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A.  ORGANIZATION AND ADMINISTRATION
I.  References

a.  USCC Circular 28-1, Company Athletics Regulation manual, governs the administration of company athletics, to include wrestling.  If this manual in any way conflicts with the administrative procedures found in the USCC Cir 28-1, that publication will take precedence.

b.  NCAA Rules and Interpretations, slightly adapted for company athletics use, govern the conduct of matches.  These rules are contained in this manual and reflect folk-style (United States high schools and colleges/universities) wrestling rules.

 

II.  Personnel

a.  Each regiment will have one Cadet in Charge (CIC).  In addition to the coach and wrestlers, companies A-D will provide one official.  During matches, two officials will be present.  One will act as the mat judge and one as the side judge/timekeeper.  

b.  Minimum team strength is 10 and maximum is 14 wrestlers.  Each team must have at least one, but no more than two wrestlers in each weight category.  Coaches may wrestle.  Every team member must wrestle at least three matches to receive company athletics credit.

III.  Uniform

a.  CIC- Gold CIC shirt, Gym A shorts, white socks, and predominately black court shoes.

b.  Coaches- Gray Coach’s shirt, Gym A shorts, white socks, and athletic shoes.

c.  Referees- Black and white striped referee shirt, Gym A shorts, white socks, wrestling shoes or predominately black shoes, and whistle.

d.  Wrestlers- Gym A, white socks, headgear, and wrestling shoes for practice.  Singlet, headgear, and wrestling shoes for matches.  Wrestlers will not wrestle matches or practice in court or running shoes.  If they do not have wrestling shoes, they will wrestle in socks.  Mouthpieces are mandatory.

e.  At no time will anyone wear boxer shorts or jewelry with any uniform associated with company athletics wrestling.

f.  Wrestling headgear and mouthpieces will be worn by every wrestler anytime they step on the mat to compete or practice.  

IV.  Eligibility 

All cadets, male or female, are eligible to participate as competitors in the company athletics wrestling program provided they meet all medical screening criteria. 

V.  Team Size


Minimum team strength is 10 and maximum is 14 wrestlers.  Each team must have at least one, but no more than two, wrestlers in each weight category.
VI.  Participation

Coaches may wrestle.  Every team member must wrestle at least three matches to receive company athletics credit. (Excluding the coach)
VII.  Double Regiment and Brigade Finals

At the conclusion of the regular season, the first-place team from each regiment will advance to the Double Regiment contest.  The first-place team from 1st Regiment will compete against the first-place team from 2nd Regiment and the first-place team from 3rd Regiment will compete against the first-place team from 4th Regiment.  The winners of those two meets will compete in the Brigade Finals.

a. The Brigade Finals is executed as a dual meet, held in the 2nd floor gym in Arvin. The OIC and CICs will coordinate with the Arvin Gym crew and MWR personnel to set up the mats, chairs, tables, scoreboard and PA system. 

b. The Layout: one mat; 15 chairs on both sides of the mat; 4 blue folding mats on the sides of the main mat; 2 blue folding mats behind each set of chairs

c. Head Table: should be 2 tables adjacent to one another; PA system; Announcer; and Clock tower with controls.

d. Awards Table: covered with a cloth with all awards present before the match begins.  OIC will coordinate for a VIP (i.e. Commandant, Master of the Sword, BTO, etc) to present the awards at the conclusion of the match. 
e. Sequence of events: Posting of colors and national anthem; Introduction of teams; Competition; Awards; and Remarks.

f. WKDT can be asked to participate to play prior to the match and during breaks in the action.
g. Color Guard can be asked to participate in a march on and posting of the colors. If the Color Guard does not participate and the National Anthem is sung, the OIC and CIC must coordinate to have the Colors present.

B.  CONDUCT AND FAIR PLAY POINTS

I.  Codes of Conduct – It is the responsibility of all CICs, Coaches, Officials and Wrestlers to conduct themselves in such a way as to reflect credit upon their Company, the sport and themselves.  One of the most important roles of competitive sports in education is the development of positive character expressions by teaching the principles of fair play; therefore, good sportsmanship, pride, honor and personal behavior should be placed above all else.

