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INTRAMURAL COMBAT GRAPPLING

1. GENERAL

a. The current USCC Cir 28-1, Competitive Sports book, governs the administration of Company Athletics to include combat grappling.  If this manual in any way conflicts with the administrative procedures found in the Competitive Sports book, that publication will overrule.

b. Standard Tournament Grappling rules, slightly adapted for Company Athletic use, govern the conduct of matches.  These rules are contained in this manual.

2. PERSONNEL

a. Each regiment will have one Cadet in Charge (CIC).  Each company will provide: 1EA Referee, 1EA coach, and a team consisting of 10-14 grapplers.  Each team will provide one person to act as a scorer or injury timekeeper for each match.

b. Minimum team strength is 10 and maximum is 14 grapplers.  At the end of the medical screening, each company must qualify at least 10 and no more than 14 grapplers.  Each team must have at least one, but no more than two grapplers in each weight category.  Coaches may compete.  Every team member must grapple at least three matches to receive CA credit.

c. Females:  As many as interested my participate.  Only 1 female may count towards the company requirement of 10 to 14 and additional female grapplers will NOT count against the company maximum.
3. RESPONSIBILITIES

a. CIC

i. Overall responsibility for the conduct of company athletics combat grappling for their respective regiment.

ii. Understand the rules.  You are the SME for your regiment.

iii. Schedule mats and officials for each match (1st Regiment officiates 2nd Regiment; 2nd Regiment officiates 1st Regiment; 3rd Regiment officiates 4th Regiment; and 4th Regiment officiates 3rd Regiment).

iv. Ensures all equipment is present, daily.
v. Ensures all mats are sanitized on a daily basis. 
vi. Submit absentee report, match results, and participation report to DPE Sport Educator by 1200 the day following the match.

vii. Supervise officials and coaches and ensure they know and follow all rules.

viii. Ensure that no grappling begins until a DPE Athletic Trainer is present.

ix. Assign grades to coaches and officials.

x. Ensure each company begins with requisite number of grapplers, provides 1EA coach, and 1 EA referee. 

xi. Ensure that all equipment is properly set up and put away each day.

b. Coaches

i. Ensure grapplers know and follow all rules. 

ii. Ensure team is present and on time for all practices, meetings and matches. 

iii. Ensure all team members meet eligibility, medical clearance, and minimum participation requirements.

iv. Submit a medical clearance screening form for each team member as instructed by the CIC NLT suspense TBD.  Submit absentee report to the CIC upon arriving.  Submit match results and participation report to CIC before leaving the grappling area.

v. Ensure all grapplers competing the day of a match have made weight the day of the competition.

c. Referees

i. Know and strictly enforce all rules.  Maintain control of your assigned mat.  

ii. Ensure that the mat is set up for your assigned match and that all scorers, timers and judges are present and prepared.

iii. Confirm results with the coaches and the CIC before leaving the grappling area after a match.

iv. Report to every Company Athletic practice and record contest.

v. Ensure each mat is set up, sanitized, equipment present, and mats rolled up at the end of practice/record competition.

d. Mat Judge / Timer

i. Maintain the official score sheet (the flip scoreboards are not the official sheet).

ii. Keep running match time.  Stop the clock when the referee indicates.

iii. Supervise the scorers and timekeepers.

e. Scorers / Injury Timekeepers

i. Each competing team must supply one person.

ii. One person reacts to the referee’s call and operates the flip scorecards to reflect the score.

iii. One person keeps track of injury time using two stopwatches.

4. EQUIPMENT

a. Team coaches are responsible for drawing the following equipment from the DPE supply room:

i. Headgear per grappler

ii. Referee’s Shirt
b. CIC’s will draw one CIC shirt from DPE supply room.

c. The 1st / 2nd Regiment CIC’s is responsible for drawing the equipment listed below.  Each CIC will inventory the storage area that is being used that day and record the results of the inventory on the log provided in the storage area.  From DPE Supply:

i. (8) stopwatches

ii. (4) battery operated clocks

iii. (4) towels (to throw at end of time)

iv. (4) flip scoreboards

v. (8) whistles

d. The 3rd / 4th Regiment CIC is responsible for drawing the equipment listed below from the DPE Trainers.  Each CIC will inventory the storage area that is being used that day and record the results of the inventory on the log provided in the storage area.  

