
 

 

 

Real Fight Championship REAL Official Rules 

 

General Rules 

All contestants, cornermen, and managers appearing in REAL FIGHT CHAMPIONSHIP mixed martial arts 

(hereinafter abbreviated as “REAL”) event shall strictly observe the REAL Official Rules, and must abide to 

the rulings based on instructions and orders by referees, judges and doctors with regard to all matters 

concerning the match.  

Competitors participating in the match shall be conscious and have self-respect as a professional fighter, 

practice an aggressive fighting style anticipated by the audience, and challenge themselves toward the match 

in compliance with sportsmanship.  

 

Article 1, Venue 

1. Cage  

(1) An official REAL circular cage ring of a height of 185cm and made of metal, with a circular mat 

with a diameter of 9 m will be used for the match.  

 2.  Fixtures around the cage  

(1) In the red and blue areas, there shall be a bucket (hose with a bucket device, bucket sheet, tank), red 

and blue towels for abstention for the cornermen, towel for wiping the cage mat, steps for heading 

into the cage, stools (3-legged, 4-legged) for the competitor and cornermen, and a rescue stretcher 

under the floor of the cage.  

(2) At the administrations’ table, there shall be a box of equipment for the match (spare gloves, 2 spare 

foul cups, 2 spare athletic pants, taping tape, scissors, ethanol, spare towels, etc.)  

 

Article 2, Match rules 

1. Match time  

  (1) Opening match   5 minutes × 1 round 

  (2) Official match  5 minutes × 2 rounds / 90-second intervals 

5 minutes × 3 rounds / 90-second intervals  

   (3) Tournament match  5 minutes × 2 rounds / 90-second intervals 

<< Final match 5 minutes × 2 rounds + 5-minute extension × 1 round / 90-second intervals>> 

(4) Reserve match  5 minutes × 2 rounds / 90-second intervals 

(5) Championship match  5 minutes × 3 rounds ＋ 5 minutes × 1 round / 90-second intervals  

<<Final match 5 minutes × 3 rounds + 5-minute extension × 1 round / 90-second intervals>> 

   (6) Title match   5 minutes × 3 rounds / 90-second intervals 

5 minutes × 5 rounds / 90-second intervals 



 

 

2. Match rules  

  (1) Opening match     / With draw judging  

(2) Official match     / With draw judging 

   (3) Tournament match  / Must system (judgment based on 

superiority) 

      <<With 2R draw judging for final match + 1R must system for extension (judgment based on 

superiority)>>  

  (4) Reserve match  / Must system (judgment based on 

superiority) 

  (5) Championship match  

    <<With 3R draw judging for regulation + 1R must system for extension (judgment based on 

superiority)>>  

  (6) Title match (defensive battle)   / With draw judging 

    <<The champion shall defend the draw title>> 

  *Judgments shall be based on a 10-point method.  

    *The must system is judgment where superiority/inferiority is always determined. 

3. Match format  

   (1) The winner and loser are decided on based on general combat sports such as a knockout (K.O.) or 

technical knockout (T.K.O.) caused by striking and throwing tricks, as well as tap out (T.O.), 

choke out (C.O.) and technical catch out (T.C.O.) caused by locking and choking techniques. 

In addition, if a decision is not made within the given time, a judgment shall be made, in which a 

ruling on victory/defeat or tie shall be made. 

(2) Competitors shall comply with sportsmanship and must approach the first and last rounds by 

bringing their gloves together when the match begins. 

(3) When there is a special match, etc. match rules shall be negotiated based on the contract for each 

match.  

 

Article 3, Division system by weight (for both men and women)  

1. Divisions 

  (1) Super heavyweight   / 120.7 kg or more (265 lbs or more)  

  (2) Heavyweight   / 93.5 kg to 120.7 kg (205 lbs to 265lbs) 

   (3) Light heavyweight   / 89.0 kg to 93.5 kg (196lbs to 205lbs) 

   (4) Super middleweight  / 84.4 kg to 89.0 kg (185 lbs to 196lbs) 

   (5) Middleweight   / 81.0 kg to 84.4kg (178 lbs to 185 lbs) 

  (6) Super welterweight  / 77.6 kg to 81.0 kg (170 lbs to 178 lbs) 

   (7) Welterweight   / 74.2 kg to 77.6 kg (163 lbs to 170 lbs) 



 

 

   (8) Super lightweight  / 70.8 kg to 74.2 kg (155 lbs to 163 lbs) 

   (9) Lightweight    / 66.3 kg to 70.8 kg (145 lbs to 155 lbs) 

  (10) Featherweight  / 61.7 kg to 66.3 kg (135 lbs to 145 lbs) 

  (11) Bantamweight  / 57.2 kg to 61.7 kg (125 lbs to 135 lbs) 

  (12) Flyweight   / 52.7 kg to 57.2 kg (115 lbs to 125 lbs) 

  (13) Light flyweight  / 50.4 kg to 52.7 kg (111 lbs to 115 lbs) 

  (14) Super strawweight  / 48.1 kg to 50.4 kg (106 lbs to 111 lbs) 

  (15) Strawweight   / 48.1 kg or less    (to 106 lbs) 

2. Open division 

  (1) Open weight division /  

    If there are no weight specifications set due to the contract, the system shall be a free weight 

system.  

 3. Contracted weight  

  (1) Official weight measurements shall be displayed in units of kg. (* The lbs display shall only serve as 

a rough target) 

  (2) Competitors shall be obliged to strictly observe the contracted weight and must honor it. 

 4. Implementation of champion and ranking system 

   (1) Divisions shall be based on a system of a total of 16 divisions (strawweight to super heavyweight + 

open weight division), and a champion and ranking shall be established for each division.  

 

Article 4, Rules meeting / Rules review  

1. Explanation and confirmation of rules  

(1) Competitors shall participate in a rules meeting held by the referees on the day before the 

tournament, accompanied by their cornerman or manager. In the meeting, they must receive a 

detailed explanation of the rules, confirm any questions they may have, and comprehend the rules 

completely. 

(2) After the rules meeting is completed, competitors must make sure to bring the full game costume 

that they will be using in the match (mouthpiece, foul cup/protective guard for females, match 

uniform, shoes, supporters, etc.), and must undergo a check from the inspector for permission to use 

the costume in the match.  

(3) Competitors who have given their consent to the contents of the rules shall sign a separate pledge, 

based on which explanation of the rules shall be completed.  

 

Article 5, Measurement test 

 1. Measuring system  

   (1) As testing of the weight for the contracted division, measurement shall be implemented twice, once 



 

 

on the day before the match as the actual measurement, and a second time on the day of the match 

as return measurement. The two measurements are combined to form the formal measurement, and 

both the actual measurement and return measurement must be of passing weight.  

Hence, even if a competitor passes the actual measurement test, if the same competitor does not 

pass the return measurement test, he/she will be disqualified due to measurement, not be able to 

participate in the match, and be imposed a penalty.  

   (2) Competitors must undergo a measurement test by an inspector (actual measurement and return 

measurement / measurement at a time and location designated by the host, implemented in kg) for 

2 days, on the day of the tournament and the day before the tournament, accompanied by their 

cornerman or manager, and must strictly observe the contracted weight. 

(3) Competitors in the open weight division, which has no restrictions on the contracted weight, shall be 

measured on the day before the tournament or the day of the tournament for official records.  

   (4) When undergoing measurement testing, competitors shall be naked except for the following: males 

shall wear a pair of pant-type swimwear, etc., and females shall wear two-piece swimwear, etc.  

        However, if the competitor is under pressure due to the limit of the contracted weight at the time of 

measurements, males shall be able to undergo measurement completely naked, and females shall 

be able to weight their swimwear, etc. at the time of measurement, and subtract the weight of the 

swimwear, etc. from their own weight when wearing their swimwear, etc.  

2. Actual measurement 

   (1) In principle, actual measurement shall be implemented 24 hours before the time that the first match 

on the day of the tournament is planned to start. 

  (2) Competitors must strictly observe the weight for the contracted division, and must pass the test. 

3. Preliminary measurement 

(1) Preliminary measurement shall be implemented starting 2 hours before the actual measurement, in 

which competitors shall aim to pass actual measurement. It is acceptable to take as many 

measurements as need for the purpose of adjustments.  

4. Re-measurement  

(1) Competitors who did not pass actual measurement shall undergo re-measurement in the same 

location 2 hours later (2 hours after the actual measurement). If the competitor passes the test, the 

weight will be recognized as the official weight.  

If taking measurements within the 2 hours, weights shall be recognized as official 

measurements regardless of how many times measurements are taken. 

 5. Final measurement  

(1) Competitors who did not pass re-measurement shall undergo final measurement for a third time after 

another 2 hours later in the same location (2 hours after re-measurement, 4 hours after actual 

measurement). If the competitor is able to pass the test, the weight shall be recognized as the 



 

 

official measurement. 

Furthermore, measurements taken within these 2 hours shall be recognized as official 

measurements, regardless of how many times measurements are taken. In addition, the limit for 

actual measurement shall be reached at this time.  

 6. Return measurement  

   (1) In principle, return measurement shall be implemented on the day of the tournament at the match 

venue, in a location designated by the host, 3 hours before the time that the first match is planned 

to start.  

   (2) Return measurement is conducted for the purpose of a fair match, by limiting weight decreases due to 

weight loss after actual measurement, eliminating extreme weight differences caused by individual 

differences, and equalizing weight.  

Return measurement is conducted on the day of the match as a second measurement test by all 

competitors who have undergone actual measurement testing the day prior to the match 

(excluding competitors who are disqualified due to not passing). 

   (3) The weight limit for return measurement shall be set to plus (+) 5 kg from the weight limit for the 

contracted divisions, and competitors must pass the test.  

7. Return re-measurement  

   (1) Competitors who did not pass return measurement shall undergo re-measurement (1 hour after return 

measurement) an hour afterwards in the same location. If they are able to pass, the weight shall be 

recognized as being the official measurement.  

        Measurements taken within this hour shall be recognized as official measurements, regardless of 

how many times measurements are taken. 

 8. Final return measurement  

   (1) Competitors who did not pass return re-measurement shall undergo final measurement (1 hour after 

return re-measurement/2 hours after return measurement) for the third time in the same location 

an hour afterwards. If they are able to pass the test, the weight shall be recognized as being the 

official measurement. 

Measurements taken within this hour shall be recognized as official measurements, regardless of 

how many times measurements are taken. In addition, the limit for return measurements shall be 

reached at this time. 

 9. Failure to pass measurement 

   (1) Competitors who were not able to drop weight within the official designated time, and who did not 

pass measurements (actual measurement and return measurement) must strictly adhere to and 

fulfill the penal provisions based on non-performance of the contract.  

(2) Competitors who failed measurements may be able to participate in the match in exceptional cases, 

with conditions attached, based on consultations with the host, opponent, and team representative.  



 

 

In such circumstances, there may be cases where the competitor is responsible for losing a 

negotiated amount of weight by a time specified by the host.  

However, the host shall judge whether the competitor shall undergo measurement based on the 

doctor’s findings, and by taking health problems of the competitor into consideration. 

10. Limits for each division for return measurement (+ 5 kg / + 11 lbs)  

(1) Heavyweight   / 120.7 kg to 125.7 kg (265 lbs to 277 lbs) 

(2) Light heavyweight   / 93.5 kg to 98.5 kg (205 lbs to 217 lbs) 

(3) Super middleweight  / 89.0 kg to 94.0kg (196lbs to 207lbs) 

(4) Middleweight  / 84.4 kg to 89.4 kg (185 lbs to 197 lbs) 

(5) Super welterweight  / 81.0 kg to 86.0 kg (178 lbs to 189 lbs) 

(6) Welterweight   / 77.6 kg to 82.6 kg (170 lbs to 182 lbs) 

(7) Super lightweight  / 74.2 kg to 79.2 kg (163 lbs to 174 lbs) 

(8) Lightweight   / 70.8 kg to 75.8 kg (155 lbs to 167 lbs) 

(9) Featherweight  / 66.3 kg to 71.3 kg (145 lbs to 157 lbs) 

(10) Bantamweight  / 61.7 kg to 66.7 kg (135 lbs to 147 lbs) 

(11) Flyweight   / 57.2 kg to 62.2 kg (125 lbs to 137 lbs) 

(12) Light flyweight   / 52.7 kg to 57.7 kg (115lbs to 127lbs) 

(13) Super strawweight   / 50.4 kg to 55.4 kg (111lbs to 122lbs) 

(14) Strawweight   / 48.1 kg to 53.1 kg (106lbs to 117lbs) 

*As there is no upper weight restriction for super heavyweight and no weigh restrictions for the open 

weight division, it is not necessary to apply return measurement for these 2 divisions.  

