Cutting Rules
Helsinki Longsword Open 2022
These rules are subject to change on any notice.

Equipment
Participants will be provided with a suitable, historically accurate sharp longsword.

Safety
Observe the following safety guidelines at all times.
Always follow the instructions of the competition staff without hesitation or argument.
Remember that a sharp sword is a deadly weapon which can easily maim or kill its wielder
or a bystander. It is very important that you are aware of your surroundings at all times. Do
not swing the sword if there are other people close by, especially behind you.
Handle the sword in a safe manner. Make sure that your hands and the sword hilt are
completely dry before cutting. Keep both hands on the sword when cutting.
Whenever you are walking to or from the starting position with your sword, carry it in a safe
manner with the sword pointing straight down. When cleaning the sword only wipe on the
flats. Never draw your hand or fingers on the edges.
Do not start cutting before the competition staff signals you are allowed to. Immediately
leave the cutting area after you are done cutting.
The competition staff is responsible for handling the mats. Do not handle the tatami mats
during the competition, they will be set up for you and the cutting area will be cleaned by the
competition staff.
Be aware of your footing. If you notice that there is water or tatami debris on the cutting area
floor, ask the staff to clean it before you start cutting. When cutting, be aware of the tatami
debris your cutting produces.
Following violations will result in a warning or immediate dismissal from the competition at
the sole discretion of the competition staff.

Warrants dismissal
●
●
●
●

Ignoring the instructions of the competition staff or arguing with them.
Swinging the sword when other people are nearby.
Losing hold of the sword.
Repeatedly cutting towards the leading leg with descending cuts.

●
●
●
●

Cutting before the competition staff signals you are allowed to do so.
Approaching the target from anywhere else than the indicated direction.
Falling over.
Hitting the floor or the stand hard.

Warrants a warning
●
●
●

Handling the tatami mats.
Cutting with the sword in one hand.
Cutting towards the lead leg with descending cuts.

Competition Staff
The following is a list of the competition staff and their roles.
Competition Manager: The Competition Manager is responsible for running the competition
and is the primary judge. The Competition Manager’s decision in all matters related to the
competition is final.
Technical Judges: The Technical Judges (one of which is the Competition Manager) are
responsible for observing the cutting actions of the participant and give scores accordingly.
Auxiliary Judges: These judges will be responsible for timekeeping, observing form, and/or
functions that support the technical judges.

Competition format
The competition will be three rounds. 6 highest ranking competitors from the first round will
advance to the second round. The 3 highest ranking from the second round will advance to
the final round.
The first round of cutting is held simultaneously with the Open Longsword pools. It is up to
each competitor to come and cut during that time. Do not leave your cutting to the last
minute. This year we have a large number of cutters so make sure to come and cut as soon
as possible. It is likely that there will be a queue to cut. The Tournament Manager will make
sure that those who are staffing the Open Longsword pools will have time to come and cut.
Women’s Longsword eliminations, Katana eliminations and the second cutting round will be
held at the same time. All cutting participants who are not taking part in the two fencing
elimination rounds must be present when the second cutting round starts. Those who are
taking part, or are staffing, the two other eliminations will cut last. They will be given time to
rest before cutting.
See the schedule for more information.

Round format
Each round will have a marked starting position. When your name is called, go to the
designated starting position with your sword. The judges will ask you if you are ready. If you
answer in the affirmative, the judges will instruct you to begin. When you are finished with
your pattern, say “Done” and leave the competition floor. Whenever you are walking to or
from the starting position with your sword, carry it in a safe manner with the sword pointing
straight down.
You have a specified amount of time to perform the pattern for each mat. The time starts
when the judge instructs you to begin. If you run out of time the judge asks you to stop. Cuts
performed after this do not score.
You are allowed to check the mats before you start the round. You may request a mat be
re-spiked or replaced. The competition staff may or may not honor this request at their
discretion. You must ask to do so before stating that you are ready to cut.
You are allowed at least one minute to familiarize yourself with the sword before starting the
round. The time you need to wait for the competition staff to prepare for your cutting is
counted towards this one minute. If the competition staff is ready when you arrive at the
starting position you may ask to use this one minute before starting the round.
You may request the staff to straighten or re-spike a mat once per round. This stops the
timer. Do notice that this is once per round, not once per mat.