i. (6) squirt bottles with bleach solution

ii. (8) packs of white paper towels

iii. (4) boxes of protective gloves

iv. (10) red trash bags

v. (4) five gallon buckets or small trash cans

vi. (5) red/green anklets
5. UNIFORM

a. CIC—CIC shirt, gym A shorts/sweatpants, white socks, and predominately black court shoes.

b. Coaches- Gym A under BDU/ACU’s , white socks, headgear, and wrestling shoes.

c. Referees- Black and white stripe referee shirt, gym A shorts, white socks, predominately black shoes, whistle.

d. Grapplers-Gym A under BDU/ACU’s  white socks, headgear, and wrestling shoes for practice and competition.  Grapplers will not compete in court shoes.  If they do not have wrestling shoes they will compete in socks.  Mouthpieces and headgear are mandatory.

e. At no time will anyone wear boxer shorts or jewelry with any uniform associated with combat grappling.

f. Wrestling headgear will be worn by every grappler in the training area.  Once the grappler enters the training area the headgear is donned and taken off only when he leaves the area.

6. MATCH RULES

a. Teams will compete in the following weight classes:  
	MALES
	
	FEMALES

	149 & under
	
	MATCHED UP

	150-159 lbs.
	
	BY CIC’s

	160-169 lbs.
	
	WEIGHTS 

	170-179 lbs.
	
	MUST BE

	180-189 lbs.
	
	+/-10 LBS

	190-209 lbs.
	
	

	210+ lbs.
	
	


Males:  1 EA company team
Females: as many as are interested.
Grapplers must make weight between 0530 and 1600 the day of the match.  Coaches will verify that their grapplers have made weight.  There will be no additional weight allowances.  Cadets may only compete in one contest match/day.  Any cadet wishing to compete more than one weight class higher must get permission from the OIC.  Weight certification will take place at the first record match.

b. Matches will consist of one five-minute round.

c. Any contestant who does not respond after the proper call of his name is considered defeated by forfeit and eliminated from the competition.  Coaches may ask the referee for a reasonable delay if necessary, but the opposing coach must agree.

d. The bout begins with each grappler in his appropriate corner.  The referee calls the two grapplers to the center of the mat and checks the following:

i. Uniform (BDU/ACU’s. headgear, mouthpiece and shoes)

ii. Skin for greasy or sticky substances or excessive perspiration

iii. Length of fingernails

iv. Evidence of exposed skin disease

e. At the end of the match the timekeeper will throw a rolled towel out onto the mat to alert the referee who will in turn sound the whistle.  Action occurring after the whistle is not counted.

f. Each grappler is allowed two “Blood Stops” without penalty.  On the third blood stop the bleeding grappler will forfeit the match and be escorted to the DPE trainer’s office for evaluation.

g. The bout is over when one of the following occurs:  
i. grappler submits 
ii. the referee stops action to prevent injury or when one grappler is not able to submit 
iii. grappler scores fifteen points; 
iv. one or both grapplers are disqualified
v. time expires.

h. At the end of the bout, the referee stands in the center of the mat with each grappler on one side or him/her.  The grapplers shake hands and the referee will then indicate the winner of the match by raising the victor’s arm.

i. The coach must remain off the edge of the mat during the match.  The coach is the only one allowed in the grappler’s corner and is strictly forbidden from insulting or influencing the decisions of the referee.  The coach must maintain control of his team during the match.  They must sit along one side of the mat (off the entire mat) opposite from the opposing team.  A coach that violates the above restrictions may be warned or ejected by the referee.  Should the coach be ejected, the team may appoint another coach and continue the match.

j. If one of the following situations occurs during the match, the referee will stop the action and move grapplers to the center of the mat.  The grapplers will be restarted in the same position in which they went out of bounds.

i. One foot of a grappler goes out of bounds while in the standing position.

ii. An illegal or potentially dangerous move.

iii. Action carries the grapplers off the mat or into another competition.

