
KUNGFU ROUTINE COMPETITION

1. This competition is for individual competitors.

2. Performances will be graded based on the 1996 Wushu Form Competition Grading Rules. It will be based on performance standards, not on difficulty level.

Performance Uniform, Weapons Etiquette, Entering Performance Area, Exiting Performance Area, Opening Move, Closing Move, Timekeeping, and Forfeiture Rules

Judges: shall wear uniforms and emblems

Competitors: shall wear wushu performance costumes 
Etiquette: Competitors shall greet the head judge with ‘palm and fist’ salute upon hearing his/her name called to start their performance, after the performance, and after receiving his/her final score (Stand attentively with feet together, left palm and right fist press against each other at chest level about 20-30cm away from the chest). When bowing with broadsword or straight sword, your weapon should be pointed downward behind you; with staffs and spears, right hand holds the weapon vertically while the other hand is open against the right hand.

Opening and Closing Move: Competitors should open and close their form in the same spot on the performance area facing the same direction. If the competitor starts the opening move with his/her back toward the head judge, the competitor shall bring feet together and then turn to the head judge when the finishing move is done. The competitor shall not be permitted to turn while doing the finishing move.

Time Requirement:
1. Modern Form: minimum length 1:20 min

2. Traditional Form: minimum length 45 sec

3. Taichi: 5-6 min (Judges will blow a whistle at the 5 min mark)

4. Taichi Weapon, Mulan Fist, Mulan Weapon, Taichi Rouli: 3-4 min (Judges will blow a whistle at the 3 min mark)
Once any part of the competitor’s body begins to move, the performance is considered to have started and the time starts to count.  When the competitor’s feet are brought together in the finishing move, the watch is stopped.  The judge’s stopwatch is the official time keeper.

Note: Beginner and Intermediate level has no time limit requirement or weapons size/length requirement

Standard Rules for Competition Scoring

(In all events, the highest score shall be 10 points)
The quality of movements accounts for six points.

0.05 point shall be deducted whenever a slight inconformity with the technical specifications occurs in any hand form, stance, hand technique, footwork, leg technique, jumping, balance and weapons technique. A slight inconformity shall cost 0.1 point, and a serious one 0.2 point. The number of the appearances of sword finger is counted only in fixed postures, and deduction of points is made only once in a total, but it would not be more than 0.2 point.  If the same mistake is made on the same movement several times, the deduction should not be more than 0.2 point. If the competitor lets the sharp edge of the broadsword or sword touch any part of his/her body, or mixes the use of straight sword with that of the broadsword, he or she shall be penalized for committing an inconformity in the quality of movements

Power and coordination account for two points.

Full points (two points) are given to the competitor who performs vigorously and smoothly with accurate and proper application of power and with clear-cut, coordinated hand, eye and body movements and footwork (weapon and body should also be coordinated in a weapons play).

For slight inconformity with the specifications, 0.1-0.5 point shall be deducted, for more serious inconformity 0.6-1.0 points shall be taken out, and for the worst inconformity a maximum of 2.0 points shall be deducted.

Spirit, rhythm and style account for two points.

Full points (two points) are given to the competitor who performs in high spirits, in good rhythm, and with distinctive style. 0.1 - 0.5 point is deducted for slight inconformity to the requirements, 0.6-1.0 point for medium inconformity and 1.1-2.0 points for serious inconformity.

Deduction Criteria for Other Errors

(The below deductions will be implemented by the head judge)
Incomplete form, forgetting, costume or weapon interfering with movements, lack of balance, going outside the performance area, not meeting time requirement, opening and closing movement.

Scoring Method
1. Judge’s Scores: The scores given by judges are given according to the competitor’s actual performance after making deductions for faults in the various aspects in accordance with the scoring criteria for the event concerned.  The score given by the judge can be one digit with two digits after the decimal point.  In this case, the second digit after the point should be either 5 or 0.

2. Earned Score: The earned scores of competitors are the average points of the three middle scores out of the five scores given by the five judges, with the highest and lowest scores left out.  The earned score can be one with two digits after the decimal point.  If there is a third digit, it should be deleted (not to be rounded).

3. Final scores: The final scores are the points given by the head judge after making deductions from the actual scores for those items of ‘the other errors’ which he has power over.
Rankings and Scholarship Prize
1. Beginner, Intermediate, and Advanced levels will be ranked separately into first, second, and third levels. Medals and certificates will be awarded to each level accordingly.

