GENERAL RULES FOR CMAT 16 NANDU COMPETITION

Article 1 Types of Competition
The CMAT 16 Nandu Competition is an individual caetiion event but is a compulsory component ofGh&AT 16

Contemporary Wushu All-Around Competition. Please the All-Around competition rules for more detail

Article 2 Competition Events
Changquan (long-range boxing; CQ)
Nanguan (southern-style boxing; NQ)

Article 3 Age groups in Competition
The CMAT 16 Nandu Competition only has one age grou

Article 4 Appeals
The appeals process shall be consistent with #melatd U.S. Wushu Union rules being used for CMAT 1

Article 5 Determination of the Starting Order of Competition
The starting order of competition for each evetlidhe determined by drawing lots conducted bysttteeduling-recording

group under the supervision of the competition cdtterm and the chief referee.

Article 6 Registry
Competitors shall arrive at the designated placeiites prior to the competition for the firstlrchll and for an inspection

of the costumes. The second roll-call will takecpl20 minutes and the third roll-call 10 minutesfolpe the competition starts.

Avrticle 7 Protocol

At the roll-call and the announcement of final &jrthe competitors should give the head judgstgé&lm salute.

Article 8 Timekeeping
Timekeeping shall start when the competitor bebiagperformance from a stationary position and stbpn his whole

routine ends in a standing position.

Article 9 Display of Scores

The competitors’ scores shall be displayed to thidip.

Article 10 Default

Any failure to come in time for registry and conifieh shall be treated as default.



Article 11 Placing
Placing in individual competition
Competitors in individual events shall be placedoading to their scores, with the best scorer mldust, the second best

scorer placed second, and so on and so forth.

Placing in individual all-around competition
Competitors in the individual all-around event $hal placed according to their total scores omptecefic methods

provided in the Regulations, with the best scotacgd first, the second best scorer placed se@mtiso on and so forth.

Tied Scores
0 Tied scores in individual events shall be solvethanfollowing ways:
1. The competitor who has successfully completedements of higher degrees of difficulty shall bagald
higher;
The competitor who has completed a greater nuwitdifficult movements shall be placed higher;
The competitor with a higher score for difficaibvements shall be placed higher;

If the tie remains, the competitor with a higkeore for overall performance shall be placedérigh

o > 0N

If the tie remains, the competitor with a lowleduction of points for overall performance shallgtaced
higher;

6. If the tie remains, the tied competitors shiadire the place.

Article 12 Application for Recognition of Innovative Movements

Principles of Innovation
All innovative movements must conform to the insilcharacteristics of Wushu and the laws goverekegcises;
their execution requires a high level of specifialities and skills; and they are not included nad& B and above in
the tables for determining the grades and valuekiffiult movements in optional events. Innovatjuenps and
tumbles should contain difficult connections.
Procedure of Application

o Application can be made only once for each inneeathovement.

o0 The applicant team should fill oBbrm C: Application Form for Innovative Movements in Optional

Routinesand supply a technical chart and a videotape, lQiite Movie, MPEG or a working web link to
video of the movements done by the competitor himEbese materials should be sent to the CMAT 16

Registration Committee and postmarked on or betoaday, March 14.

The assessment organization



The Assessment Committee shall be composed of (Byew five (5) Wushu experts appointed by the OMA
Organizing Committee to assess the innovative mewsrin optional routines.
o Procedure of Assessment
The Assessment Committee shall discuss the applicaith reference to the principles of innovatién.
two-thirds majority of votes by the committee memsbie required for the recognition of an innovative
movement in regard to its name, grade, value add,cas well as criteria for non-recognition. The
Assessment Committee shall notify the applicannteatime. The Jury of Appeal and the juries shidb be

notified in written form prior to the Competition.

Article 13 Other Competition Regulations

Registration of Compulsory Movements

Each competitor shall list their order of Compujsbtovements according to the Competition Rules Radulations and

fill out Form B: Application and Assessment Form for Compulery Movements in Optional Taoluvia

http://mww.ocf.berkeley.edu/~calwushu/cmat/16/cotitpes.php#reqistration making sure to include all required

movements for the event. See Article 20 for detaild codes. NOTE: CMAT 16 will be using the abbaéens rather
than the International Wushu Federation’s numestbes. The Compulsory Movement Form, confirmed amkes! by the

team coach, shall be submittecctoatl6_registration@calwushu.com later than Monday, March 24.

Registration of degrees of difficulty
Each competitor shall choose the degrees of diffi@according to the Competition Rules and Regataiand fill out an

Form A: Application and Assessment Form for the Deree of Difficulty in Optional Taolu via

http://mwww.ocf.berkeley.edu/~calwushu/cmat/16/cotitpes.php#reqistrationtaking into account the value of innovative

movements when determining the starting scoreifoptional routines. The Degree of Difficulty Fqroonfirmed and

signed by the team coach, shall be submittezirtat16_registration@calwushu.caom later than Monday, March 24.