Notations in lbs shall serve solely as a rough target.  

11. Penal rules for violations against actual measurement  

  (1) Point deductions (yellow card) / disqualification (red card) due to being over the weight limit for 

actual measurement 

    1). 0.1 kg to 0.5 kg / 1 yellow card (-1P) 

    2). 0.5 kg to 1.0 kg / 2 yellow cards (-2P) 

    3). 1.1 kg or more / Red card (disqualified) 

   (2) Fines due to being over the weight limit for actual measurement 

    1). 0.1 kg to 0.5 kg / “25%” deduction from total fight money payment 

    2). 0.5 kg to 1.0 kg / “50%” deduction from total fight money payment 

    3). 1.1 kg or more / “100%” deduction from total fight money payment (no compensation) 

   (3) Penalties due to being over the weight limit for actual measurement 

      1). Competitors whose weight was “+ 1.1 kg” over the limit for the contracted division and who thus 

became disqualified due to actual measurement shall, in addition to receiving no compensation, 

be required to return to the host all round-trip travel expenses (same applies to transportation 



 

 

costs within Japan) as well as expenses for accommodations (hotel expenses, food expenses), 

including for cornermen, etc. accompanying the competitor.  

      2). The competitor shall be suspended for participating in REAL events for a period of 1 year from 

this tournament.  

12. Penal rules for violations against return measurement 

   (1) Point deductions (yellow card) / disqualification (red card) due to being over the weight limit for 

return measurement  

      1). 0.1 kg (5.1 kg) to 1.0 kg (6.0 kg) / 1 yellow card (-1P) 

      2). 1.1 kg (6.1 kg) to 2.0 kg (7.0 kg) / 2 yellow cards (-2P) 

      3). 2.1 kg (7.1 kg) or more / Red card (disqualified) 

   (2) Fines due to being over the weight limit for return measurement 

      1). 0.1 kg (5.1 kg) to 1.0 kg (6.0 kg) / “25%” deduction from total fight money payment    

   2). 1.1 kg (6.1 kg) to 2.0 kg (7.0 kg) / “50%” deduction from total fight money payment 

   3). 2.1 kg (7.1 kg) or more /“100%” deduction from total fight money payment (no compensation) 

  (3) Penalties due to being over the weight limit for return measurement 

1). Competitors whose weight was +5 kg “+2.1 kg” (total of 7.1 kg) over the limit for the contracted 

division and who thus became disqualified due to return measurement shall, in addition to 

receiving no compensation, be required to return to the host all round-trip travel expenses (same 

applies to transportation costs within Japan) as well as expenses for accommodations (hotel 

expenses, food expenses), including for cornermen, etc. accompanying the competitor. 

   2). The competitor shall be suspended for participating in REAL events for a period of 1 year from 

this tournament.  

13. Balance of penal rules for measurement violations in actual measurement and return measurement 

  (1) Penal rules based on point reductions 

   *Even if cumulative totals are added, a lower limit of <<-2P>> shall be established. 

    1). Violated actual measurement (-1P) + Passed return measurement / <<-1P>> 

    2). Passed actual measurement + Violated return measurement (-1P) / <<-1P>> 

     3). Violated actual measurement (-1P) + Violated return measurement (-1P) / Cumulative total 

<<-2P>> 

     4). Violated actual measurement (-2P) + Passed return measurement / <<-2P>> 

    5). Passed actual measurement + Violated return measurement (-2P) / <<-2P>> 

     6). Violated actual measurement (-1P) + Violated return measurement (-2P) / Cumulative total -3P  

<<-2P>> 

    7). Violated actual measurement (-2P) + Violated return measurement (-1P) / Cumulative total -3P  

<<-2P>> 

    8). Violated actual measurement (-2P) + Violated return measurement (-2P) / Cumulative total -4P  



 

 

<<-2P>> 

  (2) Penal rules based on fines (reduction of fight money)  

   *Even if cumulative totals are added, an upper limit of <<75% deduction from total>> shall be 

established.  

   1). Violated actual measurement (25% deduction) + Passed return measurement / <<25% deduction 

from total>> 

   2). Passed actual measurement + Violated return measurement (25% deduction) / <<25% deduction 

from total>> 

   3). Violated actual measurement (25% deduction) + Violated return measurement (25% deduction) / 

Cumulative total <<50% deduction from total>> 

   4). Violated actual measurement (50% deduction) + Passed return measurement / <<50% deduction 

from total>> 

   5). Passed actual measurement + Violated return measurement (50% deduction) / <<50% deduction 

from total>> 

   6). Violated actual measurement (25% deduction) + Violated return measurement (50% deduction) / 

Cumulative total <<75% deduction from total>> 

      7). Violated actual measurement (50% deduction) + Violated return measurement (25% deduction) / 

Cumulative total <<75% deduction from total>> 

   8). Violated actual measurement (50% deduction) + Violated return measurement (50% deduction) / 

Cumulative 100% deduction  <<75% deduction from total>> 

 

Article 6, Medical checks 

 1. Doctor’s checks  

   (1) Competitors shall undergo a health examination and doping test by a doctor on the day of the 

tournament (before the match), and validity must be certified based on whether the competitor’s 

health is of a state in which it is possible for him/her to compete as well as whether there were 

any banned substances detected.  

Administration of drugs such as anesthetic injections and painkillers due to injuries, etc. 

(including old injuries) before the match shall be acknowledged. 

(2) Guidelines for testing  

1). Health examination  

  A. Medical interview, palpation, testing of blood pressure and pulse, etc.  

2). Doping test  

  A. The testing method shall be a urine test or blood test. 

       B. On the day of the tournament, a urine test during which the official doctor or inspector is present 

shall be implemented twice—once at the time of the medical check before the match and once 



 

 

after the match ends. 

  C. Banned substances shall include stimulants and muscle-building substances (anabolic steroids, 

growth hormones, etc.). 

*Refer to the attachment for official drug names  

  D. With regard to testing negative or positive, the report on test results by the doctor shall be 

confirmed by the host, inspector, and competitor, with all parties being present.  

  E. Persons who refuse to undergo testing shall be treated in an equivalent manner as having tested 

positive, and violating doping.  

2. Punitive clause based on doping violation (disqualification) 

  (1) Fine due to doping violation (positive reaction)  

    1). Deduction of “100%” (no compensation) from total fight money payment. 

 (2) Penalty due to doping violation (positive reaction)  

   1). Competitors who have been disqualified due to a doping violation shall, in addition to receiving 

no compensation, be required to return to the host all round-trip travel expenses (same applies to 

transportation costs within Japan) as well as expenses for accommodations (hotel expenses, food 

expenses), including for the cornermen, etc. accompanying the competitor.  

   2). The competitor shall be suspended for participating in REAL events for a period of 1 year from 

this tournament, and there shall also be information disclosure regarding the competitor’s use of 

banned substances.  

 

Article 7, Costume check  

 1. Costume check for the competition 

  (1) The competitor must undergo a costume check of his/her costume for the competition (including of 

bandages, taping, and supporters) by an inspector on the day of the match before participating in 

the match. 

Application of bandages, taping, etc. shall be carried out by each competitor’s cornermen, with 

which REAL (the host) shall have no concern. 

Accordingly, equipment for bandages and taping shall be prepared beforehand by the competitor’s 

team. 

(3) After consent is given based on the test, the inspector shall provide a signature of approval. If the 

signature is retracted, or there is no signature, consent shall be deemed as being null, and use of the 

costume shall be prohibited.  

(4) Open-finger gloves shall be put on immediately before the match with the inspector present. White 

(taping) tape shall be wound afterwards, and a signature must be obtained from the inspector. 

If there is no signature by the inspector, consent shall be null, and use of the gloves shall be 

prohibited.  



 

 

  (5) Removal open-finger gloves after the match shall be carried out with the inspector present. 

Removing gloves in the ring without the referee or judge present shall be acknowledged. 

        However, removing gloves without the inspector and referee/judge being present is not approved, 

and competitors who violate this shall be subject to a deduction of “10%” from the total fight 

money payment. 

 

Article 8, Competitors  

1. Qualifications for competing in the match 

  (1) Regardless of whether they are male or female, competitors must be 15 years or older, and when 

competing in the match, must be of a state of health where they can compete. 

(2) Competitors whose eyesight is not 0.3 in both eyes shall not be able to compete in the match. 

However, permission shall be granted if wearing soft contact lenses. 

(4) Competitors who have an infectious disease (HIV, hepatitis B/C, etc.) or a serious internal disease, 

etc. or who are pregnant shall not be permitted to compete in the match. Competitors are obliged to 

undergo a blood test and urine test. 

* Competitors shall undergo such tests at their own financial expense. 

  (4) Competitors using banned substances such as narcotics, stimulants, muscle-building substances, etc. 

(anabolic steroids, growth hormones, etc.) shall not be permitted to compete in the match. 

Unannounced tests may be conducted on random competitors. 

   (5) Obtaining a CT scan or MRI test of the head shall be an obligation with conditions (if these tests have 

not been implemented for 6 or more months before the date of the REAL event). If an abnormality 

in the brain is found, the competitor shall not be able to compete in the match.  

It is acceptable to not undergo CT/MRI testing frequently due to the body being exposed to 

radiation. Accordingly, other than undergoing such testing due to damage caused by a strong K.O. 

(knockout), etc. in a match, persons who have undergone CT and MRI testing within the last 6 

months, including for other events, etc. shall be exempt from undergoing CT and MRI testing for 

this event.  

     In this case, the competitor shall submit a copy of the certificate used for the other event.  

   *Competitors shall undergo testing at their own financial expense.  

  (6) Persons who have had serious previous illnesses that were fatal must report such illnesses.  

2. Balance with state of health when competing in another martial arts event 

  (1) Taking into consideration the aspect of safety, persons who have been ruled as having been defeated 

due to a K.O, T.K.O., T.O., C.O., T.C.O., etc. in a different martial events event (including REAL 

events) in the past shall, in principle, be restricted in participating in the match. 

    1). Competitors whose cause of defeat was K.O. or T.K.O  

     A. Caused by damage to the head  



 

 

a. Must not participate in an event for 60 or more days 

     B. Caused by damage to a part of the body other than the head 

a. Must not participate in an event for 30 or more days.  

     C. Caused by damage to the head in 2 continuous matches 

     a. Must not participate in an event for 90 or more days.  

    2). Competitors whose cause of defeat was T.O., CO., or T.C.O. 

     A. Caused by damage to the cervical vertebrae 

     a. Must not participate in an event for 30 or more days. 

     B. Caused by damage to a part of the body other than the cervical vertebrae 

     a. Must not participate in an event for 15 or more days. 

3.  Reasons behind cases in which participants cannot compete in a match 

  (1) If a competitor cannot compete in a contracted match due to a personal reason other than injury 

during practice or illness before the match (few days before match up to day of the match), he/she 

must pay to REAL (the host) a reasonable penalty, and in addition to receiving no compensation, 

shall be required to return to the host all round-trip travel expenses (same applies to transportation 

costs within Japan) as well as expenses for accommodations (hotel expenses, food expenses), 

including for the cornermen, etc. accompanying the competitor. 

                                

Article 9, Competition costume 

1. Clothing for competition  

 (1) Fishing pants for amateur wrestling 

  (2) Shorts, semi-long pants, and tights 

   *Shorts, semi-long pants, and tights with pockets and zippers shall be prohibited.  

   (3) Trunks for Muay Thai, boxing, etc. (parjioud, etc./armbands are permitted) 

   * Trunks made of material that will fall onto the mat, such as sequins, etc. are prohibited. 

   (4) Traditional combat uniforms tops and bottoms for karate, kempo, tae kwon do, free boxing, judo, 

jujutsu, sambo, etc. (Knots for the belt must be tightly bound with taping so that they do not come 

undone) 

   (5) Belts worn by sumo wrestlers, traditional costumes work in ssireum and Mongolian sumo 

   (6) Costumes made of thin wetsuit material, etc. that are fitted to the body (rash guard tops, bottoms), 

and masks (no plastic or metal used) 

   (7) Costumes other than the above, within a scope that does not cause interference and for which 

permission has been obtained from the host.  

