
Rules 
Norppa Open 

General 
The fencers participate at their own risk and discretion.The bouts should maintain a polite 
quality and instructions from tournament officials must be respected. 
 
The fencers will receive red and blue armbands before the bout, and will be known by their 
colours during it. 
 
A bout lasts for 2 minutes or until an automatic loss requirement is fulfilled. 

Scoring 
Norppa Open uses the Wound, Incapacitate, Clean (WINC) system. Instead of the traditional 
accumulating point system the WINC-system uses hit quality brackets which emphasizes the 
importance of landing good clean hits. The current score of the bout is not shown to the 
fencers during the match. 

Legal Targets 
Hits to legal targets are scored based on the hit qualities. 
 
Pommel strikes are only allowed to the mesh of the mask and the pommel strike must be 
done in a controlled fashion. 
 
Push kicks to the front of the torso are allowed. 
 
The following targets are legal: 

● Head: From the top of the head down to the collarbone and to the shoulder seams of 
the jacket. 

● Upper arm: From the shoulder seam of the jacket to the elbow, including the elbow. 
● Forearm: From the elbow to the wrist, excluding the elbow and including the wrist. 
● Hands: From the wrist to the rip of the fingers, excluding the wrist. 
● Torso: From the collarbone to the to the hip, including the hip.  
● Legs: From the hip to the ankle, excluding the hip and the ankle. 

Illegal Targets 
Attacks to illegal targets are strictly prohibited and will be penalized. The fencers may 
indicate an attack to an illegal target, such as the back of the head, in a controlled manner. 
Clearly indicating such an attack will be scored normally. 



 
The following targets are illegal: 

● Back of the head 
● Spine 
● Groin 
● Back of the knee 
● Achilles tendon 
● Feet, including the ankle 

Hit Qualities 
There are four levels of quality for hits. No Quality, Quality 1, Quality 2 and Quality 3. 
 
Hits are considered to be of No Quality when they are delivered with the very tip of the 
sword, without a good arc, with the flat of the sword or in any other manner which would not 
result in a significant injury with a sharp sword. No Quality hits are not called during a match 
and the match continues as if no hit was landed. The following are considered as no quality 
hits: 

● Cuts with the flat of the sword 
● Cuts with a small arc (roughly less than 40 degrees) 
● Cuts with the point of the sword 
● Incidental cuts 
● Thrusts which only lightly touch with the point 
● Thrusts which glance of without making proper contact 
● Short slices (less than roughly half of the blade length) 
● Slices with the flat of the blade 
● Attacks with no structure behind them (one handed wrist flick cuts in wrestling, one 

handed thrust with no force behind them etc.) 
 
Quality 1, 2 and 3 are awarded on hits based on if the hit would have cased a Wound, would 
have Incapacitated the opponent and if they were Clean. 
 
Hits are considered to cause a Wound when they would have been likely to cause a serious 
injury with a sharp sword but the opponent would have been able to continue fencing. 
Wounds are Quality 1 hits. The following hits are considered to be wounds: 

● Cuts, thrusts and slices to the legs 
● Cuts, thrusts and slices to the upper arm 
● Cuts and slices to the torso 
● Cuts with a small arc and/or with the tip of the sword, and thrusts to the hands and 

forearms 
 
Hits are considered to Incapacitate the fencer when they would have made it impossible for 
the fencer to continue fighting immediately or shortly after receiving the hit if a sharp sword 
would have been used. Incapacitates are Quality 2 hits. The following are considered to be 
incapacitating hits: 

● Cuts, thrusts, slices and pommel strikes to the head 



● Cuts with a good arc and blade contact, and slices to the hands and forearms 
● Thrusts to the torso 

 
Hits are considered Clean when the opponent doesn’t hit the scoring fencer with a Wounding 
or Incapacitating technique. Clean hits are awarded a +1 to Quality. No Quality hits cannot 
receive the Clean bonus. This means that a Wound with a Clean modifier receives Quality 2 
and Incapacitate with a Clean modifier receives a Quality 3. 
 
One handed attacks receive quality identically to two handed attacks, how ever they must 
also be done with a proper structure behind them (see No Quality). 

Wrestling 
Wrestling continues until one of the following conditions is met: 

● A stalemate occurs 
● An Incapacitating sword technique is performed 
● One of the fencers gets to a dominant position 
● One of the fencers leaves the mat 
● Distance is broken and a Wounding action has occurred 
● A disarm has occurred 
● A safety issue occurs 

 
During wrestling Wounding actions do not stop the fighting. They are however taken into 
account when scoring the exchange. A fencer cannot gain multiple Wounding hits from one 
exchange. 
 
If a stalemate occurs the referee counts to five and calls a break. If the stalemate is broken 
during the count, wrestling is allowed to continue. 
 