Cutting
Unless otherwise specified there are no exact cutting
angle requirements. There is roughly a 20 degree area
for both vertical and horizontal cuts, leaving a 70
degree area for each diagonal cut (see the image). If
the angle is outside of these limits the cut is deemed to
be a wrong cut.
Unless otherwise specified you may make the cut with
either the long or the short edge. You do not receive
extra points for making the cut with the short edge.
Cuts must not hit the area of a previous cut. This is
called a “mountain.” This makes the cut significantly
easier because hitting your old cut means you have to cut through a lot less mat. Since this
is not desirable, hitting your old cut means you missed your intended target. This
includes striking the area of a previously failed cut. If the mountain is roughly half of the
thickness of the mat or more, the cut will be deemed failed.
DO NOT cut diagonal descending cuts over your leading leg. If your right leg is forward, do
not cut a descending diagonal cut from left to right. If the judges notice that you cut over your

leading leg, you will be warned. This is a safety issue, and repeated offences will lead to
disqualification.
You are not allowed to measure the distance to the mat using your sword. This will lead to
penalties.
If you forget to perform a cut in the pattern or if you mix up the order of the cuts of the
pattern you will be penalized. If you wish to forfeit a cut without a penalty you can for
example perform the cut so that you miss the mat. This will leave you with no points for the
cut but you will not receive additional penalties.

Scoring
Scoring is point based. The ranking of the competitors for each round is based on their total
score. The highest scoring competitor will be ranked first and so on, with the lowest scoring
competitor ranked last.
You receive points in different categories for each cut you make. What these categories are
and how they are weighted depends on what the cutting pattern is testing. The specific
categories and their weights are specified in the cutting patterns. This means that all of the
patterns do not use all of the scoring categories.
Your base score is 0 and every successful cut increases your points. You do not score any
points for failed or incorrect cuts. This means that to receive any points for a cut you must be
able to cut through the mat. A cut with too large of a mountain will also be deemed a failed
cut. If the mountain is roughly half of the thickness of the mat or more the cut will be deemed
failed. Any other missing part of the cut will also result in the cut to be deemed failed, such
as not stepping when required.
In addition to receiving points, you can also lose points from penalties. This can lead to a
negative score. The penalties do not change for different cutting patterns.
The score will reset for each round.

Scoring categories
●
●
●
●
●
●

Angle of the cut. Deviation from the specified angle reduces the score.
Targeting. A small mountain reduces the score. A large mountain will cause the cut to
be deemed failed.
Cleanness of the cutting surface. Rough or frayed cutting surface reduces the score.
Straightness of the cutting surface. A scalloped or scooping cutting surface reduces
the score.
Cut off piece flight distance. The further the cut piece flies from the stand the more
the score is reduced. (This only applies to diagonal cuts)
Tatami debris. The score is reduced if there is any debris in addition to the cut off
piece.

●
●

●
●
●
●

Mat condition. The score is reduced if the mat remaining on the stand is significantly
bent or if the mat is knocked off the stand.
Transition speed. The slower the transition speed the lower the score. A very low
transition speed will cause the next cut to be considered failed. (This only applies to
multiple cut combinations)
Cutting arc. The score is reduced if you over-swing.
Preparatory movements. The score is reduced if you do any preparatory movements
such as dipping the point back from a high guard.
Footwork. The score is reduced if you slip, lose your balance and so on.
Stance. Leaning, bending, swaying around and so on during a cut will reduce the
score.

Penalties
●
●
●
●
●
●
●

Hitting the floor. Hitting the floor hard will result in elimination from the
competition.
Hitting the stand. Hitting the stand hard will result in elimination from the
competition.
Cutting the peg.
Knocking the stand over.
Measuring distance to the mat using the sword.
Forgetting to perform a cut.
Mixing up the cut order of the pattern.

Cutting Patterns
These are subject to change on any notice.