   * Materials that can be easily torn or easily fall off, such as running t-shirts, etc., and materials that are 

hard and hinder safety, such as plastic and metals, are prohibited. For clothing, new materials that 

have superior impact resistance, such as “d3o” are prohibited.  



 

 

     However, competitors are free to wear such items when first entering the match (cage-in). 

      Match costumes and entrance costumes must be clean.  

2. Protective gear for competition  

 (1) It is mandatory to wear open-finger gloves prepared by the host. 

(Red gloves are used for the red corner, and blue gloves are used for the blue corner) 

*It shall be prohibited to coat open-finger gloves with non-slip spray, etc. 

(2) It is mandatory to wear a mouthpiece.  

(3) In principle, for foul cups, a Muay Thai-style cup that is worn with iron ties (Thai cup) shall be worn. 

However, Thai cups shall be fastened securely using straps, and if there is looseness, the match 

shall not be carried out. Thus, when approaching the match, competitors shall fasten their foul 

cups securely using the straps and make sure that there is no looseness.  

Competitors who are opposed to wearing a Thai cup shall be obliged to wear a pant-style gear 

made of carbon, with conditions attached. 

As pant-type gear made of carbon does not have the same strength as Thai cups, significant 

inferiority in strength is observed when a person is struck in the groin area, such as from an inside 

low kick or outside low kick.  

Of course, a deliberate attack to the groin area shall be considered a foul play, and as a combat 

sport with striking techniques, an attack to the groin area that was not intentional shall be handled 

as part of the flow of offensive and defensive techniques, based on the judgment of the relevant 

referee for that match, and there may be cases where the match will continue without being 

suspended.  

Hence, competitors who choose a pant-type foul cup made of carbon must compete in the match 

by being prepared for this, under their own responsibility. 

* “Plastic” pant-type clothing shall be prohibited, and competitors wearing such clothing shall not be 

permitted to compete in the match.  

   Females are required to wear a protective guard for females. 

(5) Competitors shall wear shoes at their own discretion. 

Wrestling shoes and shoes approved by the host shall be the types of shoes permitted to be worn.  

* Shoes that contain hard materials, such as metal, including zippers, as well as those with plastic soles 

shall be prohibited. 

    Orthodox-type shoes that are laced up using materials such as cloth, nylon, rubber, and soft leather 

shall also be approved. (*Must be checked by an inspector) 

When wearing shoes, the knots for the laces shall be protected using taping, and laces must not be 

wound around ankles.  

  (5) Contestants are free to wear elbow pads and kneepads that are approved by the host. 

   *Elbow pads and kneepads that are made of hard materials such as plastic, metal, etc. are prohibited. 



 

 

Those with Velcro must be covered with taping.  

   (6) Contestants are free to wear shin guards and leg guards. (Only cylindrical guards approved by the 

host are permitted; those with Velcro, rubber bands, etc. are prohibited)  

   * Shin guards and leg guards that are made of hard materials such as plastic, metal, etc. are prohibited. 

Those with Velcro must be covered with taping.  

  (7) With regard to gear for competition, all gear made of hard materials, with the exception of foul cups, 

must be worn on the body.  

Hence, any kind of doctoring to cover up any gear is prohibited, such adding hard padding, adding 

cuts, etc. It shall also be prohibited to use materials with superior impact resistance, such as 

“d3o.”  

* When using the protective gear described in Article 9, Paragraph 2 (1) to (6), it is mandatory to 

obtain permission from the referee and inspector.  

3. Body protection/reinforcement gear  

  (1) Competitors are free to use taping for bandages for knuckle pads. 

     Materials for bandage shall consist of soft cloth material (length of 6 m or less, width of less than 

5 cm for both hands). Taping is limited to adhesive white tape for medical use (length of 3 m or 

less, width of less than 2.5 cm).  

Bandages with Velcro used for practice shall be prohibited. 

   * The object of using bandages shall be to protect the knuckles. Hardening bandages to an extent for 

the purpose of attacks shall be prohibited. As a rough target, bandages that are hardened to an 

extent such that it is not possible to feel the shape of the fist when pushing down on a tight fist 

with a finger shall be prohibited.  

In addition, it is prohibited to wind a stiffener, paper string, etc. into the bandage. 

    (2) Competitors shall be free to wear taping supporters to locations of injuries such as old wounds, 

injuries, etc.  

        Materials used for taping shall be limited to adhesive white tape for medical use and elastic 

material (Kinesio Tape).  

* Such taping supporters shall be used for the sole purpose of protection, and hardening them to 

an extent for the purpose of attacks shall be prohibited.  

    (3) Applying oil-based coating, such as Vaseline, grease, body cream, etc. to the body shall be 

prohibited. (Including slippery hair styling products to the hair) 

* Cornermen and parties related to competitors shall be prohibited from bringing in Vaseline, etc. 

into the venue. 

(4) Use of anti-slip spray, pine resin, etc. to the bottom of the feet shall be prohibited. 

(5) Fingernails and toenails shall be kept short.  

(6) Competitors are free to wear contact lenses. (*Soft lenses are permitted, hard lenses are not 



 

 

permitted.) 

(7) Competitors are prohibited from wearing any precious metals (rings, necklaces, piercings, etc.) 

4.  Rules regarding equipment inspection and use of competition costumes 

    (1) With regard to the competition costume equipment inspection by an inspector before the start of the 

match, if the costume is approved in the final check in [Article 7, Paragraph 1 (1) to (3)] above, it 

shall be permitted as an official match costume. However, removing a competition uniform or 

gear (excluding gloves, mouthpieces, and foul cups) in an interval after 1R shall be approved 

based on a simple check by the referee.  

However, it shall be prohibited to remove a competition uniform or gear during the competition, 

as well as putting on a competition uniform, etc. that was removed during an interval.  

    (2) In using competition clothing during the match, competitors who wear a traditional combat sports 

uniform (top and bottom) shall be approved to use chokeholds, locking techniques, etc. using the 

uniform; however, chokeholds, locking techniques, etc. using the belt itself shall be prohibited.  

In addition, opponents fighting against such competitors wearing combat sports uniforms shall 

be approved to carry out throwing techniques by grabbing or hooking the competitor’s uniform 

(including belt).  

However, chokeholds, locking techniques, etc. using the competitor’s belt itself shall be 

prohibited.  

Actions such as grabbing and hooking any clothing other than the uniform (tights, trunks, etc.) 

shall be prohibited. 

    (3) In using competitive gear during a match, it shall be prohibited to grab or hook onto such gear with 

fingers, etc.  

   

Article 10, Cornermen  

1. Rules regarding cornermen  

(1) Competitors are allowed to have up to 3 cornermen. Persons who do not have a cornerman pass 

obtained by applying beforehand shall not be permitted, and shall not be able to enter the 

backstage area or assist a cornerman. 

Team personnel other than cornermen shall be able to walk the runway together with the 

competitor when entering the venue, but must wait in the back of the corner during the match, 

and make themselves low so as not to disrupt the spectators’ view.  

    (2) Payment by the host for round-trip travel expenses (including transportation costs within Japan), 

accommodation expenses (hotel costs), food, etc. shall be provided for up to “2 cornermen.” All 

expenses for the third cornerman shall be covered by the competitor’s side.  

   (3) At the time of explanation of rules by the referee before the start of the match, the team cornerman 

must be present in the ring, and must conduct final confirmations regarding the rules, together 



 

 

with the competitor.  

   (4) Cornermen must not leave their own corner during the match. (Must not stand up from their chair 

that has been set in a designated location.) 

The same applies if a competitor is receiving a doctor’s check in a neutral area. 

    (5) During the match, cornermen are prohibited from coming in contact with (touching, grabbing, 

striking) the competitor (competitor in their own corner as well as the opponent), mat, metal 

netting, and ring pad.  

   (6) During the match, cornermen are prohibited from placing drinks, towels, buckets, boxes for 

assistants, etc. on the ring or on the stairs surrounding the metal netting in their corner.  

    (7) During the match, cornermen are prohibited from coming up to the ring and entering the ring 

around the exterior of the metal netting.  

(8) While the match is suspended, cornermen are prohibited from coming up to the ring and entering 

the ring around the exterior of the metal netting, and coming in contact with the competitor and 

metal netting ring pad.  

* Cornermen must not stand up from their chairs at times other than during intervals in between 

rounds.  

   (9) During intervals in between rounds, a total of 2 people—1 chief cornerman and 1 assistant 

cornerman shall be able to provide assistance in the ring, and others must assist on the ring 

around the exterior of the metal netting or under the corner area.  

  (10) For fluid replacement during the match, water and commercially-available energy (sugar) drinks 

may be consumed.  

   *With regard to drinking energy (sugar) drinks, cornermen must bring unused and unopened bottles 

into the venue, and undergo a confirmation inspection during the inspector’s competition 

equipment check. 

   (11) Before the start of the match and during the intervals in between rounds, cornermen are prohibited 

from applying any oil-based coating (Vaseline, grease, oil, etc.) to the competitor in their own 

corner. 

    *Application of anti-slip spray, pine resin, etc. to the soles of the competitor’s feet is also prohibited.  

   (12) When the call for “Cornermen out!” is given as soon as an interval period in between rounds is 

given, cornermen must immediately stop giving instructions and assistance to the competitor and 

leave the ring. If the mat in their own corner area is excessively wet with water, etc., they must 

wipe the mat with a towel, etc.  

If a mounted saucer is prepared in their corner area, cornermen must use this saucer. 

      Cornermen must wipe off any sweat and any water that has been poured onto body of the 

competitor in their own corner immediately when the interval ends right before the start of a 

round, and have the competitor enter the match.  



 

 

   (13) During the match, the chief cornerman must carry the towel for their own corner (red towel for the 

red corner, blue towel for the blue corner). (*To indicate intent to stop the competition) 

  (14) Cornermen must follow all instructions and orders given by the referee, judges, and doctor. 

  (15) Cornermen must not verbally abuse or carry out an insulting action towards the opponent, referee, 

judges, and doctor.  

  (16) If a cornerman violates a provision, the equivalent of a yellow card (point deduction) or red card 

(disqualification) will be automatically be applied to the competitor in the cornerman’s own 

corner, and the cornerman who violated the provision may be asked to withdraw.  

   (17) At the venue on the day of the match, the 3 cornermen are obliged to unify their clothing and wear 

the same teamwear as the competitor.  

       Casual clothing such as a T-shirt and jeans shall not be approved. 

         However, wearing a T-shirt, etc. that is the same as for the entire team shall be approved.  

  (18) The assistant’s box for the cornermen shall be prepared beforehand, containing ice, water, energy 

(sugar) drinks, towels, sponges, gauze, cotton balls, safety scissors, bandages, band-aids with 

absorbent cotton, spray bottles for cooling down the body with water, iron tools for reducing 

swelling, and buckets. 

     * It is prohibited to bring Vaseline and grease into the match venue. 

       

Article 11, Determination of winner/loser 

1. Knockout <K.O.> 

  (1) Standards for knockout 

1). A state where one is completely groggy, where the legs are wobbly and the eyes are unfocused 

due to damage from an attack such as a punch or throw, etc. 

    2). A dangerous state where the body, other than the soles of the feet, are completely grounded to the 

mat, and consciousness is completely cloudy, due to damage from an attack such as a punch 

or throw, etc.  

    3). A state where the competitor hunches over, falls backward, or falls face-down, etc. due to damage 

from an attack such as a punch or throw, etc. 

    4). A state where the competitor has completely blacked out due to damage from an attack such as a 

punch or throw, etc.  

(Loss of consciousness)  

    * Although these Rules are for general combat sports, they differ from the interpretation of rules 

exclusively for boxing and kickboxing blows, and in principle, since a countdown system is 

not used, some downs (flash downs) are not recognized as being a knockout, and the match 

shall continue. 

2. Tapout <T.O.> 



 

 

  (1) Standards for tapout 

    1). The competitor continues to tap the ring mat or the opponent’s body 3 or more times, due to a 

submission, chokehold, or grappling, indicating his/her intention to the referee to give up.  

    2). As a gesture when it is not possible to tap due to the competitor’s body not being able to move, 

due to a submission, chokehold, or grappling, the competitor shakes or nods his/her head 3 or 

more times, or declares intent verbally. The same applies for cases where the competitor 

continues to tap the ring mat, etc. 3 or more times with the back of his/her foot due to not being 

able to move his/her upper body freely. 