II. Fair Play System – It is expected that cadet-athletes will demonstrate fair play and sportsmanship at all times. If at any time, cadets exhibit inappropriate or unacceptable behavior, the CIC and DPE sport educator will determine the consequences.

C.  DUTIES AND RESPONSIBILITIES

I.  Cadets in Charge (CIC): In addition to the following, refer to USCC Cir 28-1:

a. Overall responsibility for the conduct of company athletics wrestling for their respective regiment.

b. 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).

c. Ensures all equipment is present for every practice and competition, to include scoreboards, medical supplies, etc. CIC’s will draw equipment from DPE supply.
d. Submit absentee report, match results, and participation report to the Regimental Athletic Officer and DPE OIC by 1200 the day after the match. 

e. Supervise officials and coaches and ensure they know and follow all rules, as well as emphasize fair play and character through sport.

f. Assign grades to coaches and officials, with guidance and input from the DPE Sport Educators.

g. Ensure all the Coaches, Officials and Wrestlers conduct themselves in such a way as to reflect credit upon their Company, the sport and themselves.  

h. Oversee fair play and sportsmanship with input from officials at every practice/match.
i. Coordinate with the DPE OIC to organize both a rules clinic and an officials’ clinic.
j. Maintain a cumulative summary of record contest results for companies within your regiment. Submit to the DPE OIC at the conclusion of every week of competition.
k. Conduct an informal daily AAR with DPE OIC and officials following each competition.  Summarize discussion points and email to DPE OIC that evening.  At the conclusion of the week’s competition, collect up AAR comments from coaches within your regiment.  At the conclusion of the CA wrestling season, conduct an organized AAR and record the comments in a document, and submit it to the DPE CA Wrestling OIC.
l. At the conclusion of the season, strictly enforce the turn-in of equipment for all officials and coaches. Adhere to the turn-in schedule provided by the DPE OIC.

m. Prior to leaving the combatives rooms, ensure all trash, equipment, etc are collected up.

n. Track cadet injuries closely with coaches, and ensure cadets are seen by DPE athletic trainers and/or dropped from the roster into reconditioning, as necessary.

 

II.  Coaches

a. Overall responsible for your team’s actions. Ensure wrestlers know and follow all rules.

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

c. Ensure all team members meet eligibility, medical clearance, and minimum participation requirements.  If a team member becomes injured during the season, ensure that person is seen by DPE trainers and that they are properly accounted for.
d. Submit a medical clearance screening form for each team member as instructed by the CIC on the first day of wrestling.  Submit absentee report to the CIC upon arriving.  Submit match results and participation report to CIC before leaving the area.

e. Ensure all wrestlers competing the day of a match have made weight the day of the competition.

f. Ensure team members are issued all required equipment.

g. Ensure all the wrestlers conduct themselves in such a way as to reflect credit upon their Company, the sport and themselves.  Emphasize developing warrior athletes of character and building teams of significance (refer to worksheets in USCC Cir 28-1).
h. Ensure all wrestlers shower after every practice and competition.

i. Monitor your wrestlers for skin infections. Anything unusual must be reported to the designated DPE Athletic Trainer immediately for evaluation.
j. Turn-in your team’s equipment to DPE supply immediately following the season, according to the turn-in schedule provided by the DPE OIC.

k. Submit constructive, actionable AAR comments to your regimental CIC at the conclusion of the season.

l. Track cadet injuries closely and ensure cadets are seen by DPE athletic trainers and/or dropped from the roster into reconditioning, as necessary. Report to the CIC if any roster changes occur.

