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SAN SHUMOKU SHIAI RULE SUMMARY

 June 2006 

1. GENERAL PRINCIPLES 

SAN SHUMOKU is a team match between teams of four or five competitors, with three disciplines, each of which is to be performed by at least four members of the team.  The disciplines are Kata, Bunkai and Iri-Kumi.
The objective of the San Shumoku competition is to enable competitors to demonstrate their all round karate competence. The ability of the contestants to show the influence of the kata in the iri-kumi will be an important factor, as will be performing within the fixed time available.

2. operation of the match

There may be separate gender categories, mixed gender categories or grade categories. 

The competition area will be matted as that used for Kumite competitions.

Contestants and Judges must wear the official uniform.

The number of rounds depends on the number of teams entered as follows:

a. Less than 8 – one round only

b. Less than 24 – elimination round produces the final four

c. Over 24 – first elimination round produces the final eight, and a second produces the final four. In any round, all teams tied for the last qualifying place will proceed to the final round (in points scored matches).

The score table will be notified of the choice of Kata prior to each round.  The Kata will be performed first. 
To begin the performance, the each team is called by the Chief Judge to the far end of the area. The Chief Judge signals them to enter the area, and the time keeper starts the clock.  The team takes up their beginning position with all team members facing in the same direction and towards the Chief Judge, one member announces the name of the kata, the team bow (REI) and the performance commences without further signal from the judge.

Once the team completes its performance, facing forward as before, REI and wait in HEIKO DACHI for the score to be announced.  The clock will be stopped on the completion of the bow.  At the completion of the scoring, the Chief Judge will indicate that the contestant team should bow, after which the team leaves the area after by walking quickly out of the far end of the ring.

Optionally, instead of a points method final, there may be a semi-final and a final where teams compete two at a time with judges scoring using the flag system, in which case eliminations must produce only four final contestants and the highest scoring team will compete with the lowest in the semi-final.  Semi-final losers compete for third place. 

At the start of each bout in the final rounds, the two contestant teams, one wearing red belts (AKA), and the other wearing blue belts (AO), will line up at the match area perimeter facing the Chief Kata Judge. Following a bow to the Judging Panel, AO will then step back out of the area. After moving to the starting position and a clear announcement of the name of the Kata to be performed, AKA will begin. On completion of the Kata, bunkai and iri-kum, AKA will leave the area to await the performance of AO. After AO’s performance has been completed both will return to the match area perimeter and await the decision from the Panel.

3. Judges and Scoring 

The scoring method will be similar to the system used in WKF kata competition unless stated otherwise.

The Chief Kata Judge will sit at the perimeter of the competition area facing the contestant(s). The other two judges will sit on the left and right sides, two metres from the centreline of the area, and towards the contestant’s entry point.

Five Judges may be used when sufficient personnel are available to allow neutrality. If five Judges are being used the Chief Judge will sit in the centre position facing the contestant(s) and the other four will be seated at the corners of the competition area.  In any case, steps must be taken to ensure fair judging. 

Each Judge will have an easily seen numeric scoreboard to display the score awarded. 

When there are three judges, then the total of all three scores will be recorded.  When there are five, then the highest and lowest scores will be discounted.    

If the Kata does not conform to the Rules, or there is some other irregularity, the Chief Judge may call the other Judges in order to reach a verdict.  For example if one or more members of the team does not participate in at least one discipline.
The Chief Judge will call for a decision (HANTEI) and blow a two-tone blast on the whistle whereupon the Judges will cast their votes using the scoreboards or flags.  The Judges will raise the scoreboards or flags simultaneously. After giving sufficient time for the votes to be counted the scoreboards or flags will be lowered after a further short blast on the whistle.  (Scoreboards will be turned to SHOMEN for two seconds before being lowered).

In a flag judged bout, the decision will be for AKA or AO.  No ties are permitted. The competitor who receives the majority of votes will be declared the winner by the caller/announcer.