   3). If the competitor is unable to declare his/her intention to “tap out (give up)” regardless of the play 

being completely over, due to a submission, chokehold, or grappling, and he/she raises his/her 

voice as a reaction to pain, this shall also be deemed as a tap out.  

3. Choke out <C.O.>  

  (1) Standards for choke out  

    1). A state where the competitor has completely lost consciousness due to a chokehold, etc. of the 

carotid artery. (Loss of consciousness) 

*State where the competitor is, in common terms, fallen.  

4. Technical knockout <T.K.O.> 

  (1) Standards for technical knockout 

    1). Referee stoppage 

    A. Case where the referee judges that it is dangerous and impossible to continue the match due to 

damage from striking, throwing, etc. 

    B. Case where a defensive state continues and is dangerous, due to striking, etc.  

    C. Case where the competitor is unable to compete in the match after an interval in between rounds.  

    D. Case where the competitor is down after a round ends, and cannot return to his/her own corner 

on his/her own at all.  

    2). Doctor’s stoppage 

A. Case where, based on medical findings, it is judged from a technical perspective that 

continuing the risk would be dangerous or impossible. 

B. The rough target for the number of doctor’s stoppages when conducting a doctor’s check on the 

same injury location due to valid attacks (effective blows, etc.) is as follows.  

a. Up to 3 times per 1R; the 4
th

 stoppage shall be considered a T.K.O. 

b. Over the course of all R (including extension R), the 5
th

 stoppage shall be considered a 

T.K.O.  

* This shall not be limited to doctor’s checks of injuries due to accidents and fouls. 

    3). Corner stoppage  

    A. When the cornerman judges that it is dangerous for the competitor in his/her own corner to 



 

 

continue the match, and throws in the towel (red towel for the red corner, blue towel for the 

blue corner) during the match, this is considered as being a request to stop the play. 

    4). Default 

    A. When the competitor abandons the match one-sidedly due to losing his/her will to fight. 

5. Technical catch out <T.C.O.>  

  (1) Standards for technical catch out 

   1). Referee stoppage 

    A. Case where the game has completely stopped due to locking or chokehold, and the referee 

judges that it is dangerous and impossible to continue the match. 

6. Double knock out <W.K.O.>  

   (1) Standards for double knock out 

    1). When both competitors carry out an attack such as striking, etc. at the same time and are knocked 

down strongly at nearly the same time; both of their consciousnesses are cloudy or chaotic, and 

the referee judges that it is dangerous to continue the match. Also when both competitors are 

completely knocked out and have lost their consciousness. In such cases, the same is considered 

as being applicable even if there is a small time difference.  

If both competitors undergo a mild flash down, the match shall continue based on the judgment 

of the referee.  

*Judgments regarding knockouts shall be at the discretion of the referee. 

  The ruling in such a case shall be a draw.  

7. Double tapout <W.T.O.> 

 (1) Standards for double tapout 

1). Action that can occur mainly with foot locks, where both competitors carry out foot locks, etc. at 

nearly the same time and at the same time. 

In such a case, the same is considered as being applicable even if there is a small time difference 

due to a difference in touch. 

* Judgments regarding taps are at the discretion of the referee. 

The ruling in such a case shall be a draw.  

8. Losing by foul  

  (1) Standards for losing by foul  

    1). Cases where, with the prescribed foul plays as the basic principle, the referee judges that an 

excessive foul action (action that goes against sportsmanship) has been carried out. 

    2). Cases where, due to a prescribed foul play, the fighting capability of the opponent has been 

significantly taken away from due to a deliberate foul attack, and the referees and doctor judge 

that it is impossible to continue the match. 

    3). Presentation of a yellow card due to a foul represents a penalty of -1 to -3 points; presentation of a 



 

 

red card indicates losing the match due to a foul. 

4). Application of a damage recovery time 1) 

An interval of “maximum of 5 minutes” shall be granted to a competitor who has suffered 

damages due to a foul, for the purpose of damage recovery.  

          If recovery is still impossible, the competitor who caused the damage due to a foul attack shall 

be ruled as having lost the match due to a foul, based on the referee’s authority.  

9. Losing by disqualification <Measurement violations and doping violations> 

  (1) Standards for disqualification  

   1). Competitors who are over their contracted weight by 1.1 kg or more in actual measurement and 

who are over by 2.1 kg or more from the limit of their contracted weight + 5 kg in return 

measurement shall lose by disqualification due to not passing measurements.  

      2). Competitors who have tested positive in a doping test shall lose by disqualification due to a 

doping violation. (Persons who refuse to take a doping test shall be treated in the same manner.) 

* The opponent shall be treated as having won by default.  

(2) If competitors who have been disqualified due to measurements or due to doping are competing in a 

match 

     In principle, if one of the competitors has been disqualified due to measurements (over by 1.1 kg 

or more over the contracted weight in actual measurement, and over by 2.1 kg or more from the 

limit of their contracted weight + 5 kg in return measurement) or due to doping (positive reaction), 

he/she shall not receive compensation (deduction of 100% of the total fight money payment) and 

shall not be able to participate in the match. However, if based on reasons related to the event and 

the intent of the host, and if the competitor who is the opponent and his/her team representative 

agree, the match shall be approved to go on, and carried out with conditions attached.  

[Undernoted Article 11, Paragraph 9, 1). A.]  

The above shall apply if both competitors are disqualified due to measurements or doping, or if 

one of the competitors has been disqualified due to measurements and the other competitor has 

been disqualified due to doping.  

[Undernoted Article 11, Paragraph 9, 1). B.]  

1). Payment of fight money 

       A. If one of the competitors is disqualified due to measurements or doping 

          a. If the host and both competitors agree on a match with conditions attached, an irregular match 

shall be considered to have been established; a deduction of “25%” from the total fight money 

payment shall be taken, and “50%” of the total fight money shall be paid to the opponent. 

* <<25%＋50%＝75%>> Deduction of “75%” of total fight money payment. 

B. If both competitors are disqualified due to measurements or doping, or if one of the competitors 

is disqualified due to measurements and the other is disqualified due to doping 



 

 

a. If the host and both competitors agree on a match with conditions attached, an irregular match 

shall be considered to have been established; both parties shall receive a deduction of “50%” 

of the total fight money payment.  

    2). Penalties 

       A. If one of the competitors has been disqualified, the disqualified competitor shall start the match 

with a deduction of “-2” points, which is the equivalent of 2 yellow cards.  

       B. If both of the competitors have been disqualified, both competitors shall start the match with a 

deduction of “-2” points, which is the equivalent of 2 yellow cards.  

    3). Specification of winner/loser  

       A. If one of the competitors has been disqualified 

    a. Even if the disqualified competitor is subject to K.O., T.K.O., T.O., C.O., T.C.O., win by 

decision, draw, etc., the official results shall be “lost due to disqualification,” and a winner’s call 

and draw call by the referee after the match shall not be carried out. 

      In addition, if the disqualified competitor has lost due to a K.O., T.K.O., T.O., C.O., T.C.O, or 

judgment, the results are officially recorded as is.  

      If the opponent wins due to a K.O., T.K.O., T.O., C.O., T.C.O., or judgment, etc., the results 

become official records as is, and even if there is a K.O., T.K.O., T.O., C.O., T.C.O., or loss or 

draw, etc. due to judgment, the official records shall indicate “won by default.”  

     *In any case, there shall be no win or draw by the disqualified competitor. 

       B. If both competitors are disqualified  

        a. Even if the match results are K.O., T.K.O., T.O., C.O., T.C.O., win by decision, draw, etc., it 

shall be handled in all official records as “no contest.”  

The winner’s call and draw call by the referee after the match shall not be carried out. 

10. Draw 

   (1) Standards for draw 

     1). Cases where a decision regarding win/loss cannot be made within the match time (within the 

specified round), and among the 3 votes for scoring based on judgment, the votes for 

superiority do not amount to 2 votes and the votes for draw are 2 or more.  

     2). Cases where a play accident during the match (accidental attack to the groin area, tackle, head 

bunting based on throwing, etc.) occurs, and it becomes impossible for one or both 

competitors to continue the match; as this accident occurred after 1R (starting the second 

around), scoring of the rounds up to the point when the accident occurred is carried out, in 

representation of the match having been established (technical decision, judgment based on 

injury), and votes for superiority do not amount to 2 votes. 

        In addition, if the play accident occurs during the first round, the match shall end in no 

contest, in representation of the match not having been established.  



 

 

3). Cases where both competitors go down simultaneously due to striking, etc., and both competitors 

cannot get up.  

(Double knockout) 

     4). Cases where both competitors tap at the same time due to locking, chokehold, etc. 

(Double tap out)  

11.  Win by decision 

   (1) Standards for win by decision 

     1). Cases where a decision on the winner/loser cannot be made within the match time (within the 

specified round), and one of the competitors has the lead in terms of scoring based on judgment. 

(Case where among 3 votes, the number of votes for superiority is 2 or more)  

     2). After the match begins, it becomes impossible to carry out the planned match to the end due to a 

play accident (only cases where a match is established after the 1
st
 round), and due to 

application of a technical decision, as part of the scoring up to then, the number of votes 

acquired for superiority was 2 or more.  

12. Win by default 

   (1) Standards for win by default 

     1). Regardless of whether the match was decided on taking place, if one of the competitors becomes 

disqualified due to a measurement violation (over the contracted weight by 1.1 kg or more at 

the time of actual measurement, or over by 2.1 kg at the time of return measurement), and the 

match cannot be carried out, the other competitor shall be considered as the winner.  

* The disqualified competitor shall be considered as having lost due to disqualification. 

2). Regardless of whether the match was decided on taking place, if the match cannot be held due 

to disqualification from a doping violation, the other competitor shall be considered as being 

the winner. 

* The disqualified competitor shall be considered as having lost due to disqualification. 

     3). If, immediately before the match, one of the competitors suffers an injury or illness, or suffers an 

accident resulting from a personal contingency not related to the host, the opponent shall be 

considered as the winner.  

       4). If a competitor who has won a tournament match, etc. becomes unable to participate in the 

match due to an injury, etc. the opponent shall be considered as having won by default.  

 However, this is not limited to cases where there is a reserve match or reserve competitor. 

13. No contest  

   (1) Standards for no contest 

     1). If, after the match starts, one or both of the competitors becomes unable to continue the match 

due to a competitive accident in the first round, and scoring becomes impossible, the match 

will not be established.  



 

 

       2). Regardless of whether both competitors lose by disqualification due to a violation in 

measurement or doping violation, if both competitors participate in an irregular match at the 

discretion of the host, the official records for the match shall be considered as no contest, even 

if the results of the match end in K.O., T.K.O., T.O., C.O., T.C.O., win by decision, draw, etc.  

14. Forfeited match  

(1) Standards for forfeited match  

       1). Cases where both competitors in a match do not indicate a reciprocal will to fight and carry out a 

collusive match, regardless of receiving repeated cautions and warnings.  

2). If one or both competitors throw the match, the match shall be considered as having no winner 

or loser.  

3). If both competitors commit excessive fouls with regard to each other, there is a brawl, etc. 

involving cornermen from both sides, etc., and the match is unable to be continued, the match 

shall be considered as having no winner or loser. 

15. Cancelled match  

    (1) Standards for cancelled match  

1). Cases where, due to an accident not related to the competition, such as a natural disaster, 

man-made disaster, etc. occurring during the match, the host and referee judge that it is 

impossible to continue the match, and the match is announced as having been suspended. 

2). Cases where both competitors suffer an injury or illness, or suffer an accident resulting from a 

personal contingency not related to the host, and it becomes impossible for the competitor to 

continue in the match. 

     3). Cases where, if immediately before the match, one or both competitors suffers an accident 

resulting from a personal contingency not related to the host, and it becomes impossible for the 

competitor(s) to participate in the match.  

16. Rematch  

    (1) Standards for rematch  

       1). If a competitive accident (accidental damage caused by butting, low blow, etc.) occurs in the 

offense and defense of the fight, and a recovery time of “maximum of 5 minutes” is given, but 

there is no anticipation for recovery, a discussion regarding whether a technical decision 

(judgment based on injury) is to be applied shall be conducted; however, if it is difficult to reach 

a judgment, and based on the authority of the host and if agreement is obtained from both 

competitors, as a special exception, a rematch may be held after the next match.  