General
The scoring criteria are target specific. Refer to target descriptions for applicable scoring
criteria and specific weights. As it is possible to score 0 points for most scoring criteria it is
technically possible to score 0 points with a successful cut.
The scoring criteria are shown in the following format (A, B, C; X, Y, Z) and (A, B; X, Y). In
this format the description A matches the score X and so on.
The scoring for the parrying actions is the following: (Solid, Passable, Failed; X, Y, Z). If you
receive a Failed score for the parry you can't score with the following actions. Make the
parries clear. You must stop for a moment in the end position of the parry before starting the
transition to the cut. The parry must be done so that your chest is turned to the parrying
direction and with at least partially extended arms. If you parry with your hands very close to
your body, without turning your chest towards the incoming attack or otherwise in a manner
which might cause a failed parry or would make it difficult for you to riposte you will receive

the Passable score. If the parry is done so that it is likely that you would have gotten hit or
there was no clear parry you will receive a Failed score.
The scoring for the transitions is the following: (Fast, Slow, Failed; X, Y, Z). If you receive a
Failed score for the transition you can’t score with the following actions. For a Fast score you
must make the transition in one smooth action without any pauses. This motion must also be
fast. For a Slow score you must still be able to make the transition in one smooth action
without clear pauses. This score is a bit more lenient when it comes to the definition of a
pause in the transition. The motion itself can also be considerably slower. You will receive a
Failed score if at any point between the two actions there is a clear pause or if the transition
is too slow. What is considered slow and fast in the terms of transition speed is up to the
judges. Do note that a parrying action requires you to pause at the end of the parry. This
pause will not cause a Failed score for the following transition.
The scoring for footwork is the following: (Stable, Unstable, Dangerous; X, Y, Z). You will
score Dangerous if you are close to slipping, falling over or are otherwise close to hurting
yourself. You will also score Dangerous if you fail to step when a step is required. You will
also score Dangerous if you do not close in to and retreat from the target in a suitable guard.
All of the targets share the same penalties. You can get the same penalty multiple times with
a single target.
The penalty scores are the following:
● Hitting the floor: -30
● Hitting the stand: -30
● Knocking the stand over: -30
● Cutting the peg: -15
● Measuring distance: -15
● Forgetting a cut: -15
● Mixing up the cut order: -15
In case of a tie these categories are used as tie breakers in the following order:
● Amount of penalty points
● Number of missed cuts
● Number of failed cuts
● Targeting score
● Mat condition score

Round 1
The first round consists of 2 targets. Each of these targets has their own scoring and
requirements.

Target 1
This target tests cutting performance in optimal conditions and the ability to cut with perfect
technique. There will be a time limit of 2 minutes for performing all of the cuts. Time will not
be part of the scoring for this target.

You are allowed to measure your distance to the target using the sword once. You must do
this after you have been given the command to start and before performing the first cut.
Measuring the distance more than once, or between cuts, will be penalized.
Exact cutting angle will be a scoring category for this target. Diagonal cuts must be at a 45
degree angle and horizontal cuts must be completely horizontal.
The cutting pattern is the following:
● Descending diagonal cut from the dominant side
● Descending diagonal cut form the non-dominant side
● Ascending diagonal cut form the non-dominant side
● Ascending diagonal cut from the dominant side
● Horizontal cut from the dominant side
● Horizontal cut from the non-dominant side

Scoring
Each cut is scored based on the following criteria:
● Angle of the cut: (Perfect, Close, Bad; 2, 1, 0)
● Cut off piece flight distance: (< 0.5m, < 1m, >= 1m; 2, 1, 0)
○ Horizontal cuts automatically score 2 for this
● Cutting arc: (Optimal, Slight overswing, Significant overswing; 2, 1, 0)
● Preparatory movements: (None, Minimal, Significant; 2, 1, 0)
● Stance: (Perfect, Stable, Unstable; 2, 1, 0)
○ To score Perfect the only moving parts of your body should be your arms. In
addition to this there should be only rotation around your spine. Slight rotation
of the feet on the ground is allowed.
● Targeting: (Good, Mountain; 1, 0)
● Cleanness of the cutting surface: (Clean, Uneven; 1, 0)
● Straightness of the cutting surface: (Straight, Scooped; 1, 0)
● Tatami debris: (Yes, No; 1, 0)
● Mat condition: (Straight, Significantly bent/Off the stand; 1, 0)
The maximum score for each cut is 15 points. The maximum score for the target is 90
points.

Target 2
The second target tests transitions and cutting when stepping. Moving in a suitable guard,
stepping when required and transition speed will be part of the scoring for this target.
This target consists of two action combinations. There will be a marked position some
distance away from the target. You will start each combination from this position and you will
return to it after the combination. You must close in on the target in a suitable guard for the
combination. After performing the combination you must return to a guard and retreat to the
marked position as if you were still in a possible fencing situation. When closing in on the
target you must perform the combination immediately after coming to a suitable distance.