7. GRAPPLING POSITIONS  (See Appendix A)
a. Neutral is defined as both grapplers standing facing each other.

b. Front Mount is defined as the top grappler having both knees and feet on the ground.

c. Back Mount is defined as one grappler piggy-back on his opponent with both feet hooked into position or with figure four body lock in place.

d. Knee in Chest is defined as the top grappler having one knee on the chest of the bottom grappler with his other knee up and away from the bottom man for stabilization.

e. Guard is defined as when one grappler is on their back with their opponent controlled between their legs.

8. TIMEKEEPING / TIE BREAKING

a. The clock will start and stop on the referee’s whistle.  Any time there is a stop in action the clock will stop.

b. If the score is tied at the end of the allotted time, a 3 minute overtime round will begin immediately with the fighters starting on their feet.  If there is no submission before time expires or a fighter does not reach a total of 15 points, the fighter with the most points will be declared winner.  If the score is still even the fighter who was considered the most aggressive by the head referee will be declared the winner.
9. SCORING

a. Grapplers will earn team points for each individual match as follows:

i. Submission, forfeit, disqualification

(7 team points)

ii. First to score 15 points


(5 team points)

iii. Opponent scores 10 or more points    
(4 team points)

iv. Opponent scores 9-5 more points

(3 team points)

v. Opponent scores 4-1 more points

(2 team points)

vi. Opponent becomes unconscious

(15 team points) 

b. Referee will award points for individual moves as follows:  All positions must be stabilized to the referee’s satisfaction.

i. 4 POINTS

1. Front Mount:  The fighter establishes the mount with both knees and feet on the ground.

2. Back Mount:  The fighter establishes the back mount with both feet hooked into position.

ii. 3 POINTS

1. Knee in Chest:  From side control, the fighter establishes one knee in his opponent’s chest/abdomen and the other knee up and away from him and stabilizes himself.

2. Pass the Guard:  From between his opponent’s legs, the fighter clears the legs and gains side control or mount.

3. Sweep:  From the guard position, the fighter changes positions, placing his opponent on his back.

4. Take Down:  From the standing position, the fighter places his opponent on his back and gains side control or the mount.

iii. 2 POINTS

1. Take Down:  From the standing position, the fighter places his opponent on his back but fails to gain side control or the mount.

iv. 1 POINT DEDUCTION (ie. Point goes to other grappler)

1. Stalling:  From either within the guard, side control or bottom mount, the fighter must try to improve his position.  The judge will give two warnings and then award a point to the other grappler.  If the stalling continues, the judge will give two additional warnings, then award the other grappler an additional point, continuing this pattern until the end of the match or when action occurs.

2. Passivity:  Fighter disengages from the top (dominant) position.

10. BREAKING TIES

a. If at the end of regulation time the score is tied, a 3 minute overtime round will begin immediately with the fighters starting on their feet.  If there is no submission before time expires or a fighter does not reach a total of 15 points, the fighter with the most points will be declared winner.  If the score is still even the fighter who was considered the most aggressive by the head referee will be declared the winner.  
b. If the match ends and both teams have a tie score, the referee, along with the two coaches will review the results of each bout and determine the winning team based on the following tie breaking criteria:

i. The team with the most submissions

ii. The team with the most point wins.

c. If, at the end of the season, any teams are tied for first place, the criteria listed below will determine their appropriate ranking.  Teams that are tied for other than first place in their regiment will remain tied and split the CA points as described in the Competitive Sports Book.  These methods of tie breaking imply that the CIC’s will track and report the following statistics:

i. Results of head to head competition

ii. Greater number of individual victories during the season

iii. Greater number of submissions during the season

11. PENALTIES, CAUTIONS, & DISQUALIFICATIONS

a. The referee will disqualify any grappler who receives two cautions during a bout.  Grapplers may receive cautions for illegal holds/techniques or the use of excessive force.

i. For the first caution the referee will stop the bout and explain the caution and the reason to the grappler and coach.  The referee will restart the match with the grapplers in the same position they were in before the action was stopped.

ii. A second caution will result in disqualification.