Duration of routines
0 Routines of Changquan and Nanquan shall last féesethan 1 minute and 20 seconds.

Musical accompaniment

Musical accompaniment will not be permitted.

Costume

All judges shall wear uniforms and badges showitigcompetitors shall wear competition costumesgistent with U.S.

Wushu Union regulations.

Competition Area

o Individual events shall be conducted on a 14 mx @&rpet, surrounded by a 2-m-wide safety area.etiges of the
carpet shall be marked with a white band.

0 The ceiling shall be at least 8 m over the carpet.

0 The distance between two carpets shall be at teast



SCORING METHODS & CRITERIA

Article 14 Scoring Methods & Criteria for Nandu Events

1. Scoring methods

a.

The jury shall be composed of two (2) judgeBanel A responsible for evaluating the quality @vements;
two judges in Panel B responsible for evaluatirggdtierall performance, and two judges in Panel C
responsible for evaluating the degree of difficulty

The full starting score for all events is tefi)(points (not counting bonus for innovative movetsg
including five (5) points for the quality of movents, three (3) points for the overall performara®] two
(2) points for the degree of difficulty.

A competitor’s starting score means the tothlesde claims for the degree of difficulty, ovenadirformance
and quality of movements.

The judges in Panel A shall deduct points adogrtb the errors committed by a competitor dutiigy
performance of the whole routine.

The two judges in Panel B shall evaluate theathperformance of the whole routine and dedudhisdor
chorographical errors in it. The average of the $wores shall be awarded to the competitor as p@ont
grade of overall performance. The total of dedugeiaits shall be the deduction for chorographicedrs.
The judges in Panel C shall confirm the degredificulty completed by the competitor in his aat

performance.

2. Scoring criteria

a.

Scoring criteria for quality of movements (Pakel
When a competitor commits an error in regard toddads of movements, 0.1 point shall be deducted; a

0.1-0.3 point shall be deducted for other errdRefér to Table 1-1 Deduction Criteria in Standarfls

Movements in Optional Changguand Table 1-3 Deduction Criteria for Errors inrSlards of Movements

in Optional Nangquan

Scoring criteria for overall performance (PaBgl

The scoring for overall performance includes eviidwmafor grading and choreography of a routine.
Evaluation for grading
In regard to power, harmony, rhythm, style and galshccompaniment, overall performance is
graded into three (3) levels and nine (9) subleweith 3.00-2.51 points for “superior”, 2.50-1.91
points for “average”, and 1.90-1.01 points for &ribr”.
As a whole, a competitor is required to performhveitandard movements, correct methods, full
force flowing smoothly to the right points, goodbedination between hands and eyes, between
body and steps, distinct rhythm, conspicuous siytée, unison between movements. All these
elements should be taken into consideration iniggatthe technical execution of a competitor’s

routine.



Scoring criteria for choreography

1.

0.2 point shall be deducted for missing eachprdsory movement as provided in the
Regulations of Optional Events;
0.1-0.5 point shall be deducted for each erraegard to the structure, composition and

musical accompaniment of the routine. (Refer told&b1 Criteria for Grading and

Evaluating Overall performance and Deductions fboi@graphical Errors in Optional

Event3

c. Criteria for evaluating degree of difficulty (e C)

Degree of difficulty (1.40 points)

1.

According to the tables under Grading and Evalgahe Degree of Difficulty for
Movements in Optional Events, 0.20 point will beaagled for an A Grade Difficulty, 0.30
point for a B Grade Difficulty and 0.30 point foiGaGrade Difficulty. C Grade Difficulties
are scored the same as B Grade Difficulties butsiil be judged as C Grade Difficulties.
Atotal in excess of 1.40 points for each graddl fleaconsidered 1.40 points. (Refer to

Table 4-1 Determination of Grade and Value of Bifft Movements in Optional

Changquarand Table 4-3 Determination of Grade and ValuBitifcult Movements in

Optional Nanquan

If the competitor's movements fail to meet thquirements for degree of difficulty
provided in the Regulations, no bonus for such éligiven. (Refer to Table 4-4

Confirmation of Movements Not in Conformity with drements for Degree of

Difficulty in Optional Changquaand_Table 4-6 Confirmation of Movements Not in

Conformity with Requirements for Degree of Diffitpin Optional Nanguan

Degree of Difficulty for Connecting Movemen&&0 point)

1.

2.