In such a case, the match will restart from the same time that the accident occurred, and 

although the injury is considered as being an accident, the match shall restart with the 

competitor who caused the damage receiving a -1P penalty point.  

 



 

 

Article 12, Definition of judgment 

1. Judging 

 (1) Judging shall be carried out based on the rulings of 3 people. 

   1). Uniqueness of the 3 judges 

      Each of the judges shall have an equal vote in determining the winner/loser. 

      Among the 3 votes, competitors who have obtained 2 or more votes for superiority shall be 

considered as being the winner, and the opponent shall be considered as the loser.  

 In addition, in a case where there is 1 vote for superiority and 2 votes or more for draw, the result 

shall be a draw. 

If employing a must system, draws shall not be specified, and one of the competitors must be 

given a vote of superiority.  

2). Must system 

   The must system is judgment where superiority must be decided. 

3). Scoring method/10-point method 

   Scoring shall be based on a 10-point method, with 10 points being allotted per round. Decisions 

on the winner/loser or draw shall be made based on the total of points for each round. 

4). ●✖ method (judgment based on superiority) 

When adopting the must system, if the total points are the same for both competitors, as an 

overall judgment, the winner of the match will be decided on a judgment based on superiority 

using the ●✖ method.  

2. Procedure for judgment  

 (1) When judging, the judges shall give a fair and objectively-balanced overall judgment regarding the 

order of superiority from (1) to (3), using the 3 standards of (1) damage, (2) clean hit and 

catch/aggressiveness (technique and offense), and (3) control; and scoring based on superiority 

shall be carried out. 

 If there are point deductions due to fouls, the penalty points for (4) fouls shall be subtracted from 

the total points.  

3. Standards for judgment  

  (1) Damage 

     1). Superiority based on damages caused by striking, grappling, etc. 

* Regardless of a standing or ground position, superiority is based on the contents of the damage 

that has been strongly inflicted on the body, such as damage linked to loss of consciousness or 

K.O. due to a strong strike, damage linked to a concussion-related K.O. due to the body being 

slammed down onto the mat after being lifted up from a throw or tackle, etc., damage linked to 

T.O. or C.O. such as loss of consciousness or injury to the joints (bones, ligaments) or carotid 

artery due to locking techniques or chokeholds, as well as blow-ups (gasping for breath), etc. 



 

 

caused by excessive oxygen deficiency. 

   (2) Clean hit and catch/aggressiveness (technique and offense) 

1). Superiority based on an aggressive match through active and effective attacks 

* Regardless of a standing or ground position, superiority is based on constantly applying pressure 

and setting up aggressive attacks, and effectively taking the lead in the match, such as by 

administering a clean hit (accurate and effective strike), taking down the opponent through tackles, 

throws, etc., and pounding him/her, and catches where one has strong command of any position 

and holds reign of the situation (initiates locking techniques, chokeholds).  

   (3) Control 

     1). Superiority that generally controls the match, through a variety of attacks, takedowns, positioning 

control, and total defense. 

* Regardless of a standing or ground position, superiority is based on skillfully taking control of 

the match, such as through attacks consisting of multiple punches and kicks, techniques to take 

down the opponent, such as tackling and throwing, advantageous positions such as holds, setting 

up locking techniques and chokeholds, defense that makes attacks from the opponent ineffective, 

etc. 

   (4) Fouls  

1). Penal point reduction based on yellow card for foul  

* A competitor who has committed a foul shall be imposed a penalty of a yellow card (point 

reduction of -1P to -2P) by the referee. Based on this, points are subtracted from the total score. 

        A red card (-3P) represents disqualification (loss by foul). In cases where the referee does not 

take any penalties in relation to an unfair play during the competition, the judges may voluntary 

take this into consideration and give an evaluation on scoring.  

4. Evaluation standards  

  (1) Priority of evaluation items 

   1). Standards for obtaining first evaluation (damage)  

* As the first and most important evaluation, what is most evaluated is a fighting style where a 

competitor tries to actively win and forcibly end the match, such as by taking down his/her 

opponent through the kind of emphatic striking techniques desired by spectators (including 

pounding, etc.), throwing techniques, and aiming for a K.O. by lifting the opponent up, etc. from 

a tackle; overthrowing the opponent by aiming for a T.O. or C.O. through strong striking 

techniques, chokeholds, etc., as well as the extent of large damages that are associated with the 

fighting style. 

      2). Standards for obtaining second evaluation (clean hit and catch, and aggressiveness) 

* As the second evaluation, what is evaluated is constantly applying aggressive pressure, setting up 

accurate and effective striking techniques, locking and chokehold techniques, taking down the 



 

 

opponent through tackles and throwing techniques, and aggressively overcoming the match and 

having the initiative.  

   3). Standards for obtaining third evaluation (control) 

As the third evaluation, what is evaluated is taking down the opponent through striking 

techniques consisting of many punches and kicks (tackles and throwing, etc.), keeping an 

advantageous position on top (hold, etc.), aiming for locking techniques and chokeholds, and 

generally dominating and controlling the match. 

  (2) Fighting styles that are not evaluated  

   * If a fighting style not desired by spectators continues, such as a competitor only maintaining his/her 

position (hold, etc.), not pursuing pounding (attack of ground position), not actively trying to win, 

freezing up (crouching, etc.) and not moving such as by clinching or holding when he/she has 

fallen to an inferior position, the match will be deemed as being a negative fight (passive fighting 

style), and shall not be subject to evaluation.  

Hence, in principle, gaining the top (holding down from the top, etc.) in a ground position, etc. 

shall be evaluated; also, when a competitor does not set up attacks, but rather withdraws and sets 

up attacks from the bottom, his/her control fighting style shall be evaluated.  

5. Scoring  

(1) Scoring based on the 10-point method/round 

    1). Based on the standards in [Article 12, Paragraphs 2, 3, and 4] above, a fair and 

objectively-balanced overall evaluation is as follows. 

      A. 10 : 10 / Evenly matched (Evenly matched, where there is equilibrium and it is difficult to 

decide who is better) 

      B. 10 : 9 / Superior (One competitor is completely superior than the other) 

      C. 10 : 8 / Exceptionally superior (Exceptionally superior damage linked to K.O., T.O., or C.O.) 

      D. 10 : 7 / Overwhelming (Overwhelming damage nearly equivalent to K.O., T.O., or C.O.) 

        E. 10 : 6 / End of match (State of complete loss due to T.K.O. or T.C.O.) 

    * However, this is not limited to cases of 10 : 6 where there are foul points. 

    (2) Perspective of the match in terms of scoring 

1). This competition consists of general fighting sports, and shall not be biased toward striking 

techniques, or locking techniques and chokeholds; judging is carried out by looking at all 

techniques in a balanced manner, and points are awarded while compensating the damages 

caused by each technique.  

In order to obtain the highest evaluation, a competitor must have an aggressive fighting style to 

win by K.O., T.O., or C.O., and inflict damage associated with such a fighting style. 

Even in cases where penalty points are imposed due to a foul, scoring emphasizes the contents of 

the match, and if the contents of the match are equal, yellow cards, etc. (penalty points) are 



 

 

reflected.  

  (3) If a must system is adopted  

1). When a must system is adopted, if, hypothetically, judgment cannot be reached regarding total 

points with the same points (including cases where penalty points due to a foul have been added), 

judgment based on superiority (●✖ method) shall be used for the overall judgment. 

6. Treatment by the referee for competitors who have committed a foul 

 (1) Basic handling 

   1). For the first mild foul, a verbal caution shall be given. 

   2). For the second mild foul, a strict verbal warning shall be given. 

   3). For the third foul, a “yellow card” (point deduction) shall be presented. 

   4). For the fourth foul, a second “yellow card” (point deduction) shall be presented. 

   5). For the fifth foul, a “red card” (disqualification based on losing due to foul) shall be presented.  

  (2) Handling based on contents of foul 

   1). Depending on the contents of the foul, there may be cases where a yellow card (point deduction) 

is given for the first foul and a red card (loss due to foul) is given for the second foul; in cases 

where there is viciousness, a red card (loss due to foul) may be presented for the first foul.  

All of these judgments shall be given at the referee’s discretion. 

7.  Penalties due to foul  

  (1) Point reduction due to foul 

   1). First foul / 1
st
 yellow card presented (-1P) 

   2). Second foul / 2
nd

 yellow card presented (-1P/accumulation of -2P) 

   3). Third foul / Red card presented (Total of -3P / loss due to foul) 

     * If a deduction of points (-1P to -2P) has already been imposed since before the start of the match due 

to a violation of measurement, such a deduction shall be added to the deduction described above.  

A cumulative deduction of -3P shall represent a loss due to foul. 

  (2) Fines due to foul  

   1). First foul (1
st
 yellow card) / “25% deduction” from total fight money payment 

   2). Second foul (2
nd

 yellow card) / “50% deduction” from total fight money payment 

   3). Third foul (red card) / “100% deduction” from total fight money payment (no compensation)  

8. Technical decision (T.D.) / Judgment based on injury 

 (1) Standards for technical decision  

     If it is not possible to continue the planned match to the end due to one or both of the competitors 

being injured as a result of a coincidental contingency (competitive accident such as head butting 

in a strike, tackle, throw, etc., or an attack to the groin area, etc.) after the match begins, a technical 

decision shall be made based on the score up to the round in which the competitor(s) was injured.  

  (2) Application of damage recovery time 2) 



 

 

      A competitor who has suffered damages due to a competitive accident shall be granted an interval 

of a “maximum of 5 minutes” for the purpose of damage recovery.  

    If recovery is still not possible, a technical decision shall be applied. 

  (3) Conditions for applying technical decision 

1). If an accident occurs in 1R 

     A. Since the score results for 1R are not out, the match is considered as not having been established, 

and shall result in no contest. 

     2). If an accident occurs in 2R 

     A. A judgment shall be made by combining the scores from 1R and from 2R up until the point in 

time when the accident occurred. 

     B. If penalty points due to a yellow card have been imposed, a judgment shall be made based on 

combining the scores from 1R and 2R.  

   3). If an accident occurs in 3R 

     A. A judgment shall be made by combining the totals from 1R and 2R, as well as the score from 3R 

up until the point in time when the accident occurred.  

     B. If penalty points due to a yellow card have been imposed, a judgment shall be made based on 

combining the scores from 1R, 2R, and 3R.  

   4). If an accident occurs in 4R  

    A. A judgment shall be made by combining the totals from 1R, 2R, and 3R, as well as the score 

from 3R up until the point in time when the accident occurred.  

    B. If penalty points due to a yellow card have been imposed, a judgment shall be made based on 

combining the scores from 1R, 2R, 3R, and 4R. 

   5). If an accident occurs in 5R  

    A. A judgment shall be made by combining the totals from 1R, 2R, 3R, and 4R, as well as the score 

from 3R up until the point in time when the accident occurred 

       B. If penalty points due to a yellow card have been imposed, a judgment shall be made based on 

combining the scores from 1R, 2R, 3R, 4R, and 5R. 

9. Consultation of referees/judges 

(1) Deliberation 

If, during the match, a competitor suffers damage due to offense and defense of the play, and it is 

extremely difficult and complex to determine whether the attack is based on a warrantable technique, 

a play accident, or foul, the referee shall suspend (freeze) the match temporarily, gather and discuss 

with the subreferee and judges on the ring, and then decide.  

10. VTR decision (V.D.) 

  (1) Standards for judgment based on video recording 

     In the offense and defense of a play during a match, if it is extremely complex and difficult to 



 

 

determine a technique, even in application of the abovementioned [Article 12, Paragraph 9 (1)] 

(Consultation of referees/judges), there may be cases where a decision is made by verifying the 

play using slow-motion playback or still images of the VTR from the official TV cameras that are 

projected onto the screens in the venue, at the request of the referee. 

      As a result, there shall be cases where a decision that was made once is overturned, and such 

cases shall be acknowledged.  

* However, this shall not be limited to cases where it is not possible to implement this due to 

differences in equipment or the scale of the tournament. 

 11. Match results put on hold  

   (1) With regard to decisions regarding a match, if an unanticipated state where a clear judgment cannot 

be made regarding the winner and loser arises, even in [Article 12, Paragraphs 9 and 10] as 

mentioned above, the referees and judges shall be able to remain undecided about the match 

results, and entrust the decision to REAL deliberation.  