iii. Any grappler who continues to apply a submission hold after their opponent taps out will be disqualified, and possible removed from the Company Athletic Grappling program

b. Illegal Holds

i. Illegal techniques include strikes of any kind, twisting knee and ankle locks, finger techniques, wrist techniques, grabbing the fingers, toe holds, attacking the groin, face locks, neck and spine stretches, picking up the opponent to pass the guard, and any suplex-type throws.

c. Prohibitions

i. If, in the judgment of the referee, a grappler purposefully commits a potentially dangerous hold as described, the grappler committing the offense may be disqualified.

ii. Grapplers may not pull hair, ears, or genitals, pinch skin, bite, or head butt.  A cross face maneuver is a legal move provided that the forearm is used in an attempt to turn the opponent or as a counter but not merely to inflict pain or injury.

iii. Holds and actions described above are potentially dangerous.  Referees should anticipate danger of injury from these and be in position to block them before they reach the danger point.  They will also issue a caution to the grappler at fault.

d. Stalling

i. Stalling usually occurs when one grappler is ahead and trying to protect a lead, or when a grappler is tired.

ii. Calls and signals asking for greater action are preliminary warnings, given by calling the man’s color and announcing the stalling terms, such as:  “Red Stalling”.

iii. If the referee wishes to call a grappler for stalling he will signal a point for the non-stalling grappler.  If the stalling continues the referee will continue to first offer two warnings then follow by awarding the non-stalling grappler a point until action resumes.  There is no limit to the number of points that can be awarded to the non-stalling grappler.

12. SAFETY

a. Grappling can be a dangerous sport if the competitors, coaches, and administrators do not prepare adequately or approach the sport seriously.  Everyone involved in CA Combat Grappling is responsible for safety.

b. No cadet may practice or compete until he has been cleared by the DPE athletic trainer and his name is on the list of cleared cadets.  The athletic trainer will provide forms and guidance on the first day of spring CA’s.

c. Most grappling safety requirements are common sense, but some are specific to the sport.  Coaches, CICs and grapplers should keep the following points in mind, and notify the DPE monitor or potential hazards.

i. Grapplers should warm up sufficiently

ii. Do not allow obvious mismatches, either by weight or skill

iii. Ensure all obstacles in the vicinity of the mats are removed or well padded

iv. Take care of and report all injuries immediately

v. Do not try and grapple injured

vi. Shower thoroughly after grappling to prevent infection

vii. Do not grapple if you have a contagious skin disease

viii. Do not attempt severe weight loss

ix. Keep fingernails well clipped

x. Grapplers must wear protective headgear in practice as well as in matches

xi. Mouthpieces are required

13. SKIN DISEASES

a. Causes:  Skin diseases are typically not picked up off of the mat.  They are normally spread through contact with other grapplers.  Therefore the best prevention of skin diseases is to check yourself and make sure you have no odd rashes, bumps, or circles on your skin.  If you do, you should not grapple and should get checked at the DPE training room immediately.

b. Ringworm is one of the most common skin diseases.  It appears as a small red circle.  It is usually raised, always round, and usually red in color.  It is highly contagious and very treatable.

c. Herpes is another common skin disease.  It usually appears as raised dots (almost like acne) and usually itches.  You will typically feel sick the first time you get it.  Again, it is highly contagious, but treatable.

Appendix A—Excerpts from FM 3-25.150--Combatives
The key to developing good ground fighters is ingraining a feel for the dominant body positions and how they relate to each other.

a. Stand up in Base. This is the most basic technique. It allows the fighter to stand up in the presence of an enemy or potential enemy without compromising his base and thus making himself vulnerable to attack. The principles of body movement inherent in this technique make it so important that leaders should reinforce it every time a fighter stands up

(1) Step 1 (Figure 3-5). The fighter assumes a seated posture resting on his strong side hand with his weak side arm resting comfortably on his bent knee. His feet should not be crossed.

(2) Step 2 (Figure 3-6). Placing his weight on his strong side hand and weak side foot, the fighter picks up the rest of his body and swings his leg between his two posts, placing his foot behind his strong side hand. It is important that the knee should be behind the same side arm as shown
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Figure 3-5 Stand up in base, step 1.        Figure 3-6. Stand up in base, step 2.
(3) Step 3 (Figure 3-7). After placing his weight on both feet, the fighter lifts his hand from the ground and assumes a fighter's stance. He holds his hands high to protect his head and face. His fists are clenched, but relaxed. His elbows are close to his body, and his weight is evenly distributed on both feet, creating a stable base. He is light on his feet with his knees slightly flexed to allow quick movement in any direction.
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Figure 3-7. The fighter's stance.
b. Escape the Mount, Trap, and Roll. This move starts with the fighter on his back and the enemy mounted on his chest.