According to the degree of difficulty for contieg movements under Table for Grading
and Evaluating the Degree of Difficulty for ConriagtMovements in Optional Events, 0.1
point shall be awarded for a connecting A Graderéating Movement, 0.15 point for a
connecting B Grade Connecting Movement, 0.15 gdoin& connecting C Grade
Connecting Movement, and 0.15 point for a conngdiinGrade Connecting Movement. C
and D Grade Connecting Movements are scored the aarB Grade Connecting
Movements but will still be judged as C and D Gr&mnecting Movements respectively.
The total for each category shall not exceed 0ibtpo

(Refer to_Table 4-1 Determination of Grade and ¥aliiDifficult Movements in Optional

Changquarand Table 4-3 Determination of Grade and ValuPBitifcult Movements in

Optional Nanquan

If a competitor’s connecting movements fail teanthe requirements for the degree of



difficulty, no bonus shall be given. (Refer_to Teldt4 Confirmation of Movements Not in

Conformity with Requirements for Degree of Difficpiin Optional Changquaand_Table

4-6 Confirmation of Movements Not in Conformity twiRequirements for Degree of

Difficulty in Optional Nanquah

3. If only points for degree of difficulty are nestj choice can only be made from among
difficult movements under 1.4 point and among diffi connections under 0.6 point.
d. Bonus for innovative movements

For the successful performance of an innovativeermmant applying for recognition, bonus shall be
awarded by the head judge beyond 10 points acaptdinriteria for assessment: 0.10 point for an
innovative B-Part (including connecting movemen@s)5 point for an innovative C-Part (including
connecting movements); and 0.20 point for an intieee&Super C-Part.

No bonus shall be given for an innovative movemerith fails in completion, or which is not in

conformity with the degree of difficulty as speeifor assessment.

Article 15 Decimal System of Scores
Judges in Panel A may display scores with one étjndal place

Judges in Panel B and Panel C may display scotasgwo (2) decimal places

Article 16 Determination of Actual Scores
A competitor’s actual score in optional eventsis $um total of the actual scores he has obtaoregliality of
movements, overall performance and degree of diffic
Determination of the actual score for quality ofuements (Panel A)

0 The three judges in Panel A shall deduct pointefoors committed in standard movements and otinerse
in a competitor’s performance. The total of dedutdimade by at least two of the three judges foin su
errors shall be the actual deduction for qualitynmivements. Subtract the actual deduction fronvéhee
for quality of movements, and the remainder willthe actual score for quality of movements.

Determination of the actual score for overall perfance (Panel B)

o Grading scores of overall performance deduct chraggcal errors will be the actual score for overal
performance.

Determination of the actual score for degree dfailty (Panel C)

0 The two judges in Panel C shall confirm the degfedifficulty of the routine and connecting movertgen

Article 17 Determination of Final Scores
The head judge shall subtract his deduction frarorapetitor’s actual score, and add the bonus,)if fan his

innovative movements, and the sum will be the cditgeé&s final score.



Article 18 Bonus and Deduction by the Head Judge

The head judge shall be responsible for awardimy$dor innovative movements.

The head judge shall be responsible for deductionefpetitive movements and overtime or under fi@dormances

Repetitive movements

o A competitor whose performance is interrupted bfpreseen circumstances may repeat it with the hedge’s

permission, and no deduction will be made. If thiteriruption is caused by forgetfulness, errorsrokén
apparatus, the competitor may repeat his performance, with a deduction of 1 point. When a coneis not
able to continue his performance due to injuries,itead judge may stop it. If he is able to gafter simple
treatment, arrangements shall be made for himstanne his performance at the end of his heat, witbduction
of 1 point, as is the case with repetitive moversent

0.1 point shall be deducted for under time or arrextperformance for two (2) seconds and abovep0igt for two (2) to

four (4) seconds, and so on and so forth.

In case of obviously improper or mistaken judgnmaatle by a judge in evaluation, the head judge befgre the visual

display of the competitor’s final score, make atihents with the chief referees’ permission.

REGULATIONS FOR SPECIFIC OPTIONAL ROUTINES

Article 19 Requirements for Optional Changquan

1. Changquan shall contain:
a. Three(3) Hand Shapes:
i. Fist( Quan Code: Q
i. Palm( Zhang Code: Z
iii. Hook ( Gou Code: G
b. Three(3) Stances:
i. Bowstance (  Gongby Code: GB
ii. Crouch(Drop) stance ( Puby Code: PB
iii. Empty stance ( Xubu Code: XB
c. Three(3) Leg Techniques:
i. Snap Kick ( Tantu) Code: TT
ii. Side sole kick (  Chuaitu) Code: CT
iii. Back Sweep( Housaotu) Code: HST
d. Elbow Strike ( Dingzhoy Code: DZ
e. Cross-Leg Balance ( Koutui PinghenyjCode: KTPH



Optional Changquan Events

Technical Requirements for Major Movements in OpdilcChangquan

(1) Quan (fist) abbrev. Q
Five fingers are tightly clenched, with the facefist flat, thumb pressed on the second phalanfiékeoindex and middle
fingers.

