Turnajova pravidla Prazsky argument — HEMA turnaj

1) Cil
Smyslem turnaje je podpora a popularizace sportovné historického Sermu a HEMA. SouCasné turnaj nabizi sportovclm
mozZnost porovnavat a ovéfovat své umeéni bezpe€nou a pratelskou cestou.
2) Zakladni pojmy
= Turnaj
Turnaj je soubor zapasu s cilem urgGit vitéze.
Zdpas je pratelské utkdni soupefU a je tvofen mnoha stfety.
Stfet je stanoven povely vpfed a stat a mlZe byt tvofen z nékolika vymén.
Vvména je samotné zapoleni soupefl. Zahajena je Utocnou akci a ukonCena mlze byt vzdélenim se, nebo zasahem.
= Zapas
Na stfeh, tj. Na mista je pfikaz pro soutéZici s poZadavkem dostavit se na vyznaCené znaCky a pfipravit se ke stfetu.
Pfipraveni? je dotaz rozhod&iho sméfovany na organizaci planSe a soutézici.
Vpfed, tj. boj je povel k zahdjeni stfetu a spusténi Casomiry.
Stat, tj. stop je povel k zastaveni stfetu a Casomiry.
Vyhodnoceni probiha verbalné i neverbalné a naleZi vyhradné rozhodC€im.
= Sermifské akce
Sermifské akce probihaji v tempu, tj. v 8asovém tseku potfebném pro vykonani akce a v kontaktni vzdalenosti.
Utok je aktivni pohyb zbrané s postfehnutelnou drahou a potencialem zpUsobit zranéni.
Bod je utok hrotem proti pfekaZce, ktery vychazi z ndponu pazi.
Sek je utok ostfim proti pfekdZce, ktery vychazi ze stfihu.
Rez je utok tahem nebo tlakem ostfim po prekaZce.
Pfimy utok je Utok vedeny od néprahu k terCi po pfimé ose.
Nepfimy utok je utok vedeny k terCi po kfivce, s cilem vyhnout se zbrani soupefe.
Zélud je predstirany utok se zamérem vyprovokovat soupefe k ur€itému chovani.
Odveta je v€asny utok po provedeném krytu.
Proti-odveta je utok vykonany po vykryti odvety.
Protiutok je utok do soupefovi pfipravy nebo samotného uUtoku, €i zavéru Gtoku.
Krvt je obranna akce vlastni zbrani.
Uder je Gtok hlavici proti soupefi.

= Plans$
Plan$ je vyhrazeny prostor pro zépasy s vlastnim oznaCenim a velikosti. NejCast&jSi rozméry planSe jsou 6x9m.

3) Povinna vystroj a zbran

Sermif zodpovida za své vybaveni a je povinen pfipadné nedostatky odstranit, jinak mu mtiZe byt udélena erna karta.

= Kontrolu vybaveni mUzZe provést kterykoli rozhodéi v prlib&hu celého turnaje.

= Planované kontroly probihaji pfi vstupu na sportovni plochu haly a pfed zahajenim skupinové faze.

= Povinna vystroj
Sermifska maska s atestaci 1600N musi byt bezpeCna a bez zjevného zdsadniho poSkozeni.
Ochrana zatylku, kr€ni patefe a hrtanu s tvrdym jadrem.
Rukavice pro HEMA turnaje, nikoli kovové.
Kabat pro HEMA turnaje odolny proti probodnuti bez otvor(l v podpaZi.
Kalhoty pro HEMA turnaje odolné proti probodnuti.
Ochrana predlokti, loktl, kolen a holeni.
Pro muze je povinny suspenzor, Zenam jen doporuCujeme.
Pro Zeny je povinny plastron.
= Zbran
Mec¢ evropského typu s rovnou Gepeli, tj. hovorové federschwert.
CvJeQeI musi byt bezpe€na, neopotiebend, bez zlomU, ohybU, vyStipnuti. Hrany museji byt zaoblené.
Hrot musi byt zaobleny a zplo$té&ly, nebo rolovany a o&i$tény. Sitka hrotu je minimalné 1 cm.
PfiCka musi byt rovna, nesmi mit modifikace ani ostré hrany.
Hlavice bez ostrych hran.
Zbran musi spliovat
Pruznost 9-18 kg pfi tlaku na vahu.
T€ZiSté nesmi pfesahnout 9 cm.
Délka 120-140 cm.
Hmotnost 1450g — 1800g.
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4) Zapas

Zapas fidi hlavni rozhod&i s asistentem.