(1) Step 1 (Figure 3-8). Using both hands the fighter secures one of the enemy's arms and places his foot over the same side foot of the enemy, keeping his elbows tucked in as much as possible.
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Figure 3-8. Escape the mount, trap, and roll, step 1.
(2) Step 2 (Figure 3-9). The fighter now lifts the enemy straight up with his hips and, because the enemy has neither a hand nor a foot to stop him, he will topple over.
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Figure 3-9. Escape the mount, trap, and roll, step 2.
(3) Step 3 (Figure 3-10). As the enemy begins to fall, the fighter turns over, ending within the enemy's guard.
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Figure 3-10. Escape the mount, trap, and roll, step 3.
c. Escape the Mount, Shrimp to the Guard. This move also starts with the fighter on his back and the enemy mounted on his chest. While the fighter is attempting to escape the mount, trap, and roll, he may be unable to capture the enemy's leg. This occurs when the enemy moves his leg away. This movement, however, creates an opening under the same leg. The term shrimp refers to the action of moving the hips away, which is crucial to the success of this technique.

(1) Step 1 (Figure 3-11). The fighter turns on his side and faces toward the opening created by the enemy, ensuring that his leg is flat on the ground.
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Figure 3-11. Escape the mount, shrimp to the guard, step 1.
(2) Step 2 (Figure 3-12). The fighter now uses either his elbow or hand to hold the enemy's leg in place and brings his knee through the opening. 
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Figure 3-12. Escape the mount, shrimp to the guard, step 2.

(3) Step 3 (Figure 3-13). When his knee gets past the enemy's leg, the fighter places his weight on the same leg and turn towards the other side. This action will bring his knee up and create enough space to pull the leg out and place it over the enemy's leg.
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Figure 3-13. Escape the mount, shrimp to the guard, step 3.
(4) Step 4 (Figure 3-14). The fighter now uses his hands to hold the enemy's other leg in place to repeat the actions from the first side.
(5) Step 5 (Figure 3-15). It is important that the fighter lock his feet together around the enemy, placing him in the open guard.
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Figure 3-14. Escape the mount, shrimp to the guard, step 4, step 5.
d. Pass the Guard and Achieve the Mount. The fighter is in base within the enemy's guard. From this position, the fighter must escape from within the enemy's legs. This action is called passing the guard.

(1) Step 1 (Figure 3-16). The first thing the fighter must do is defend against the front choke by using one hand to pin one of the enemy's arms to the ground at the biceps. He also keeps an upright posture.
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Figure 3-16. Pass the guard and achieve the mount, step 1.
(2) Step 2 (Figure 3-17). The fighter then raises his opposite side foot and places it on the ground just out of reach of the enemy's hand. He turns his hips, creating an opening, and pushes his hand through, fingertips first.
(3) Step 3 (Figure 3-18). The fighter then slides down and back until the enemy's leg is on his shoulder.
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Figure 3-17. Pass the guard and achieve the mount, step 2, step 3.
 (4) Step 4 (Figure 3-19). With the same hand, the fighter grasps the enemy's collar with his thumb on the inside and drives the enemy's knee straight past his head. Pressure on the enemy's spine forces him to release his legs. 
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Figure 3-19. Pass the guard and achieve the mount, step 4, step 4 cont.
 
 (5) Step 5 (Figure 3-20). The fighter rides the enemy down into side control.
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Figure 3-20. Pass the guard and achieve the mount, step 5.
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Figure 3-20. Pass the guard and achieve the mount, step 5 (continued).
(6) Step 6 (Figure 3-21). The fighter faces toward the enemy's legs and changes his hips, ensuring that his knee is controlling the enemy's hip, and that his legs are spread out to avoid a reversal.
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Figure 3-21. Pass the guard and achieve the mount, step 6.
(7) Step 7 (Figure 3-22). The fighter uses his free hand to control the enemy's legs, and swings his leg over into the mount.
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Figure 3-22. Pass the guard and achieve the mount, step 7.
e. Escape the Half Guard. Frequently the enemy will wrap his legs around one of fighter's from the bottom. This is called the half guard.