III.  Officials

a. Referees must have wrestled competitively at any level (high school or Company Athletics) for at least two years. CA Grappling does NOT count.  Any exceptions to this rule will be decided by the DPE OIC.
b. Know and strictly enforce all rules.  Maintain control of your assigned mat.  Safety is paramount!
c. Ensure that the mat is set up for your assigned match and that all scorers, timers and judges are present and prepared.
d. Ensure mat judges, score/timekeepers properly execute assigned duties.

e. Ensure all required equipment is at the mat: whistle, wrist/ankle bands, scorecards, etc.
f. Confirm results with the coaches and the CIC before leaving the area after a match.

g. Report to every company athletics practice and record contest.

h. During company athletics practice, attend the rules clinics and match rehearsals with the DPE OIC.
i. Ensure all the Coaches and Wrestlers conduct themselves in such a way as to reflect credit upon their Company, the sport and themselves. 

j. Conduct skin and nail check of all wrestlers prior to the start of every match. 

k. Assist the CIC in awarding Fair Play points.

 

IV.  Mat Judges & Scorekeepers/Timekeepers

a. Maintain the official score sheet (See Appendix B).

b. Assist the primary official with scores & react to the official’s call.

c. Operate the competition score board.

d. Keep track of injury time.

D.  EQUIPMENT AND SET-UP

I.  Equipment

a. Team coaches are responsible for drawing the following equipment from the DPE supply room; maintain proper accountability; and turn all their signed equipment in on time.
1. singlet per wrestler

2. headgear per wrestler

3. coach’s shirt

b. Officials will draw/sign for their own referee’s shirt and a whistle. 

c. CICs will draw one CIC shirt from DPE supply and will wear this every CA session.

d. All CIC’s are also responsible to ensure that the combatives rooms are prepared for all practices and competitions.  This includes ensuring that the following equipment is on hand in the combatives equipment room (room #4) and distributed to each combatives room for every practice/competition:

1. squirt bottles with bleach solution

2. packs of white paper towels

3. boxes of protective gloves

4. bandaids / first aid material

5. rolls of tape

6. trash bags

7. tape to secure mats together

II.  Set-up

a. Mats: Prior to every practice and competition, CICs will ensure that the mats are properly secured and that no gaps/holes exist. This will ensure safety for all competitors.  Arvin Gym labor crew is responsible for the daily cleanliness of the mats, and the DPE OIC will ensure that mats are being cleaned.  
b. Scoreboards: For competitions only, CICs and officials will ensure that the scoreboards are set up and prepared to operate.  
c. At the conclusion of every practice and competition, Coaches, Officials, and CICs will ensure that the combatives rooms are cleaned up of trash, equipment returned to the combatives equipment shelves, and that nothing is left in the combatives room (i.e. headgear, mouthpieces, trash, etc.).  

E.  RULES

I.  A Match – A match shall be conducted in each of the 7 weight classifications between wrestlers of the same weight class.  Matches shall be 6 minutes long, divided into three (3) 2-minute periods.  Prior to the start of each dual meet, the CIC will designate a home and visiting team for scoring and identification purposes; the home team will be considered “green” and the visiting team will be “red.”  

II. Definitions


a. Wrestling Positions

1. Starting Positions

(a) Neutral – The match will start with both contestants standing opposite each other with the lead foot on the green or red area of the starting lines and the other foot even with or behind the lead foot.


(b) Defensive Starting Position – The defensive wrestler takes a stationary position at the center of the mat with both hands and knees on the mat, as directed by the referee.  Both knees must be on the mat even with and behind the rear starting line.  The heels of both hands must be on the mat in front of the forward starting line.


(c) Offensive Starting Position – The offensive wrestler shall be on the right or left side of the opponent with at least one knee on the mat and head on or above the midline of the opponent’s back.  One arm is placed loosely around the defensive wrestler’s body perpendicular to the long axis of the body, with the palm of the hand placed loosely against the defensive wrestler’s navel and the palm of the other hand placed on or over the back of the near elbow.  One knee shall be on the mat to the outside of the near leg, not touching the defensive wrestler; and a knee or foot may be placed in back of the defensive wrestler’s feet, not touching the defensive wrestler.