=

Casomira

e Casomiru stfeZi osoba pfidélend k asomife.

e Ve skupinové fazi zapasy trvaji 3 minuty Cistého Casu.

e V eliminaCni fazi zapasy trvaji 5 minut Cistého Casu.

e Zanerozhodného stavu po uplynuti Gasu se nastavi 1 minuta Cistého Casu a losem se urCi vyhoda.

Body

e Body kontroluje osoba pfid€lena pro zapis.

e Ve skupinové fazi turnaje vyhrava ten Sermif, ktery dfive ziskd 5 bodU.

e VeliminaCni fazi turnaje vyhrava ten Sermif, ktery dfive ziska 7 bod0.

® Pro findlové zapasy je mozZna zména maximalniho poCtu dosazenych bodu.

Oddechovy Cas

e Sermif si mQZe vyZadat oddechovy &as pro dpravu vybaveni, nebo kv(li zjevnym zdravotnim diivoddm.

e Oddechovy Cas bez postihu trva 3 minuty.

e KaZda dalSi zapoC€ata minuta stoji Sermife Cervenou kartu.

Rozhod¢i

e Zapas fidi na dané planSi hlavni rozhodéi a radi se s asistentem. Pro eliminacni fazi mUzZe byt i vice asistentU.

e VeliminaCni fazi turnaje se zfizuji pro kazdy zapas dva videorozhodCi a soutézici ma narok na jednu
neopravnénou vyzvu.

5) Bodovani

=

L

=

=

Platny zasah je hodnoceny udélenim jednoho bodu.

e Platny povrch je celé té&lo v&. rukojeti zbrané.

e Neplatny povrch je noha od kotniku k zemi a zatylek. PFi€emz, nastavi-li jeden ze soupefQ zatylek a druhy
nezasahne z bezpeCnosti, Sermifi, jenZ se otoCil, mliZze byt udélena ¢ervena karta dle posouzeni situace
rozhodGim.

Souzasah je vzajemny zasah platného povrchu v tempu, jenZ lze povaZovat za souCasné.

Jednoru€ni akce jsou platné, ovSem klademe dUraz na jejich precizni a validni provedeni.

Uder hlavici tdery hlavici jsou platné pouze do pletiva masky.

Odzbrojeni

® 7a ztratu zbrané vlastni chybou nebo za dominanci rozhod&i udéli bod Sermifi se zbrani. PfiCemz pfi ztraté
zbrané plati pro oba Sermife povel ,STOP!“

e Dojde-li ke ztraté zbrané ihned pfi zasahu, body za ztratu zbrané se neudéluji.

e Body za platny zasah a ztratu zbrané se nescitaji.

Zakazané akce

e Boj zblizka, kopy, chvaty, podmety, Gdery a udery pfiCkou nejsou povoleny.

Opusténi planSe

e Opusténi planSe vlastni vinou je penalizovano, vytlaCeni nikoli.

Zasahy podlahy

e Zasahy podlahy nedostateCnou kontrolou vlastni zbrané jsou penalizovany.

6) Karty a penalizace
Neni-li definovano, o penalizaci rozhoduje hl. rozhodCi zapasu a organizator turnaje.

=

Karty

e Zluté karta znamena varovani. (v jednom zapase nelze stejnému Sermiti udélit dvé Zluté karty)
e Cervena karta znamena bod soupefi.

e Cerna karta znamena vylouCeni ze soutéze.



Rules of the tournament Prazsky argument — HEMA tournament

1) Goal

The purpose of the tournament is to promote and popularize historical fencing and HEMA. At the same time, the tournament
offers athletes the opportunity to compare and test their skills in a safe and friendly way.
2) Basic concepts
= Tournament
Tournament is a set of matches to determine a winner.
The match is a friendly encounter between the opponents and consists of many clashes.
The clash is determined by the forward(vpfed) and halt(stop) commands and may consist of several exchanges.
The exchange is the actual struggle of the opponents. It is initiated by an offensive action and may end by hitting the
opponent or moving away.
= Match
e On alert, or On stations, is a command for competitors to report to the designated marks and prepare for a clash.
Ready? is a question from the judge directed at the organization of the planche and the competitors.
Forward, or fight is the command to initiate a clash and start the timer.
Halt, or stop is a command to halt the clash and stop the timer.
® The evaluation is verbal and non-verbal and belongs exclusively to the judges.
= Fencing events
® Fencing actions take place at a pace, or in the time required to perform the action and at the contact distance.
e An attack is an active movement of a weapon with a perceptible trajectory and the potential to cause injury.
Thrust is an attack with a point against an opponent, which comes from the tilt of the arms.
Cut is an attack with a blade against an opponent that comes from a visually distinctive trajectory.
Slice is an attack by pushing or pulling the blade against an opponent.
Direct attack is an attack directed at an opponent along a straight axis.
Indirect attack is an attack made to avoid an opponent's weapon.
Eeint is an attack with the intent to provoke an opponent into some behavior.
Riposte is a timely attack after a cover is made.
Counter-riposte is an attack made after covering a retaliation.
Counter-attack is an attack into the opponent's preparation or the attack itself, or the end of the attack.
Parry is a defensive action of one's own weapon.
Strike is an attack with a pommel against an opponent.
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= Pool
® Poolis a dedicated area for matches with their own markings and sizes. Most often the pool are 6x9m.