(1) Step 1 (Figure 3-23). The fighter must prevent the enemy from either regaining the guard, or rolling him over. To do this, the fighter must assume a strong position. He should ensure that his elbow is against the side of the enemy's neck, and he is blocking the enemy from placing his leg under him with his bottom knee.
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Figure 3-23. Escape the half guard, step 1.
(2) Step 2 (Figure 3-24). By moving first the toe and then the heel of the captured foot, the fighter "walks" it closer to the enemy's buttocks.
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Figure 3-24. Escape the half guard, step 2.
(3) Step 3 (Figure 3-25). The fighter uses his free hand to push the enemy's knee until the fighter's knee is exposed, and then drives it over the enemy until it is on the ground.
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Figure 3-25. Escape the half guard, step 3.
(4) Step 4 (Figure 3-26). If the enemy attempts to push against the fighter's knee with his hand, the fighter places his hand under the enemy's arm at the bend in his elbow and pushes it upward towards his head.
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Figure 3-26. Escape the half guard, step 4.
f. Arm Push and Roll to the Rear Mount. The fighter starts this technique in the front mount.

(1) Step 1 (Figure 3-27). When the enemy attempts to protect his face from punches by crossing his arms over it, the fighter uses both hands to push one arm farther across and captures it in place by using his body weight.
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Figure 3-27. Arm push and roll to the rear mount, step 1.
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Figure 3-27. Arm push and roll to the rear mount, step 1 (continued).
 

 (2) Step 2 (Figure 3-28). While keeping control with one hand, the fighter uses the other hand to reach around the enemy's head and grasp the wrist of the captured hand.
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Figure 3-28. Arm push and roll to the rear mount, step 2.
(3) Step 3 (Figure 3-29). The fighter now places the first hand on the enemy's elbow and, by pushing with his chest, turns the enemy onto his stomach. The hand on the elbow is used to hold the enemy in place while the fighter repositions his chest for further pushing.
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Figure 3-29. Arm push and roll to the rear mount, step 3.
(4) Step 4 (Figure 3-30). The enemy will sometimes use his elbow as a post to avoid being turned to his stomach. When this happens, the fighter brings his weight slightly off of the enemy and uses his hand to pull the elbow under the enemy, pushing him forward onto his stomach.

[image: image30.png]



Figure 3-30. Arm push and roll to the rear mount, step 4.
(5) Step 5 (Figure 3-31). From this position the enemy normally tries to rise up and get his knees under him. When he attempts this, the fighter sits up and brings both legs around, "hooking" them inside of the enemy's legs, and grasps his hands together around the enemy's chest. One arm should be over the enemy's shoulder and the other should be under his arm.
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Figure 3-31. Arm push and roll to the rear mount, step 5.
g. Escape the Rear Mount. This technique begins with the fighter face down and the enemy on the fighter's back in the rear mount.

(1) Step 1 (Figure 3-32). The fighter must first roll over one shoulder so the enemy ends up underneath him, both facing skyward.

 (2) Step 2 (Figure 3-33). He now places one arm beside his own ear as shown and the other across his body in his armpit. This will prevent the enemy from securing a choke.
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Figure 3-33. Escape the rear mount. step 1, step 2.
(3) Step 3 (Figure 3-34). Falling toward the side of his own raised arm, the fighter pushes himself toward his own shoulders using the ground to "scrape " the enemy off his back.
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Figure 3-34. Escape the rear mount, step 3.
(4) Step 4 (Figure 3-35). Once his back is on the ground, the fighter uses his arms and legs to step over and gain the mount.
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Figure 3-35. Escape the rear mount, step 4.
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Figure 3-35. Escape the rear mount, step 4 (continued).
3-6. FINISHING MOVES

When dominant body position has been achieved the fighter can attempt to finish the fight secure in the knowledge that if an attempt fails, as long as he maintains dominant position, he may simply try again.

a. Rear Naked Choke. Chokes are the most effective method of disabling an enemy. This technique should only be executed from the back mount after both leg hooks are in place.