You must perform the specified actions with a passing step. You are also allowed to take a
passing step with an action if it is not specified.
The combinations must be done so that there is no pause between the actions. The
smoothness and duration of the transitions will be part of the scoring.
The parries must be done so that they would properly protect against the attack described.
The quality of the parries will be part of the scoring.
The combinations are the following:
● Parry a descending cut to the non-dominant side of your head, cut a descending
diagonal cut from the dominant side with a passing step
● Parry a descending cut to the non-dominant side of your head, cut an ascending
diagonal cut from the non-dominant side with a passing step
● Cut a descending diagonal cut from the dominant side with a passing step, cut an
ascending diagonal cut from the non-dominant side
● Cut an ascending diagonal cut from the dominant side with a passing step, cut an
ascending diagonal cut from the non-dominant side

Scoring
The parries and transitions are scored based on the following criteria:
● Parry: (Solid, Passable, Failed; 3, 1, 0)
● Transition: (Fast, Slow, Failed; 3, 1, 0)
Each cut is scored based on the following criteria:
● Cutting arc: (Optimal, Slight overswing, Significant overswing; 2, 1, 0)
● Footwork: (Stable, Unstable, Dangerous; 2, 1, 0)
● Targeting: (Good, Mountain; 1, 0)
● Cleanness of the cutting surface: (Clean, Uneven; 1, 0)
● Straightness of the cutting surface: (Straight, Scooped; 1, 0)
● Cut off piece flight distance: (< 1m, >= 1m; 1, 0)
● Tatami debris: (Yes, No; 1, 0)
● Mat condition: (Straight, Significantly bent/Off the stand; 1, 0)
● Preparatory movements: (Minimal, Significant; 1, 0)
● Stance: (Stable, Unstable; 1, 0)
The maximum score for each parry and cut combination is18 points. The maximum score for
each two cut combination is 27 points. The maximum score for the target is 90 points.

Round 2
The second round consists of 2 targets. Each of these targets has their own scoring and
requirements.

Target 1
The first target is a semaphore. This will consist of an unknown number of basic cuts. The
possible cuts are descending diagonal cuts, ascending diagonal cuts and horizontal cuts.

The judge will indicate which cut to make using flags, after which you will have to
immediately make the cut and return to a guard. Unnecessary shuffling, hesitation and other
unnecessary movements will be penalized. You must take a passing step with every cut.

Scoring
Each cut is scored based on the following criteria:
● Transition speed: (Fast, Slow, Failed; 2, 1, 0)
○ This is the transition from coming to distance and cutting. If you hesitate
between coming to a cutting distance and cutting you will receive Slow. If you
clearly pause you will receive Failed. You can’t score with the cut if you
receive Failed for the transition.
● Preparatory movements: (None, Minimal, Significant; 2, 1, 0)
○ This also includes repositioning your feet after coming to a cutting distance.
● Footwork: (Stable, Unstable, Dangerous; 2, 1, 0)
● Transition speed: (Fast, Slow; 1, 0)
○ This is the transition after the cut. You must transition to a guard in which it is
safe to retreat from the target.
● Targeting: (Good, Mountain; 1, 0)
● Cleanness of the cutting surface: (Clean, Uneven; 1, 0)
● Straightness of the cutting surface: (Straight, Scooped; 1, 0)
● Cut off piece flight distance: (< 1m, >= 1m; 1, 0)
● Tatami debris: (Yes, No; 1, 0)
● Mat condition: (Straight, Significantly bent/Off the stand; 1, 0)
● Cutting arc: (Good, Significant overswing; 1, 0)
● Stance: (Stable, Unstable; 1, 0)
The maximum score for each cut is 15 points. The number of cuts is unknown.

Target 2
The second target tests power generation and difficult transitions.
For the first two cuts there will be a second stand next to the one with the mat. This stand
will have a wooden dowel which marks the limit of the short cuts. You must start the short
start cut with your sword between the mat and the dowel. The point in line cut must stop
before hitting the dowel. Touching the dowel will be penalized. Hitting the dowel hard will
count as a failed cut. The second stand will be removed for the remainder of the target.
For the thrust the point of the sword must come out from the back side of the mat. Excessive
penetration with more than 10-15cm of blade coming out of the mat will be penalized. Too
shallow penetration with no sword coming out from the back of the mat will be penalized.
Thrusting too much off the center of the mat will be penalized as there is less mat to
penetrate. If you miss with the thrust you will get 0 points for the transition regardless of the
category you score, but you can still score with the cut as long as you don’t fall to the Fail
category. You are allowed a short pause between completing the thrust and retrieving the
sword from the target. After you retrieve the sword from the target you must immediately
transition to the cut.