(d) Optional Offensive Starting Position – Wrestlers selecting the optional starting position must indicate their intent to the referee.  The referee shall inform the defensive wrestler.  The offensive wrestler may select a position on either side or to the rear of the defensive wrestler with all weight supported by both feet, one knee or both knees.  The offensive wrestler is to place both hands on the opponent’s back, thumbs touching.

2. Stalemate – When the contestants are interlocked in a position other than a pinning situation in which neither wrestler can improve their position, the referee shall stop the match. The referee will restart the wrestlers in either the neutral position or place each wrestler in the appropriate offensive/defensive position.
3. In Bounds – Contestants are considered in bounds if the supporting parts of either wrestler are inside the inner edge of the boundary lines.  A wrestler’s supporting points are the parts of the body touching, or within, the wrestling area that bear the wrestler’s weight.  Near fall points may be earned while any part of the defensive wrestler’s shoulders (scapulae) are in bounds.
4. Resumption of Wrestling After Out-of-Bounds – The contestants at the resumption of a     match shall be in the neutral or the starting position on the mat as determined by the position held upon prior to going out of bounds.


b. Scoring Opportunities

1. Takedown – A takedown shall be awarded when, from the neutral position, a contestant gains control and places the opponent’s supporting point(s) down on the mat.  When a majority of the defensive wrestler’s weight is borne on a hand(s), it is considered a supporting point or points. For the purpose of awarding takedown points at the edge of the mat, such points shall be awarded when control is established while at least the one supporting point or any part of a foot of either wrestler remains in bounds..

2. Escape – A defensive wrestler is awarded an escape when the offensive wrestler loses control of the opponent while the supporting points of either wrestler are in bounds.  An escape may be awarded while the wrestlers are still in contact.

3. Reversal – A reversal occurs when the defensive wrestler comes from underneath and gains control of the opponent, either on the mat or in a rear-standing position.

4. Near Fall – A near fall is a position in which the offensive wrestler has the opponent in a controlled pinning situation in which (1) the defensive wrestler is held in a high bridge or on both elbows; (2) any part of one shoulder or scapula, or the head is touching the mat and the other shoulder or scapula is held at an angle of 45 degrees or less to the mat; or (3) any part of both shoulders or both scapulae are held within four inches of the mat.  Two points shall be awarded for such near-fall situations when one of these three criteria has been met for 2-4 seconds.  Three points shall be awarded for such near-fall situations when one of these three criteria has been met for five or more seconds.  When a criterion for a two-point near-fall is met, and a match is stopped for an injury, the contestant indicates he is injured or has excessive bleeding, a third point shall be awarded.  When a criterion for a three-point near-fall is met, and a match is stopped for an injury, the contestant indicates he is injured or has excessive bleeding, a fourth point shall be awarded. In any pinning situation, a near fall may occur if any part of the defensive wrestler’s pinning area remains in bounds.
5. Imminent Scoring – When a match is stopped for an injury during a scoring situation and the referee determines that scoring would have been successful if the wrestling had continued, the referee shall charge an injury timeout to the injured contestant and award applicable points to the non-injured wrestler.


c. End of Match

1. Fall – Any part of both shoulders or part of both scapulae of either wrestler held in contact with the mat for one second (one-thousand-one) constitutes a fall.  When awarding a fall at the edge of the wrestling area, a fall may be awarded when any part of the pinning area is in bounds (i.e. at least one shoulder in bounds and the other can be out).

2. Technical Fall – A technical fall terminates the match and occurs when a wrestler has earned a 15-point advantage over an opponent.

3. Major Decision – A major decision occurs when the margin of victory after three periods is 8 through 14 points.

4. Decision – A decision occurs when the margin of victory is fewer than eight points.

5. Default – A default is awarded in a match when one of the wrestlers is unable to continue for any reason.

6. Disqualification – A disqualification is a situation in which a contestant is banned from participation IAW penalties (see section on Infractions).