  (2) If facts that serve as the premise for deciding on the winner/loser are not clear at the time of the 

match, the referees and judges shall be able to make a tentative decision. 

With regard to tentative decisions, afterwards, an official decision must be made within 2 weeks 

upon verifying and confirming the facts. 

 

13. Game rules 

1. Offense and defense positions  

  (1) Start position 

   <<Basic starts and restarts are as follows>> 

     In each round, the starting position for when a match starts, when a match restarts after play is 

suspended, and after a stalled break, etc. shall be at the center of the cage, with both competitors 

being approximately 1 m 50 cm away from each other, in a standing fighting pose; the match shall 

start/restart together with instructions or signal from the referee. 

(2) Standing position 

<<State where the only the soles of the competitors’ feet are grounded to the mat>> 

     Striking techniques, various throwing techniques, various blows, locking techniques, chokeholds, 

etc. that drive one’s fist, palm/instep, heel, outer edge of the foot, shin, knee, etc. towards the 

opponent’s face (body) shall be effective.  

Attacks to the body other than the face and head using the elbow shall also be effective. 

(3) Ground position 

   <<State where areas of the body other than the soles of both feet of a competitor are grounded to the 

mat>> 

     Grappling such as various locking techniques, chokeholds, holding, etc., striking techniques aimed 



 

 

toward the face or head using the fist (including hammering and backhand blows), and striking 

techniques that drive one’s fist, palm/instep, elbow, knee, heel, outer edge of the foot, shin, etc. 

shall be effective.  

(4) All position 

<<Mixed position of standing position and ground position>> 

     Striking techniques that drive one’s fist toward the opponent’s face or head (including hammering 

and backhand blows) from standing to ground position, striking techniques that drive one’s 

elbow, knee, instep, heel, outer edge of the foot, or shin to a part of the body other than the face 

or head from standing to ground position, and striking techniques and various locking 

techniques and chokeholds that drive one’s fist, bottom of the foot, heel, etc. toward the 

opponent’s face (body) from ground to standing position shall be effective.  

2. Standards for break  

  (1) Cases where both competitors do not show offense of defense in the game and a stalemate continues, 

or the referee judges that further development of the match is unfavorable, even if the competitors 

show offense or defense in the game, regardless of whether they are in a standing or ground 

position.  

   (2) Cases where one or both competitors have received repeated cautions or warnings from the referee 

due to a clearly passive way of fighting (negative fight, etc. due to excessive clinching, holding, 

etc.).  

(3) If excessive coaching for breaks has been received 

1). If, regardless of whether the competitors are in a standing or ground position, there is a stalemate 

with no offense or defense in the game or a passive match with excessive clinching and holding, 

etc. after repeated calls for “Action!” by the referee, a break is conducted based on verbal 

caution/warning, and shall be carried out from the starting position. If this action is carried out 3 

times, the competitor(s) are subject to a yellow card (-1P). 

If this action is carried out 4 times, a yellow card (-1P) is also given, and a total of 5 such actions 

shall result in a red card (total of -3P), representing a loss due to foul.  

(4) When starting after a break, the play shall restart from the standing position in the center of the cage.  

(5) The match time shall continue running even if there is a call for “Break!” 

3. Standards for “Stop, don’t move” 

   (1) Cases where the competitor (one or both competitors) causes an obstacle in the offense and defense 

of a game during a match, such as due to a finger of his/her glove falling off, or his/her costume 

becoming entangled.  

(2) Cautions during “Stop, don’t move”  

1). Together with the referee’s call for “Stop, don’t move!” the competitors must temporarily freeze 

their movements, and promptly restore their gear or costume to normal.  



 

 

     When doing so, the competitors must not modify their positioning form before the call, and must 

not change their form to one that is advantageous to themselves.  

   (3) The match time shall stop together with the call for “Stop, don’t move!”  

4. Standards for time stop 

  (1) Cases where the match is temporarily stopped, such as when a competitor is legitimately attacked 

(including an accident in play as well as fouls), and he/she ruptures his/her face, etc. due to 

laceration caused by a strike, for the purpose of seeing a doctor’s diagnosis as to whether it is 

possible to continue the match. 

  (2) Precautions at the time of time stop 

1). Together with the referee’s call for “Time stop!” the competitors must promptly stop their 

movements, and temporarily suspend the match.  

When doing so, the injured competitor must receive a doctor’s diagnosis, while the opponent 

waits in a neutral area.  

Regardless of the reason, the cornermen of both competitors must not leave the cornerman area, 

and are not permitted to come in contact with or assist the competitor in their own corner.  

    (3) If a competitor’s costume becomes significantly entangled, etc. during the match, causing an 

obstacle to the continuation of the match, the match may be temporarily stopped to allow the 

competitor to restore his/her costume to normal.  

    (4) The match time shall stop together with the call for “Time stop!” 

 

14. Match rules  

 1. Rules for title match  

  (1) The challenger shall be selected by REAL from among the rankers, or shall be a person selected from 

persons other than REAL rankers who are judged as being befitting to the title match. 

   (2) The title match shall be conducted based on 5 minutes × 3R (intervals of 90 seconds) or 5 minutes × 

5R (intervals of 90 seconds), in accordance with the REAL official rules.  

  (3) If there is a draw, the champion shall defend his/her position. 

  (4) A person who is recognized as being the champion shall be obliged to participate in a defense match 

within 1 year after the day of recognition.  

 2. Rules for measurement in a title match  

  (1) If the champion becomes disqualified in measurement testing due to being over the measurement 

limit, the championship shall be forfeited and become vacant.  

  (2) If the challenger becomes disqualified in measurement testing due to being over the measurement 

limit, the championship shall not be transferred regardless of who wins or loses. 

  (3) If a champion who is of a weight other than the specified weight (disqualified due to measurement) 

loses to a challenger who is of the specified weight (who passed measurements) (excluding cases 



 

 

of winning by default), the championship shall be transferred.  

  (4) If a champion who is of a weight other than the specified weight (disqualified due to measurement) 

wins over a challenger who is of a weight other than the specified weight (who passed 

measurements), the championship shall be vacant.  

 3. Rules for championship match  

(1) The person recognized as being the provisional champion shall possess the right to carry out a 

championship match with upmost priority within 6 months from the day of recognition. 

    The winner of the tournament shall possess the right to a championship match with priority, 

following the provisional champion.  

  (2) The challenger shall be selected by REAL from among rankers, or shall be selected from persons 

other than REAL rankers who are judged as being befitting to the championship match.  

(3) In accordance with REAL official rules, the championship match shall be conducted based on 5 

minutes × 3R + 5-minute extension × 1R  (intervals of 90 seconds), and a winner/loser must be 

decided based on the must system.  

  (4) The rules for championship matches shall be followed even if conducting a unified championship 

match, new championship match, or interim championship match.  

 4. Rules for championship match measurement  

   (1) If both competitors undergo measurement testing due to being over the contracted weight, the 

championship shall become vacant. 

   (2) If one of the competitors is of a weight other than the specified weight (disqualified due to 

measurement), and the other competitor who is of the specified weight (who passed 

measurements) wins the match, the competitor who won the match shall be the new champion.  

  (3) If one of the competitors is of a weight other than the specified weight (disqualified due to 

measurement) and the other competitor who is of the specified weight (who passed measurements) 

loses, the championship shall become vacant.  

 5. Rules for tournament match  

  (1) The challenger shall be selected by REAL from among rankers, or shall be selected from persons 

other than REAL rankers who are judged as being befitting to the tournament match.  

   (2) The tournament match shall be carried out in a form where the first game to the semifinal is made 

up of 5 minutes × 2R (intervals of 90 seconds) and the final match is made up of 5 minutes × 2R + 

5-minute extension × 1R (intervals of 90 seconds), and a winner/loser must be decided based on 

the must system. 

  (3) The person who wins the tournament match shall be awarded the number 1 rank in the division, and 

shall possess the right to carry out a title match and championship match on a priority basis. 

  (4) Ranking for tournament match  

   1). Winner / Number 1 rank  



 

 

     ・Competitor who won the final round 

   2). Runner-up / Number 2 rank  

      ・Competitor who lost the final round 

   3). Third place  

    ・Competitor who won the match for third place (match for competitors who lost the semifinal)  

 6. Rules for priority order for advancing in tournament match 

  (1) Decisions regarding priority order  

   1). When advancing, a final decision shall be made on whether a competitor will participate in the 

next match based on the ring doctor’s examination of the competitor as well as diagnosis of 

injury locations on the competitor’s body.  

      Regardless of whether the tournament is a one-day tournament or multiple-event tournament, 

competitors who have lost due to K.O., T.K.O., C.O., T.C.O., or loss by foul, etc. shall 

automatically not be acknowledged to participate in the subsequent match.  

         Hence, only competitors who lost based on judgment shall possess the right to participate in the 

subsequent match (consolation match). 

In addition, if there is no application of reserves (substitute competitors), and the competitor who 

possesses the right to participate in the subsequent match becomes unable to participate due to an 

injury, etc., the match will be considered as having been won by default. 

   2). One-day tournament  

    A. Cases where the match has not been established (Cases where it is not possible to continue the 

match due to an accident such as an attack to the groin area or head butting, etc. in 1R) 

        a. In title matches, championship matches, and official matches, etc., the decision shall be no 

contest; in a tournament match, however, although there is a knockout competition, the 

competitor who can continue participating in the match shall be considered as the winner. 

       B. Cases where the match has been established (Cases where it is not possible to continue the match 

due to an accident such as an attack to the groin area or head butting, etc. in or after 2R) 

        a. A judgment up to the point when the accident occurred shall be carried out, and the winner shall 

be decided based on the must system. 

          Even if one is a winner of the match, if he/she cannot compete in the match due to damage from 

injuries, the loser shall possess the right to participate in the subsequent match. 

      3). Multi-event tournament  

     A. Cases where the match has not been established (Cases where it is not possible to continue the 

match due to an accident such as an attack to the groin area or head butting, etc. in 1R) 

    a. In title matches, championship matches, and official matches, etc., the decision shall be no 

contest; in a tournament match, however, although there is a knockout competition, the 

competitor who can continue participating in the match shall be considered as the winner. 



 

 

          However, due to the characteristics of implementing a tournament match in a multi-event 

tournament, there may be cases where a rematch is held.  

     B. Cases where the match has been established (Cases where it is not possible to continue the match 

due to an accident such as an attack to the groin area or head butting, etc. in or after 2R) 

      a. A judgment up to the point when the accident occurred shall be carried out, and the winner shall 

be decided based on the must system. 

            Even if one is a winner of the match, if he/she cannot compete in the match due to damage 

from injuries, the loser shall possess the right to participate in the subsequent match. 

   4). Cases where a reserve match is adopted  

       A. In the tournament match (one-day event and multi-event tournament), regardless of whether the 

match has been established, if one or both competitors are unable to participate in the 

subsequent match, there may be cases where a reserve match is adopted.  

       B. Priority order for when reserve match is used  

        a. If there is 1 reserve match  

         1) Opponent in tournament match / loser (cannot participate if lost due to K.O., T.K.O., C.O., 

T.C.O., etc.) 

        2) Winner of reserve match  

         3) Loser of reserve match (cannot participate if lost due to K.O., T.K.O., C.O., T.C.O., etc.) 

        b. If there are 2 reserve matches  

         1) Opponent in tournament match / loser (cannot participate if lost due to K.O., T.K.O., C.O., 

T.C.O., etc.) 

         2) Winner of 1
st
 priority reserve match 

         3) Winner of 2
nd

 priority reserve match  

4) Loser of 1
st
 priority reserve match (cannot participate if lost due to K.O., T.K.O., C.O., T.C.O., 

etc.) 

         5) Loser of 2
nd

 priority reserve match (cannot participate if lost due to K.O., T.K.O., C.O., T.C.O., 

etc.) 

     5). Circumstances other than the abovementioned rules  

       A. If approaches are not possible based on the abovementioned rules, the competitors participating 

in subsequent matches and events shall be selected and determined based on consultation 

between the host and referee/judges.  

 7. If a publicly announced title match cannot be carried out due to various circumstances 

   (1) If there is responsibility based on personal reasons of the champion 

If the title match cannot be executed due to a personal reason of the champion, such as his/her own 

resolve, an accident due to personal contingency, injury during practice, illness, etc., the champion 

must give up his/her position immediately.  