()
(2) Zhang (palm) abbrev. Z
Thumb is turned outward or bent, while the othegdirs are held together and stretched backward.

(3) Gou (hook) abbrev. H
Bend wrist (in palmer flexion) with the five fingeheld together.

(4) Gongbu (bow stance) abbrev. GB
Bend the front leg at knee, with thigh held horiabnwhile the rear leg is straightened, both séison floor.

(5) Xubu (empty stance) abbrev. XB
Bend one leg at knee, with thigh held horizontal beel on floor, while toes of the other leg arentexl on floor.

(6) (Crouch stance) abbrev. PB
Bend the rear leg into a full squat, with buttocksse to its heel, while the front leg is stretcloed close to floor, both heels
flat on it.

(7) Tantui (snap kick) abbrev: TT
Keep the supporting leg straight or slightly bemhile snapping out the other leg from bend to &tension, foot bent
downward (in plantar flexion), with power of theckireaching the toes.

(8) Chuaitui (sideward sole kick) abbrev. CT
Keep the supporting leg straight or slightly bemhjle kicking out the other leg sideways from bdndfull extension, foot
hooked and above waist level and toes turned inweittd power of the kick reaching the sole.

9 Housaotui (back sweep) abbrev: HST
Raise the heel of the supporting leg and drop @fall squat. With a body turn, move the outstretteg with a sweeping
force in a full circle or more, sole flat on floor.

(10) Dingzhou (elbow strike) abbrev: DZ
Bend arm at elbow and form a fist, palm side doS8nike with a forward or sideward thrust of theaih with power reaching
its point.

(11) Koutui Pingheng (cross-leg balance) abbrev: RH
Bend the supporting leg and drop into a half-sgkiagel close to horizontal level. Bend the other & knee and tuck the
hooked foot behind the knee of the supporting leg.



Article 21 Requirements for Optional Nanquan
1. Nanquan shall contain:
a. Three (3) Nanquan Stances:
i. Dragon-riding stance ( Qilongby Code: QLOB
ii. Butterfly stance (  Diebu) Code: DB
iii. Unicorn stance ( Qilinbu) Code: QLIB
b. Three (3) Hand Shapes:
i. Tiger Claw (  Hu Zhag Code: HZ
ii. Downward Strike with Crossed Figt Guagaiquan Code: GGQ
iii. Uppercut ( Paoquan Code: PQ
c. Rolling Bridge ( Gun Qiag Code: GQ
d. Side Nail Kick ( Hengdingtu) Code: HDT
e. Three(3) Standard Stances:
i. Bowstance (  Gongby Code: GB
i. Empty stance ( Xuby Code: XB
iii. Horse-riding stance (  Mabu) Code: MB

Optional Nanquan Events

3.1 Technical Requirements for Major Movements pti@hal Nanquan

()

(1) Qilongbu (dragon-riding stance) abbrev: QLOB

Bend one leg into a squat and raise the heel aftther leg, with its knee close to the floor anddo leg stretched outward and
held parallel to the floor, and the two legs altewt and half lengths of foot apart.

()

(2) Diebu (butterfly stance)

For a single butterfly stance, bend one leg énsgjuat and kneel on the other knee, with thearalfinside of the lower leg
touching the floor. For a double butterfly starkmeel on both knees close together, with the cparding parts of both legs
touching the floor.

()
(3) Qilinbu (unicorn-riding stance) abbrev: QLIB
Move two steps forward to cross the legs quicklgnping both feet firmly on the floor, yet withosttamping.

()

(4) Huzhao (tiger’'s claw) abbrev: HZ
Separate the fingers and bend them at the secahthizd joints. Except the thumb, bend the fingeaskward at the knuckle
to expose the palm.



()
(5) Guagaiquan (downward strike with fists one rafteother) abbrev: GGQ

Strike downward quickly, with force shifted frometiface to the back of the fist. The downward bltadd be delivered in a
curve with the arm slightly bent at elbow and foreaching the face of the fist.

()
(6) Paoquan (uppercut) abbrev: PQ

The blow should be delivered in an upward curva swing, with force reaching the thumb side offikie

()
(7) Genial (rolling forearm) abbrev: GQ

Stretch out the forearm forward and downward withirdernal rotation, force reaching the insidehef forearm.

()
(8) Hengdingtui (side nail kick) abbrev: HDT
With toes hooked up, unbend the leg for a side &iross the body, with force reaching the outsfdeesole.

() :
(9) Boxing (stances):
Gongbu (bow stanc&bbrev: GB Mabu (horse-riding stancapbrev: MBand Xubu (empty stancepbrev: XB