Throws and takedowns are allowed. They must be done in a safe and controlled manner as 
otherwise there is a risk of falling on a sword. If one fencer falls to the mat and the other 
stays standing, the standing fencer is seen to be in a dominant position. A fencer is 
considered to have fallen to the mat when any other part of their body besides feet and legs 
touch the mat. If both fencers fall to the mat and one is not clearly in a dominant position, for 
example on top of the other fencer, the referee allows a brief moment to pass and then calls 
break. It is possible for one of the fencers to achieve a dominant position during this brief 
moment. A dominant position is a Quality 2 technique. 
 
A disarm is a situation in which one of the fencers has lost their weapon and the other fencer 
is out of distance and is in a position in which they are able to use their weapon. The fencer 
with a weapon or weapons must demonstrate the ability to use them. For example standing 
in a guard or ready to strike. If one of the fencers would be holding both of the sword from 
their points only, they would need to regain a proper hold on at least one of them before the 
other fencer closes the distance to wrestling to be awarded a disarm. Disarm is a Quality 2 
technique. 
 



If one of the fencers leaves the mat referee calls break. Ringout doesn’t receive a quality. 
However any Wounding actions that have occurred during the wrestling are scored. 
 
If any safety issues occur the referee calls break. Such issues might be one fencer losing 
their helmet, a sword falling to the ground in to a possibly dangerous position etc. Any 
Wounding actions that have occurred during the wrestling are scored. 

After Blow 
After a Wounding or Incapacitating action the referee gives the other fencer a brief moment 
for an after blow. A hit with the after blow is scored normally. 

Doubles 
Norppa Open uses Accidental/Suicidal Double (ASD) system. A double hit occurs when both 
fencers hit each other at the same time. Double hits do not receive Quality. 
 
Accidental doubles occur when there was a clear intention of attacking in a safe manner but 
it has failed and both fencers are hit. Such situations can be trying to counter an oberhaw 
with a zwechhaw or trying to counter a thrust with a schielhaw. Accidental doubles usually 
end in a bind or very close to one. Accidental doubles do not cause any penalties but no 
Quality is awarded for either fencer. 
 
Suicidal doubles occur when there was no clear intention of attacking in a safe manner and 
both fencers are hit. Such situation can be of attacking with an oberhaw against a low thrust 
or attacking to the lower openings against a high thrust. If three Suicidal doubles occur in a 
single bout, the bout is recorded as a loss for both fencers with the current score standing. 

Warnings 
If a fencer receives two warnings in a single bout they receive a -1 to their highest Quality. If 
a fencer receives four warnings in a single bout, they automatically lose the bout with the 
current score standing. 
 
Warning can be given for the following reasons: 

● Not being present during the bout call 
● Non regulatory equipment 
● Leaving the mat without permission 
● Addressing the referee during a bout 
● Turning the back or back of the head to the opponent before break is called 
● Taking safety equipment off during the bout 
● Striking after the referee has called break 
● Uncontrolled fencing 
● Violent, dangerous or vindictive actions 
● Refusal to obey the referee 
● Refusal to salute the opponent  



● Unsportsmanship behaviour 
● Hitting the mat 

 
Unsportsmanship behaviour includes but is not limited to swearing, throwing equipment and 
threatening people. 

Disqualification 
A disqualified fencer must leave the premise immediately. A fencer can be disqualified from 
the competition for the following reasons: 

● Intentional brutality 
● Refusal to face a fencer who is duly registered 
● Interfering with a running bout 
● Continuous unsportsmanship behaviour 
● Favouring the opponent or benefiting from unauthorized agreements 
● Otherwise disruptive or hostile behaviour 

 
Unsportsmanship behaviour includes but is not limited to swearing, throwing equipment and 
threatening people. 

Winning a Bout 
Each exchange is scored based on the hit quality rules. A fencer can receive only a single hit 
Quality from an exchange. For example it is not possible to score two Quality 1 hits from 
Wounding actions during a wrestle. After the bout the scoring hits for each quality are 
counted together. For example a fencer might end up with three Quality 1 hits, no Quality 2 
hits and one Quality 3 hit. Scores will be from now on be show in Q1(x) Q2(x) Q3(x) format, 
the previous example in that format is as follow: Q1(3) Q2(0) Q3(1). 
 
When determining the winner of a bout the qualities are compared starting with Quality 3. 
The fencer with the first higher Quality wins the bout. For example the blue fencer scored 
Q1(3) Q2(0) Q3(1) and the red fencer scored Q1(3) Q2(4) Q3(0). As blue fencer has Q3(1) 
and the red fencer Q3(0) the blue fencer wins the bout. 
 
If a quality is tied the next quality is used as a tiebreaker. For example the blue fencer 
scored Q1(1) Q2(3) Q3(0) and the red fencer scored Q1(2) Q2(3) Q3(0). As Quality 3 and 
Quality 2 are tied, Quality 1 is used to determine the winner, thus the red fencer wins.  
 
If both fencers have identical scores the match is declared a tie. 