 

 

        In this case, the new champion shall be determined based on a new championship match between 

competitors designated by REAL.  

   (2) If there is no responsibility on the champion’s part due to a public reason 

        If the title match cannot be executed due to a reason for which the champion is not responsible, 

such as a natural disaster, man-made disaster, injury recognized as being an official injury, etc., a 

defense match must be held within 1 year of the date on which the original match was planned. 

        If this defense match is not executed, the champion must give up his/her position immediately. 

   (3) If circumstances other than those mentioned above arise, prompt measures shall be taken based on 

consultation with REAL. 

 

Article 15, Ranking of competitors in REAL  

 1. Competitors who participate in REAL shall all be categorized into the ranks below. 

   (1) Champion (REAL / Champion of open division or each division) 

      ・Champion of open division/each division who stands at the top of REAL 

   (2) Interim champion (REAL / Interim champion of open division or each division) 

      ・Interim champion of open division/each division for REAL  

(4) Ranker (REAL / Competitors within 1
st
 to 10

th
 rank) 

      ・Competitors who have qualifications to challenge REAL champions 

(5) No-ranker (REAL / Competitors outside of the ranking) 

      ・General competitors who participate in REAL 

 

Article 16, Duties of REAL champions, interim champions, and rankers 

 1. REAL champions  

(1) REAL champions must participate in events (matches) other than REAL, conduct non-accredited 

matches as a champion, and if they lose, must carry out a defense match (designated match) 

within 4 months or give up their title. 

If a champion loses in a no-title match in a REAL event, the above shall apply.  

If a defense match is not carried out within 1 year of the date of recognition as a REAL champion, 

he/she shall automatically forfeit his/her position, regardless of the circumstances.  

   (2) If a REAL champion loses in the title match, he/she shall be demoted to a ranker who is 10
th

 in 

ranking.  

 2. REAL interim champions 

   (1) REAL interim champions possess top priority in competing in a formal championship match within 6 

months of the date on which they were recognized as an interim champion. 

        If a REAL champion participates in an event (match) other than REAL, conducts a non-accredited 

match as an interim champion, and loses, he/she must give up their title as interim champion.  



 

 

 3. REAL rankers  

   (1) REAL rankers possess qualifications as competitors who challenge REAL champions; a ranking from 

1
st
 to 10

th
 shall be established.  

        The competitor ranked number 1 possesses the priority right to compete in a title match within 1 

year from the point in time that he/she became ranked number 1.  

        Competitors for tournament champion shall automatically be incorporated into the ranking at 

number 1.  

 4. Changes and determination of ranking  

   (1) After the completion of every event, REAL shall decide on and announce rankings upon taking into 

consideration and examining wins/losses, number of matches, winning percentage, and of 

competitors who participated in REAL events, as well as their record, etc. in other combative 

sports.  

        Rankers who have not participated in a match within a year (365 days) from when he/she last 

participated in a REAL event shall be automatically excluded from rankings.  

        However, this is not limited to cases where a ranker could not participate in a REAL event for 

more than a year due to a reason attributed to the event side, including reasons related to contracts, 

etc. 

 

Article 17, Progression of match 

 1. Decisions during match progress  

* Decisions must be executed. 

(1) The match round shall begin based on the horn; the completion of the specified round in the match 

and completion of the match based on winning/losing, etc. shall be announced with the horn. 

 (2) After undergoing a simple final body check, competitors must stand in the center of the ring, 

together with their chief cornerman, and receive a simple explanation/confirmation of rules by the 

referee. Afterwards, the competitors must wait in their respective corner areas and be ready.  

(3) In line with sportsmanship, competitors must bring their gloves together and enter the match when 

starting the first round and last round.  

(4) Competitors shall agree to the confirmation of intent by the referee when starting the match and take 

up a fighting pose. The match shall start (restart) when the referee calls for “Fight!”, and ends with 

a call for “Finished! And out!”  

(5) Competitors must immediately halt their movements when the referee calls for “Stop. Break!” and 

restart the match from a standing position.  

(6) Competitors must immediately halt their movements when the referee calls for “Time. Stop!” and 

wait in a neutral area until the match is restarted (temporary suspension of match).  

(7) Competitors must immediately halt their movements when the referee calls for “Stop, don’t move!”, 



 

 

keep their position until the match is restarted, and freeze their movements.  

(8) When the referee calls for “Action!”, competitors must engage in offense and defense based on 

aggressive attacks.  

(9) If the referee calls for “Caution!”, “Warning!”, or “Foul!” during the match, the match shall be 

temporarily suspended, and the competitor who committed the foul must be subject to a penalty 

based on a verbal caution/warning and yellow card. Depending on the contents, disqualification 

(red card) may be given.  

The competitor who suffered damages shall undergo a doctor’s check in a neutral area, and must 

wait for a ruling as to whether the match can be continued. 

The competitor who committed the foul must wait in a neutral area until the result is presented.  

  (10) Competitors who commit a foul during the match and are subject to point deduction must indicate to 

the judges and the spectators that they are receiving a point deduction by standing in the center of 

the ring together with the referee, facing all directions, and presenting the yellow card.    

        When doing so, the competitor who was subjected to the foul must wait in a neutral area.  

(11) Competitors who suffer damages during the match due to a competitive accident (attack to the groin 

area, head butting, etc.) or a foul shall be given an interval of “maximum of 5 minutes” (damage 

recovery time).  

If the doctor judges that recovery is still not possible, the match shall end. 

 In such a case, the ruling is a technical decision (judgment based on injury) or loss due to foul. 

Depending on the contents, and only at times when there is has been a competitive accident, the 

match may be restarted as a carry-over match in a subsequent match based on the authority and 

discretion of the host. 

 (12) If, in a competitive accident (head butting, etc.) one of the competitors suffers damage such as a cut, 

etc. (laceration) and it becomes impossible to continue the match, the match shall be restarted 

(after a doctor’s check) (if the damage is serious, there may be cases where a penalty of point 

deduction is imposed). Afterwards, if the match progresses and the damage in the location of the 

injury worsens due to warrantable strikes, attacks, etc., and it becomes impossible for the match to 

be continued, if the first damage (first injury) is caused by an accident, a win/loss will not be 

determined immediately; rather, a technical decision (judgment based on injury) shall be applied 

as the judgment up to that point in time.  

  (13) If one of the competitors suffers damage such as a cut, etc. (laceration) due to head butting, etc. 

during the match regardless of repeated warnings from the referee (considered as being a foul), or 

one of the competitors suffers damage such as a cut, etc. (laceration) due to head butting, etc. that 

was deliberately inflicted (foul), and it is impossible to continue the match (after a doctor’s check), 

the competitor who committed the foul shall receive a penalty of point deduction (-1P to -2P), and 

the match shall start again. 



 

 

    Afterwards, if the match progresses, the damage in the location of the injury worsens due to 

warrantable strikes, attacks, etc., and it becomes impossible for the match to be continued, even if 

the first damage (first injury) is caused by a foul, a ruling of loss due to foul will not be given 

immediately; rather, as a penalty has been imposed and the match was restarted after being reset, 

the superior or inferiority of the match shall be evaluated, from which penalty points shall be 

subtracted, and a technical decision (judgment based on injury) shall be applied as the judgment 

up to that point in time.  

* In principle, if a competitor suffers serious damage due to a foul, and it becomes impossible to 

continue the match, a ruling of loss due to foul shall be given to the competitor who committed 

the foul.  

(14) If one of the competitors suffers an injury such as an ankle sprain or knee injury on his/her own due to 

taking a step, etc., regardless of whether he/she has come in contact with the other competitor, or if 

one of the competitors suffers a dislocated shoulder joint or arm, etc. due to grappling or striking, 

regardless of whether the attack was effective, and it becomes impossible to continue the match, it 

shall be considered as a warrantable injury in movement, rather than a play accident, and the 

competitor who suffered the injury shall have lost due to T.K.O. 

 2. Regulations in progression of the match 

   (1) The match time shall be completely continuous, other than when there is a call for “Time, stop” or 

“Stop, don’t move.” 

   (2) Number of times the horn will sound during the match 

      1). The horn will sound once when the match starts and when the round starts. 

   2). The horn will sound twice when the round ends and the final round ends. 

   3). The horn will sound three times when the match ends due to a K.O., T.O., C.O., T.K.O., T.C.O., 

etc. 

  (3) Damage recovery time during a match  

      1). During the match, if a competitor suffers damages due to a play accident or foul, etc. he/she may 

be granted a rest of “maximum of 5 minutes” in order to recover.  

    A. If recovery is not possible even after 5 minutes have passed 

        a. If damage was caused by a play accident 

        1) If the match has not been established (during 1R), no contest. 

     2) If the match has been established (2R or afterwards), judgment based on injury. 

         3) There may be cases where a carry-over match is held, at the discretion of the host. 

     b. If damage was caused by a foul  

         1) Regardless of whether the match has or has not been established, the competitor who 

committed the foul shall be disqualified based on loss due to foul.  

       B. If 5 minutes have passed and the competitor recovers 



 

 

        a. The match shall restart from the time when the clock was stopped, and the game shall continue.  

    (4) Referee accident during the match 

       1). If the main referee suffers an unanticipated accident during the match, and becomes unable to 

judge the match, he/she shall be replaced immediately with a sub-referee under the ring, and the 

sub-referee must fulfill the job duty.  

In this case, the sub-referee and judges must give a signal to suspend the match immediately, 

and must freeze the match temporarily.  

(6) Doctor’s treatment during the match  

1). The ring doctor shall administer various diagnoses and treatments in the neutral area that is 

closest to the administrations’ table.  

    2). Doctor’s checks shall be implemented only during a match based on a time stop, and shall not be 

carried out during intervals in between rounds so as not to hinder physical recovery of the 

competitors during their rest or interfere with cornermen’s strategy, guidance, etc.  

       3). A doctor’s check of the same injury such as a cut, etc. due to a telling blow during a match shall 

be, in principle, “up to 3 times” during a single round. The fourth check may be subject to an 

automatic ruling as a loss due to T.K.O.  

     A total of 5 doctor’s checks throughout all rounds for the same injury may be subject to an 

automatic ruling as a loss due to T.K.O.  

       * However, this is not limited to doctor’s checks of an injury due to an accident or foul, and 

not a warrantable attack (telling blow, etc.).  

       4). During a match, if a competitor suffers damages (cutting, mild dislocation, pressure in the groin 

area, etc.), the doctor is able to provide minimal treatment as an emergency measure (arresting 

bleeding, returning a dislocation to its proper state, etc.). However, full-fledged treatment (use 

of a hemostatic agent such as Bosmin, etc., use of pain-relief injections such as anesthesia, 

etc.) is not acknowledged.  

           Administration of full-fledged treatment is acknowledged when a match ends and in between 

matches in a one-day tournament.  

 

Article 18, Rules for foul 

 1. A foul is considered as being the following.  

(1) Various strikes aimed toward the eye (gorging, thumbing the eye, etc.) 

(2) Actions such as poking, hooking, and pulling the nasal cavity, aural cavity, oral cavity, anus, etc. 

(Fish hooking, etc.) 

(3) Directly grabbing the throat (Adam’s apple), striking the carotid artery in a way where pressure is 

applied using the fingers, and pinpointed strikes.  

(4) Attack to the face, cervical vertebrae, or back of the head based on a lariat (forearms, upper arms) 



 

 

(5) Spitting on or biting the opponent 

(6) Pinching, scratching, or snaring the opponent’s skin 

(7) Various attacks to the groin area 

(8) Fallacious appeals and gestures based on low blows (attacks to the groin area), regardless of whether 

they were body blows, kicks such as inside low and outside low kicks, or telling blows to the body 

using front kicks. 

(9) Grabbing and pulling body hair such as head hair, beards, pubic hair, underarm hair, etc. 

(10) Strikes and attacks to the back of the head, medulla, and spinal cord 

      <* Attacks to the top of the head are considered as being effective>  

(11) Finger locking techniques such as grabbing and folding down 3 or fewer fingers of the hands or feet 

(12) Head butting 

(13) Strikes and attacks using the fist/open hand on the face or head (strike or attack using the fist, in 

which one aims for the ear and damages the eardrum; palm strike using the heel of the palm, etc.), 

chopping, stabbing using the fingers, striking using a spear hand 

(14) Striking of the face or head using the elbows  

(15) Striking by vertically lowering the elbows (vertical strike) down on body areas other than the face or 

head. 