Teams with less than 4 members must withdraw from the competition.  Should a team fail to turn up when called or withdraws (Kiken) then no score will be awarded or, in if this is a round where flags are being used then the decision will be awarded automatically to the opponent without them performing.
4. Permitted kata

The Kata which may be used are: -

Kyu grade competition
Gekisai Dai Ichi, Gekisai Dai Ni, Saifa, Seuinchin

Dan grade competition 
Seuinchin, Shisochin, Sanserui, Seipai, Kuruunfa and Seisan

Teams may perform the same kata in the first elimination round and the final.  If there is a second elimination round, a separate kata will be performed.

5. IRI-KUMI

Iri-Kume, or randori is continuous fighting and in this competition the objective is to demonstrate a wide range of effective karate techniques performed with good form, timing, strength, attitude and at a safe speed.  There should be an emphasis on the techniques contained in the kata performed in that round.

6. Scoring Criteria

The overall team’s performance will be evaluated on the factors below but key is whether or not the performance demonstrates a clear understanding of the traditional principles of Goju-Ryu Karate and the kata on which the whole performance is based.  

The general factors are 

Correct form (KIHON) including correct stances (DACHI) and correct movement between stances.

Correct tension in the legs and in the abdomen (HARA) 

Good timing, rhythm, speed, balance, use of breathing and focus of power (KIME).

Correct focus of attention (CHAKUGAN) and concentration.

Correct use of the Okinawan principles of MUCHIMI (sticky, heavy moves), and CHIRI NO CHAN-CHAN (springy movements when a technique uses the opponents power to bounce off into the following technique).

In addition, 

The KATA will be evaluated taking into account the competence demonstrated, the difficulty of the kata presented and its synchronisation.  Signals used between team members to improve synchronisation may be penalised.

The BUNKAI performed must show a realistic understanding of the techniques of the Kata meaning and the addition of superfluous techniques will not improve the score and may be penalised.   

The IRI KUMI will be evaluated on the techniques, tactics, attitude, vigour, fighting spirit, and strength demonstrated by the contestants.

The overall score will be the sum of the three discipline scores, with the bonus and penalty points included.

Points will be awarded in steps of 0.1.  For the final, each discipline will be marked from 2.0 to 3.0 and up to 1.0 bonus points may be awarded.  For any preceding round, each discipline will be marked from 1.5 to 2.5 and up to 1.0 bonus points may be awarded.
7. Duration of the Bout

The time allowed for each round will be as below, unless agreed as otherwise for a specific tournament.

Kyu grade competition

2 minutes 

Dan grade competition 

2 ½ minutes 

The timing of the bout starts when the Referee gives the signal to start, and stops each time when the timekeeper signals, by a clearly audible gong, “time up”.  A warning will be sounded 15 seconds before time-up.

8. Prohibited Acts and Safe Performance

The Bunkai and Iri-Kumi are to be performed with vigour but competitors must pay careful attention to the safety of all the members of the team.  Any techniques which are dangerous because of their nature or because of a lack of skill in the team members are prohibited.  Mitts and other protection may be worn for the Iri-Kumi but no extra time will be allowed for team members to put on mitts. 

9. Bonus and Penalty Points

The following bonuses and penalties will apply. 

Bonus Points

1 Bonus points will be awarded for how the overall performance shows a common theme, based on the kata, in the bunkai selected and the iri-kumi techniques employed. 
Time penalties 

2 A team who fails to make full use of the time will have points deducted

3 Teams who do not immediately stop performing on “time-up” will be disqualified.

Area penalties

1 If any competitor leaves the competition area during the competition, the team will be disqualified.

2 If any competitor places one foot outside the competition area then points will be deducted

Other Penalties

Teams will be penalised in a similar way to the WKF rules for inappropriate behaviour including violent conduct, improper dress, and failing to appear on time for their bout.  The use of unsafe techniques will result in points being deducted or disqualification, depending on the circumstances.
Penalties can be given for poor attitude for ant time that the team is on the area.

10. Score Card
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