
· The Squire removes the armbands from athletes who have just finished a bout and puts them on the on-deck athletes.
· This is the position that allows volunteers to observe matches the most, as armband duty is pretty much all they do.
· This position requires no knowledge of the sport itself, only the ability to make people stand still long enough to get/receive armbands.
[bookmark: 23ckvvd]Runner
· The Runner brings scoresheets to the Sport Director after each bout is completed.
· If the Sport Director needs to communicate with the Table, they may signal the Runner to convey messages.
· This position requires no knowledge of the sport itself.

· Volunteers who let the Sport Director know of their interest in volunteering a week before will receive a lunch each day.  The Lunch is very likely a turkey sandwich.
· Volunteers who let the Sport Director know of their interest in volunteering two months before the tournament will receive a CSG Volunteer t-shirt in their requested size.  Those who do not commit until close to the tournament, or weekend of, may receive a shirt but no size is guaranteed.