7. Forfeit – A forfeit is received by a wrestler when the opponent, for any reason, fails to appear for the match.

d. Choice of Position – Immediately before the contest starts, the referee shall call the coaches to the center of the mat and decide by the toss of a colored disk which team has the choice at the start of the second period in each weight class.  The winner of the disk toss may choose the odd or even number of the weight classes.  The wrestler who has the choice may select top, bottom or neutral, or defer choice until the third period.

e. Overtime and Tiebreaker – When contestants are tied at the end of three regular periods, they will wrestle a sudden-victory period for a maximum of one minute.  Points from the regulation periods will carry over into overtime.  The period begins with both wrestlers in the neutral position.  The wrestler who scores first will be declared the winner.  If no winner has been declared at the end of the one-minute sudden-victory period, two 30-second tiebreaker periods will be wrestled in their entirety.  The choice for position for the first 30-second period will be granted to the wrestler who scored the first points other than penalty points and escapes in the regulation match.  A wrestler choosing the bottom position in the first tiebreaker period will assume the top position in the second tiebreaker period. Points scored during the first tiebreaker period will be added cumulatively to the overall score and will carry into the second tiebreaker period.  Riding time advantage will be manually kept for both periods by two stop watches.   If no scoring occurs in the two 30 second tiebreaker periods, another one-minute sudden victory period will occur from the neutral position.  If no points are scored again, an additional two 30-second tiebreaker periods will be wrestled in their entirety.  Position will be decided by a coin flip.  Riding time advantage will again be manually kept for both periods by two stop watches.  If no scoring takes place, cumulative time advantage of both 30-second tiebreaker periods will be used to declare the winner.
f. Breaking Team Ties – When two teams finish in a tie, the team with the greater number of victories will be declared the winner.  
III. Weight Classification and Weighing In – Teams will compete in the following weight classes:  135, 145, 155, 167, 180, 195, and HWT.  Wrestlers must make weight between 0530 and 1600 the day of the match.  Coaches will verify that their wrestlers have made weight.  There will be no additional weight allowances.  Cadets may not wrestle more than one weight class above their actual weight (e.g. a cadet who weighs in at 135 or less can wrestle at either 135 or 145, but cannot wrestle at 155). Additionally, no cadet will wrestle more than once in a given contest.  

IV. Conduct of Meets – A random drawing will be made to determine the starting weight classification for each day’s contests.  For example, if 167 is randomly selected, that will be the first weight, followed by 180, 195, HWT, 135, 145 and 155.

V.  Scoring

a. Individual – In all matches, the contestants are awarded points by the referee IAW the following system:




Takedown

2 points




Escape


1 point




Reversal

2 points




Near Fall
2, 3 or 4 points

b. Team – Team points are awarded at the completion of each individual match and are as follows:




Fall, Default, Forfeit or Disqualification

6 points




Technical Fall (15 point differential)


5 points




Major Decision (by 8 through 14 points)

4 points




Decision (by fewer than 8 points)


3 points

c. Scoresheets – The scorekeeper marks the score sheet appropriately according to the following abbreviations:



T2

Takedown




R2

Reversal




E1

Escape




N2

Near fall (2-4 seconds)




N3

Near fall (5 or more seconds; N2+1, due to bleeding or injury)




N4

Near fall (N3 + 1, due to bleeding or injury)




FS

False start




S

Stalling




TV

Technical violation




P

Illegal holds, unnecessary roughness




MM

Match misconduct




MD

Major decision




Dec.

Decision




W

Warning




C

Caution




UC

Unsportsmanlike conduct




SV

Sudden victory




FMC

Flagrant misconduct




F 1:36

Fall at 1:36




For.

Forfeit




Med. For.
Medical Forfeit




Def.