(1) Step 1 (Figure 3-36). Leaving the weak hand in place, the fighter reaches around the enemy's neck and under his chin with the strong hand.
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Figure 3-36. Rear naked choke, step 1.
(2) Step 2 (Figure 3-37). The fighter now places the biceps of the weak hand under the strong hand, moves the weak hand to the back of the enemy's head, and completes the choke by expanding his chest.
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Figure 3-37. Rear naked choke, step 2.
b. Cross Collar Choke from the Mount and Guard. This technique can only be executed from the guard or the mount.

(1) Step 1 (Figure 3-38). With the weak hand, the fighter grasps the enemy's collar and pulls it open.
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Figure 3-38. Cross collar choke from the mount, step 1.
(2) Step 2 (Figure 3-39). While keeping a hold with the weak hand, the fighter now inserts his strong hand, fingers first, onto the collar. The hand should be relaxed and reach around to the back of the neck grasping the collar.
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Figure 3-39. Cross collar choke from the mount, step 2.
(3) Step 3 (Figure 3-40). After grasping the back of the enemy's collar, the fighter inserts the weak hand under the strong hand and into the collar, fingers first, touching or very close to the first hand.
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Figure 3-40. Cross collar choke from the mount, step 3.
(4) Step 4 (Figure 3-41). The fighter turns his wrists so that the palms face toward him, and brings his elbows to his side. He will complete the choke by expanding his chest and pulling with the muscles of his back.
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Figure 3-41. Cross collar choke from the mount, step 4.
	Note:
	If the fighter is applying this choke from the mount, he should put his head on the ground on the side of the top hand and relax into the choke.


c. Front Guillotine Choke. Many times this technique may be used as a counter to the double leg takedown.

(1) Step 1 (Figure 3-42). As the enemy shoots in toward the fighter's legs, the fighter should ensure that the enemy's head goes underneath one of his arms. The fighter wraps his arm around the enemy's head and under his neck. The fighter's palm should be facing his own chest.
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Figure 3-42. Front guillotine choke, step 1.
(2) Step 2 (Figure 3-43). With the other hand, the fighter grasps the first hand, ensuring that he has not reached around the enemy's arm, and pulls upward with both hands.
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Figure 3-43. Front guillotine choke, step 2.
(3) Step 3 (Figure 3-44). He now sits down and places the enemy within his guard, and finishes the choke by pulling with his arms and pushing with his legs. 
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Figure 3-44. Front guillotine choke, step 3.
d. Bent Arm Bar from the Mount and Cross Mount. 

(1) Step 1 (Figure 3-45). When the fighter has mounted the enemy, the enemy may try to cover his face by putting both arms up. Using the heel of his hand, the fighter drives the enemy's wrist to the ground ensuring that his elbow goes to the elbow notch (elbow between collarbone and the head with pressure against the neck).
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Figure 3-45. Bent arm bar from the mount and cross mount, step 1.
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Figure 3-45. Bent arm bar from the mount and cross mount, step 1 (continued).
(2) Step 2 (Figure 3-46). With the other hand, the fighter reaches under the enemy's bent arm and grasps his own wrist.
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Figure 3-46. Bent arm bar from the mount and cross mount, step 2.
(3) Step 3 (Figure 3-47). The fighter raises the enemy's elbow and at the same time drags the back of his hand along the ground like a paint brush, breaking the enemy's arm at the shoulder.

[image: image49.png]



Figure 3-47. Bent arm bar from the mount and cross mount, step 3.
e. Straight Arm Bar from the Mount.
(1) Step 1 (Figure 3-48). From the mount, the enemy may attempt to push the fighter off with his arms. The fighter places both of his arms on the enemy's chest ensuring that his arm goes over the targeted arm.
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Figure 3-48. Straight arm bar from the mount, step 1.
(2) Step 2 (Figure 3-49). Placing all of his weight on the enemy's chest, the fighter pops up and places his feet under him, ensuring that he keeps his butt low.
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Figure 3-49. Straight arm bar from the mount, step 2.
(3) Step 3 (Figure 3-50). Keeping his weight on the enemy's chest, he now swings his leg around and over the enemy's head and slides down the arm.