3) Compulsory equipment and weapon

The fencer is responsible for his equipment and is obliged to correct any deficiencies, otherwise he may be issued a black

card.

= Equipment checks may be performed by any referee throughout the tournament.

= Scheduled checks take place at the entrance to the sports area of the hall and before the start of the group phase.

= Compulsory equipment

e Fencing mask with 1600N certification, must be safe and without obvious major damage.
Protection of the back of the neck, cervical spine and larynx with hard core.
Gloves for HEMA tournaments, not metal ones.
Coat for the HEMA Tournament with no holes in the armpits.
Puncture resistant trousers for HEMA tournaments.
Protection for forearms, elbows, knees and shins.
e Suspenders are mandatory for men, recommended for women and For women, a solid breast/chest is mandatory.
= Sword
e A sword of European type with a straight blade, commonly known as federschwert.

A blade must be safe, unworn, without breaks, bends, nicks. The edges must be round and blunt.
A point must be rounded, clean and flattened or rolled. Minimum width of tip is 1 cm.
A cross-guard must be straight and don’t have any modifications or sharp edges.
A pommel without sharp edges.
The weapon must meet
Flexibility of blade 9-18 kg at weight pressure.
Point of balance must not exceed 9 cm.
Qverall length 120-140 cm.
Weight 1450g - 1800g.

S OO



4) Match

The match is controlled by the pool referee with an assistant.
= Timekeeping
e The time is monitored by the person assigned to the timer.
In the group phase, matches last 3 minutes of effective fencing time.
In the elimination phase, matches last 5 minutes of effective fencing time.
In the event of a tie after time has elapsed, 1 minute of effective fencing time shall be set and the advantage shall be
determined by lot.
= Score
e Points are checked by the person assigned to the point-checking.
e Inthe group stage of the tournament, the fencer who scores 5 points first wins.
e In the elimination phase of the tournament, the fencer who scores 7 points first wins.
e For the final matches the maximum number of points can be changed..
= Break
e Afencer may request a break to adjust equipment or for obvious medical reasons.
® The rest period without penalty lasts 3 minutes.
e Each additional minute costs the fencer a red card
= Referee
e The match is controlled by the pool referee on the given pool and in consultation with the assistant. There may be
more than one assistant for the elimination phase.
® In the elimination phase of the tournament, two video referees are set up for each match and the contestant is
entitled to one unauthorized challenge.
5) Scoring
= Avalid hit is scored by awarding one point.

e The valid surface is the entire body including the handle of the weapon.

e Invalid surface is the leg from ankle to ground and the back of the head. If one fencer turns to expose the back of
his head and his opponent does not score a hit on him for safety reasons, a red card may be issued according to
the referee's assessment of the situation.

Co-hit is the mutual hit of a valid surface at a pace that can be considered simultaneous
One-handed actions are valid, but we emphasize their precise and valid execution.
Pommel strike the pommel are valid only to the wire mask.

Disarmament

e If one of the fencers loses his weapon, either by own mistake or by action of his opponent, the referee will stop the
match and the fencer with the weapon will be awarded a point.

e If the loss of the weapon occurs immediately on impact, no points are awarded.

e Points for a valid hit and loss of weapon are not cumulative.

= Prohibited actions
e Hand-to-hand combat, kicks, grappling, submissions, punches and hitting with the cross-guard are not allowed.
= Leaving the pool
® Abandoning the pool due one's fault is penalized, displacement by the opponent is not.
= Hitting the floor
e Hitting the floor due insufficient control of your own weapon is penalized.
6) Cards and penalties
Unless defined, penalties are decided by the pool referee of the match and the tournament organizer.
= Cards
® Yellow card means a warning. (In one match cannot be issued two yellow cards to single fencer)
® Red card means a point to the opponent
® A black card means exclusion from the competition.
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