Default




DQ

Disqualification




TF 5:19
Technical fall at 5:19

VI.  Infractions

For all infractions described below, the following infraction assessment code will be used by officials to assess infractions—(i.e., 1/1/2/DQ), which means the first/second/third/fourth infraction is the assessed penalty point(s) for each violation.  Also, a “W” means “warning,” while a “C” means “caution.”


a. Conduct


1. Unsportsmanlike Conduct – May include, but is not limited to, such acts as profane language, baiting an opponent, throwing headgear, failure to stop on the whistle, indicating displeasure with a call, failing to comply with post match procedures or coaching an injured non-bleeding contestant during an injury timeout.  Infraction assessment: 1/1/2/DQ.   Unsportsmanlike conduct by anyone other than a contestant or pre/post-match violations results in a one team point deduction for the first violation and disqualification for the second violation.

2. Unnecessary Roughness – Involves physical acts that occur during a match that exceed normal aggressiveness (i.e. pushing/shoving opponent; slapping opponent’s head as a “set-up”).  Infraction assessment: 1/1/2/DQ.


3. Match Misconduct – Conduct during a match that exceeds unsportsmanlike conduct or unnecessary roughness (i.e. punching or kicking opponent in anger).  The penalty is disqualification of the wrestler and deduction of one team point.

4. Flagrant Misconduct – Physical and non-physical behavior prior to, during or after a match (any action that exceeds match misconduct).  Penalty is disqualification, deduction of one team point, and removal from the premises.
b. Holds

1. Illegal – The following are illegal holds:  hammerlock above the right angle; twisting hammerlock; full nelson; front headlock without the arm; headlock without the arm; straight head scissors (even when the arm is included); over-scissors; strangle holds; all body slams; twisting knee lock; key lock; overhead double arm bar; the bending, twisting or forcing of the head or any limb beyond its normal limits of movement; locking the hands behind the back in a front double arm bar; full back suplay from a rear-standing position; leg cut back; any hold used for punishment alone; any hold that restricts breathing or circulation; any leg ride that hyper extends the knee of the defensive wrestler beyond the normal limits of movement; pulling of less than four fingers to break a hold; and a slam.  Infraction assessment: 1/1/2/DQ.
2. Potentially Dangerous – any hold that forces a limb to the limit of the normal range of motion is potentially dangerous and shall be stopped by the referee.

c. Technical Violations

1.  Stalling – Action is to be maintained throughout the match by the contestants making an honest attempt to stay near the center of the mat and wrestle aggressively whether in the top, bottom or neutral position.  Infraction assessment: W/1/1/2/DQ.

2.  Interlocking Hands – Wrestlers in the position of advantage may not interlock or overlap their hands, fingers or arms around their opponent’s body or both legs unless all of their opponent’s weight is supported entirely by the opponent’s feet or the defensive wrestler’s pinning area is meeting a near-fall criterion.  Infraction assessment: 1/1/2/DQ.

3.  Figure-Four & Head Scissors – The figure-four scissors is a technical violation when applied by the offensive wrestler around the body or around both legs of the defensive wrestler.  While in the neutral position, neither wrestler can apply the figure-four around the head, with or without the arm included.  It is legal, however, if applied to the head in a position other than the neutral position.  The straight scissors of the head is illegal, while the straight scissors of the body is legal.  Infraction assessment: 1/1/2/DQ.
4.  Leaving Mat Without Permission – It is a technical violation to leave the mat without first receiving permission to do so from the referee.  Infraction assessment: 1/1/2/DQ.
5.  Fleeing Wrestling Area – Both wrestlers should make every effort to remain in bounds.  Fleeing the wrestling area or forcing an opponent out of the wrestling area as a means of avoiding being score upon is a technical violation.  Infraction assessment: 1/1/2/DQ.
6.  Toweling Off – A timeout for toweling off perspiration during a match is a technical violation.  Infraction assessment: 1/1/2/DQ.
7.  Grasping Clothing – Grasping of clothing, the mat, equipment or headgear by a contestant is a technical violation.  Infraction assessment: 1/1/2/DQ.
8.  False Starts and Incorrect Starting Positions– Making false starts (movement prior to the referee’s whistle) and/or assuming an incorrect starting position is a technical violation.  Infraction assessment: C/C/1.  The third and subsequent violations are penalized one match point for each occurrence.
VII.  Injuries, Timeouts and Bleeding Timeouts – An injured or ill contestant may be awarded timeout up to a maximum of 1-1/2 minutes (90 seconds), which is cumulative throughout the match, including overtime periods.  There is no limit of timeouts taken by each wrestler in any match. Timeout for bleeding shall not count against the 90 seconds of injury timeout. The number and length of timeouts for bleeding is left to the discretion of the official and DPE trainer on site (generally, not to exceed 5 minutes cumulative time).
VIII.  Protest Protocol – When a coach believes the referee misapplied a rule, the coach may approach the scorer’s table and request that the match be stopped when there is no significant action.  The referee and coach shall discuss the situation in a rational manner directly in front of the scorer’s table.  Both wrestlers shall remain in the center of the mat until the dispute is resolved.