[image: image52.png]



Figure 3-50. Straight arm bar from the mount, step 3.
(4) Step 4 (Figure 3-51). The fighter now pinches the enemy's arm between his legs, grasps the arm at the wrist, and falls back extending the arm. The breaking action is hip pressure against the elbow joint. 
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Figure 3-51. Straight arm bar from the mount, step 4.
f. Straight Arm Bar from the Guard.
(1) Step 1 (Figure 3-52). When the fighter is on his back with the enemy in his guard, the enemy will sometimes present a straight arm such as when trying to choke. The fighter should secure the target arm above the shoulder.
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Figure 3-52. Straight arm bar from the guard, step 1.
(2) Step 2 (Figure 3-53). The fighter inserts his other hand under the enemy's leg on the side opposite the targeted arm. The hand should be palm up.
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Figure 3-53. Straight arm bar from the guard, step 2.
(3) Step 3 (Figure 3-54). By releasing his legs from around the enemy's waist and raising them above him, the fighter changes his center of gravity.
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Figure 3-54. Straight arm bar from the guard, step 3.
(4) Step 4 (Figure 3-55). He now curls his back to give himself a point on which to spin, and by pulling with the arm on the side opposite the targeted arm, he spins around and places his leg over the enemy's head, capturing the target arm between his legs.
(5) Step 5 (Figure 3-56). The fighter now brings his hand from under the enemy's leg and secures the wrist of the targeted arm, completing the move by breaking the targeted arm with pressure from his hips.
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Figure 3-55. Straight arm bar from the guard, step 4, step 5.
g. Sweep from the Attempted Straight Arm Bar.
(1) Step 1 (Figure 3-57). If the enemy tucks his head in to avoid the arm bar, The fighter maintains his grip on the enemy's leg and swings his own leg down to gain momentum. The fighter ensures that he curls his leg under after swinging it down.
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Figure 3-57. Sweep from the attempted straight arm bar, step 1.
(2) Step 2 (Figure 3-58). The fighter pushes the enemy straight over with his other leg and finishes mounted.
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Figure 3-58. Sweep from the attempted straight arm bar, step 2.
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Figure 3-58. Sweep from the attempted straight arm bar, step 2 (continued).
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	[image: image62.emf]i.   4 POINTS   1.   Front Mount:  The fighter establishes the mount with both knees  and feet on the ground.   2.   Back Mount:  The fighter establi shes the back mount with both  feet hooked into position.   ii.   3 POINTS   1.   Knee in Chest:  From side control, the fighter establishes one knee  in his opponent’s chest/abdomen and the other knee up and away  from him and stabilizes himself.   2.   Pass the Guard:  From betw een his opponent’s legs, the fighter  clears the legs and gains side control or mount.   3.   Sweep:  From the guard position, the fighter changes positions,  placing his opponent on his back.   4.   Take Down:  From the standing position, the fighter places his  opponent  on his back and gains side control or the mount.   iii.   2 POINTS   1.   Take Down:  From the standing position, the fighter places his  opponent on his back but fails to gain side control or the mount.   iv.   1 POINT DEDUCTION (ie. Point goes to other grappler)   1.   Stalling:  From  either within the guard, side control or bottom  mount, the fighter must try to improve his position.  The judge will  give two warnings and then award a point to the other grappler.  If  the stalling continues, the judge will give two additional warnings,  th en award the other grappler an additional point, continuing this  pattern until the end of the match or when action occurs.   2.   Passivity:  Fighter disengages from the top (dominant) position.  

(7 points)
	
	 
	 

	First to score 15 points
	 
	(5 points)
	
	 
	 

	Referee Decision (first to score/aggressive)
	 (2-4 points)
	
	 
	 

	 Unconsciousness
	 
	 
	 (15 points)
	 
	 
	 
	 

	 
	 


	 
	 
	 
	 
	 
	 

	 Points are awarded based 
on the following criteria:
	 
	 
	 
	 
	 
	 
	 








PAGE  
2