       <*Striking using the elbows on bodily areas other than the face or head are considered as being 

effective> 

(16) Kicking such as stamping on the face or head, soccer ball kick, knee drop kick, axe kick, etc. when 

one competitor is in a standing position and the other is in a ground position 

<*Striking by the competitor in ground position by kicking up towards the face/head and other 

body parts of the competitor in standing position is considered as being effective> 

  (17) Kicking the face/head, such as by kneeing, kicking using the palms of the feet, ax kicking, etc. when 

both competitors are in ground position 

<*Striking by kicking body areas other than the face/head when both competitors are in ground 

position is considered as being effective> 

  (18) Acts of use such as attacks such as punching, kicking, kneeing, etc. while grabbing or hooking onto 

the metal netting or pad with fingers or toes; pounding during a hold; or making a good save such 

as by tackling, etc. 

<*Pushing or kicking the metal netting or pad with the hands and feet, changing positions, and a 

flying triangle kick using the metal netting are acknowledged> 

(19) Striking the face or head with one’s hand on the metal netting or ring mat 

(20) Using throwing techniques, etc. to strike the face or head onto the metal netting 

(21) Pushing, throwing, etc. the opponent off the ring (outside the metal netting) 

(22) Deliberately running away from or escaping the ring (outside the metal netting) 



 

 

(23) Acts of use such as hooking onto or grasping the opponent’s or one’s own protective gear (gloves, 

elbow pads, knee pads, shin guards, etc.) with fingers 

(24) Acts of use such as hooking onto or grasping the opponent’s or one’s own costume (tights, trunks, 

etc.) with fingers  

     <*However, acts of use such as hooking onto or grasping traditional fighting sport uniforms or 

belts are acknowledged> 

(25) Acts of use such as grappling or chokeholds using the uniform belt itself (choking the neck, etc.) 

(26) Coating the body or costume shoes with oil, cream, Vaseline, grease, etc. (including slippery hair 

styling products, etc.) 

(27) Coating the soles of one’s feet with anti-slip spray or pine resin, etc. 

(28) Deliberately spitting out one’s mouthpiece (act to hinder/delay the match) 

(29) When in a standing position, deliberately falling over on one’s own or intentionally taking up a 

ground position, despite not having been attacked (not in contact) 

(30) Starting in a ground position, with no contact 

       <*Starting shall be from a starting position> 

(31) Escaping not associated with attacks, regardless of whether one is in a standing or ground position 

(32) Excessive holding (crouching, etc.) or clinching in an effort to stall the match, regardless of whether 

one is in a standing or ground position 

<*Acts of twisting up the wrist joint, such as based on the double-arm lock, are considered as 

being effective> 

(33) Clearly passive fighting, regardless of repeated cautions and warnings 

      (Negative fighting) 

(34) Cases where, after freezing one’s position based on the referee’s verbal and gestured call for “Stop. 

Don’t move!”, the competitor deliberately changes his/her position to an advantageous one that is 

linked to his/her own benefit when restarting the match 

 (35) Cases where, regardless of the referee’s verbal and gestured call for “Stop!” or “Break!”, the 

competitor continues moving and attacks his/her opponent 

(36) Cases where the competitor and cornermen intentionally ignore, protest, verbally abuse, or act in a 

demeaning manner in response to instructions or orders from the referees, judges, or doctor 

during the match.  

(37) Cases where the cornerman does not protect the designated staff, rises from his/her chair, goes up 

onto the ring, enters the ring, or leaves the corner area. Also, cases where the cornerman touches, 

grabs, strikes, etc. the competitor, metal netting, cornerpad, etc. (Cornerman violation) 

 (38) Cases where both competitors do not reciprocally express the will to fight or carry out a collusive 

match, or where one or both competitors throw the match (setup match) 

   (39) Actions that delay the match, by hindering the progression of the match, such as by forgetting one’s 



 

 

mouthpiece immediately before entering the ring when the match is starting, competing in the 

match in a state where the ties of the foul cup are loose or cut off, or having a deficiency in 

competitive gear 

                                                                 

Article 19, Definition of effective techniques  

 1. Effective techniques shall be as follows.  

(1) Various striking techniques to effective locations (face/head and body parts below the neck)  

<<*Excludes the back of the head, cervical vertebrae, spinal cord, medulla, groin area, and eyes>> 

    1). Striking techniques to the body, including the face and head, while both competitors are in a 

standing position  

A. Jab, straight arm, hook, uppercut, backspin blow, elbow strike to the body, etc. as used in boxing, 

Muay Thai, etc.; low kick, middle kick, high kick, front kick, side kick, back kick, various 

backspin kicks, various jumping kicks, knee kick, flying triangle kick 

B. Hammer fist, joint kick, toe-tip kicking, Kyokushin wheel kick used in karate, kempo, etc.  

C. Axe kick, etc. such in tae kwon do 

<*Elbow strikes to the face and head are considered a foul>  

    2). Strikes to the face and head from a standing position to a ground position 

      Pounding using the fist, pounding using hammer fisting, hammer punches with both hands, etc. 

         <*Strikes based on kicks to the face and head are considered a foul> 

      3). Strikes to the body other than the face and head from a standing position to a ground position 

         Stamping, soccer ball kick, knee drop kick, pounding using the fist, pounding using hammer 

fisting, hammer punch with both hands, etc.  

    4). Strikes to the body including the face and head from a ground position to standing position 

      Kick based on kicking up, kick based on upthrust, punch based on upthrust, axe kick, punch, etc.  

    5). Strikes to the face and head when both competitors are in a ground position 

      Pounding using the fists, pounding using hammer fisting, hammer punch using both arms. 

         <*Strikes based on kicking the face and head are considered a foul> 

6). Strikes to the body other than the face and head when both competitors are in a ground position  

    Pounding using the fists, pounding using hammer fisting, hammer punch using both arms, elbow 

strike, knee kick, knee drop kick, axe kick, kicking using the palms of the feet, kicking using the 

shins, etc.  

         <*Striking by vertically lowering the elbows (vertical strike) is considered a foul> 

(2) Various locking techniques 

  <<*Excludes locking techniques using 3 or fewer fingers of the hands or toes>> 

1). Locking techniques in the all position 

    A. Leg split in wrestling 



 

 

B. Double-arm lock in sumo  

C. V1 arm lock, double straw lock, arm bar, key lock, stomach lock, armpit lock, chicken wing face 

lock, wrist lock, grand cobra twist, etc. in catch wrestling  

D. Arm lock cross hold, flying arm lock cross hold, etc. in judo and jujitsu 

E. Achilles lock, knee bar, heel hold, knee lock, crab scissors, flying knee bar, etc. in sambo 

(3) Various chokeholds  

<<*Excludes directly gripping the throat (Adam’s apple) using the hands>> 

      1). Chokeholds in an all position  

    A. Face lock, front neck, full nelson, etc. in catch wrestling 

B. Sliding collar strangle, bare hand strangle, single-wing strangle, triangle choke, arm triangle 

choke, spinning choke, etc. in judo and jujitsu 

(4) Various throwing techniques  

  1). Throwing techniques in a standing position  

    A. One arm shoulder throw, back throw, sweeping hip throw, major sweeping leg throw, minor 

sweeping leg throw, etc. in judo  

B. German suplex, neck throw, hip throw, airplane throw, rice bale reversal, duck-under suplex, 

rolling, etc. in wrestling.  

C. Victor throw, etc. in sambo 

D. Backdrop, buster, slam, choke slam, etc. in professional wrestling 

E. Overarm throw, pulling overarm throw, outer thigh propping twist down, inner thigh propping 

twist down, etc. in sumo. 

(5) Various locking techniques 

   1). Locking techniques in a ground position  

    A. Side four-quarter hold, vertical four-quarter hold, upper four-quarters hold, scarf hold, etc. in 

judo and wrestling  

(6) Various blows  

  1). Blows in an all position  

    A. Single-leg tackle, double-leg tackle, takedown, etc. in wrestling 

    B. Strong punches using the shoulder in sumo  

(7) Frontal smother-down techniques 

   1). Frontal smother-down techniques in an all position  

    A. Body press, hip press, etc. in professional wrestling 

B. Kyokushin wheel kick, etc. in karate  

(8) Various positioning techniques  

   1). Positioning techniques in a ground position 

  A. Mount position, side position, front position, etc. in judo 



 

 

B. Back position, etc. in wrestling  

C. Knee-on-belly, etc. in catch wrestling 

(9) Various reversal techniques and combination techniques  

    1). Reversal and combination techniques in an all position 

A. Counterpunch techniques, etc. in boxing 

B. Counter knee kick, elbowing the body, punch from catch, etc. in Muay Thai 

C. Tackle counter, sprawl counter, pummelling (mutual interference) in wrestling 

D. Omoplata, sweep, etc. in jujitsu  

E. Small inner reaping throw counter, inner thigh reaping throw slip in judo 

(10) Various defense techniques  

    1). Defense techniques in an all position  

     A. Parrying, weaving, ducking, etc. in boxing 

B. Knee cut, etc. in Muay Thai 

C. Sprawling, eluding tackles, mounting an opponent who has attempted a tackle, etc. in wrestling  

D. Closed guard position, half guard position, rubber guard position, etc. in jujitsu 

2. Regulations when driving effective techniques 

  (1) Pinpointed strikes and attacks to pain sites on the body shall be considered effective. 

*However, pinpointed strikes and attacks to the groin area, eyes, Adam’s apple, back of the head, 

medulla, and spinal cord are prohibited. 

  (2) Attacks using elbow strikes to body parts other than the face and head shall be considered effective. 

* Striking by vertically lowering the elbows (vertical strike) down shall be prohibited.  

  (3) Attacks by a competitor in a standing position consisting of soccer ball kicks, stamping, knee kicks, 

knee drop kicks etc. on the body other than the face and head of a competitor in a ground position 

(position on all fours, on his/her back, facedown, etc.) shall be considered effective.  

   (4) Strikes using front kicks and side kicks to the knee joint shall be considered effective. 

  (5) As an attack to the Adam’s apple, chokeholds as well as application of pressure using both fists, 

forearms, knees, etc. shall be considered effective.  

    Throwing techniques such as a choke slam shall also be considered effective. 

    * However, clutching at the Adam’s apple itself, and applying pressure to the carotid artery using 

the finger shall be prohibited. 

  (6) When wringing the face in a chokehold, choking the nose, mouth, ears, etc. shall be considered 

effective.  

    * However, it is prohibited to choke only the eyes.  

  (7) In strikes and attacks to the head, striking the top of the head and the side of the head (area around 

the ears) shall be considered effective.  

  (8) Covering the mouth and nose with one’s palm or trunk and choking the opponent shall be 



 

 

considered effective.                

   (9) Frontal smother-down techniques such as a body press or hip press, etc. to the face or trunk, etc. in a 

ground position shall be considered effective. 

  (10) Blows based on shoulder attacks to the face or head using the deltoid muscles (shoulders) in an all 

position shall be considered effective.  

   (11) Attacks where one stamps on the top of the opponent’s feet using his/her heel in a standing position 

shall be considered effective.  

   (12) Flying triangle kicks where one kicks the metal netting or indirectly kicks the pad and utilizes 

the reverberations shall be considered effective.  

  

Article 20, Filing of complaints  

1. Competitors and their cornermen/managers shall be able to file a complaint with REAL regarding the 

reasons given below. 

(1) Error in application of refereeing rules 

(2) Motion of objection of match decision based on judging. 

(3) Serious factual error that affects the match results 

 2. Deadline for filing a complaint  

   (1) Complaints must be filed completely in writing within 2 weeks after the match ends for persons in 

the host country, and within 30 days for foreigners. Complaints filed verbally shall be considered 

null.  

REAL shall give notice of the results of a ruling in writing. 

 3. Motion of objection  

   (1) A motion of objection against a judgment, etc. in a match must be addressed to REAL, and not the 

referees, judges, or match officials. 

 

Article 21, Supplementary provision 

 1. Revision of rules  

   (1) Revisions to these Rules must be officially published upon obtaining approval from REAL and 

Appeals Department.  

 

Article 22, Other arrangements  

 1. Instances not mentioned in REAL Official Rules 

   (1) The right of decision regarding all instances not described above in the REAL Official Rules shall be 

negotiated based on the authority of REAL (the host). 