F.  SAFETY

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

**No cadet may practice or compete until he/she has completed an injury screening form and has been cleared by the DPE athletic trainers. **
II. General -- Most wrestling safety requirements are common sense, but some are specific to the sport. Coaches, CICs, and wrestlers should keep the following points in mind, and notify the CICs or DPE Sport Educators of potential hazards.


a. Wrestlers should warm up sufficiently.


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


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


d. Take care of and report all injuries immediately.  Do not try to wrestle injured.


e. Shower thoroughly as soon as possible after wrestling to prevent infection.


f. Do not wrestle if you have a contagious skin disease.


g. Do not attempt severe weight loss.


h. Keep fingernails well clipped.


i. Wrestlers must wear protective head gear in practice as well as in matches.


j. Mouthpieces are mandatory.
   k. Know emergency action procedures; CIC’s, officials & coaches must coordinate with the DPE Sport Educators.
III. Blood-Borne Pathogens -- Blood-borne pathogens are disease-causing microorganisms that can be potentially transmitted through blood contact.  Knowledge and awareness of appropriate preventive strategies are essential for all involved in CA Wrestling.  Universal precautions will be used at all times.  Specifically:


a. Do not touch another individual’s blood/fluids ungloved.


b. Clean all fluids on body and mat with bleach-water solution immediately.
IV. Skin Infections -- Skin diseases are typically not picked up off of the mat. They are normally spread through contact with other wrestlers who have the disease. 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 wrestle and get checked out at the DPE training room immediately. Some common skin diseases are:
a. Ringworm - one of the most common skin diseases. It appears as a small red circle, usually raised, always round, and usually red in color. It is highly contagious but very treatable.

b. Herpes - another common skin disease. It usually appears as raised dots, like acne, and itches. You will typically feel sick the first time you get it. Again, it is highly contagious but treatable.
APPENDIX A - REFEREE SIGNALS

The following chart of hand/arm signals will be used to indicate scoring, timekeeping, and infractions.
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APPENDIX B - SCORESHEET

A sample scoresheet is below and will serve as the official record for all matches.  The head officials will ensure that scoresheets are provided for every record contest.  Responsibilities for the scoresheet are as follows:

1. Mat Judge - record all appropriate information (weights, contestants, official, scoring); sign when complete. Ensure that the first points scored (excluding escapes and penalty points) are circled, in order to determine a wrestlers positional choice during an overtime period.
2. Official - certify the accuracy at the conclusion of the match; sign when complete and turn into the CIC.

3. CIC - record Fair Play points and maintain all score sheets until the conclusion of the company athletics season.

	
	
	FINAL TEAM SCORE: 
	______________________

	
	
	Company ______
	Company ______

	
	
	
	

	
	
	Fairplay Comments:
	Fairplay Comments:

	
	
	Official:
	Mat Judge:

	Weight
	
	Contestant (Green)
	Contestant (Red)

	
	
	Name:
	Name: 

	Period
	
	Score
	Score

	1st
	
	
	

	2nd
	
	
	

	3rd
	
	
	

	SV
	
	
	

	OT
	
	
	

	Final
	
	
	


DPE Sport Educators:


MAJ Fenske


CPT Long
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