The combinations are to be done as described for target 2 of round 1.
The cutting pattern is as follows:
● Short start descending diagonal cut from the dominant side
● Point in line descending diagonal cut from the non-dominant side
● Thrust, ascending diagonal cut from the dominant side
● Horizontal cut from the dominant side, ascending diagonal cut from the dominant
side, horizontal cut from the non-dominant side

Scoring
The short cuts are scored based on the following criteria:
● Cutting arc: (Optimal, Slight overswing, Significant overswing; 4, 2, 0)
○ With the point in line cut you will score Optimal if you do not touch the dowel.
If you lightly touch the dowel you will score Slight overswing and if you hit the
dowel hard you will fail the cut.
● Preparatory movements: (None, Minimal, Significant; 4, 2, 0)
○ To score None on the short start cut you are not allowed to touch the dowel.
● Targeting: (Good, Mountain; 1, 0)
● Cleanness of the cutting surface: (Clean, Uneven; 1, 0)
● Straightness of the cutting surface: (Straight, Scooped; 1, 0)
● Cut off piece flight distance: (< 1m, >= 1m; 1, 0)
● Tatami debris: (Yes, No; 1, 0)
● Mat condition: (Straight, Significantly bent/Off the stand; 1, 0)
● Stance: (Stable, Unstable; 1, 0)
The thrust and cut combination is scored based on the following criteria:
● Targeting: (Center, To the side, Miss/Barely on the mat; 4, 2, 0)
○ This is the targeting for the thrust
● Cutting arc: (Good, Too far, Not through; 4, 2, 0)
○ This is the penetration for the thrust. You score Good if the point comes out
from the back of the mat but doesn’t come out more than 10-15cm. Anything
further will score Too far and not making it through the target will score Not
through.
● Preparatory movements: (None, Minimal, Significant; 3, 1, 0)
○ This includes having to align the point before the thrust.
● Transition speed: (Fast, Slow, Failed; 4, 2, 0)
○ You will receive Failed if you can’t retrieve the sword without touching the
mat. If you miss with the thrust you will receive 0 points regardless of your
category (Fast, Slow, Failed).
● Targeting: (Good, Mountain; 1, 0)
● Cleanness of the cutting surface: (Clean, Uneven; 1, 0)
● Straightness of the cutting surface: (Straight, Scooped; 1, 0)
● Cut off piece flight distance: (< 1m, >= 1m; 1, 0)
● Tatami debris: (Yes, No; 1, 0)
● Mat condition: (Straight, Significantly bent/Off the stand; 1, 0)
● Stance: (Stable, Unstable; 1, 0)

The three cut combination is scored based on the following criteria:
● Stance: (Perfect, Stable, Unstable; 4, 1, 0)
○ This is a single score for the whole combination. To score Perfect the only
moving parts of your body should be your arms. In addition to this there
should be only rotation around your spine. Slight rotation of the feet on the
ground is allowed.
● Preparatory movements (Minimal, Significant; 1, 0)
○ This is a single score for the whole combination.
● Transition speed (Fast, Slow, Failed; 4, 2, 0)
○ The combination has two transitions.
● Cutting arc: (Optimal, Slight overswing, Significant overswing; 2, 1, 0)
● Targeting: (Good, Mountain; 1, 0)
● Cleanness of the cutting surface: (Clean, Uneven; 1, 0)
● Straightness of the cutting surface: (Straight, Scooped; 1, 0)
● Cut off piece flight distance: (< 1m, >= 1m; 1, 0)
● Tatami debris: (Yes, No; 1, 0)
● Mat condition: (Straight, Significantly bent/Off the stand; 1, 0)
The maximum score for each short cut is 15 points. The maximum score for the thrust and
cut combination is 22 points. The maximum score for the three cut combination is 37 points.
The maximum score for the target is 89 points.

Round 3, Finals
The cutting patterns for the finals will not be made public before the competition. Each
cutting pattern in the finals will be explained to the finalist just before they are to perform the
said pattern. With this format the goal is to emulate the unpredictability of fencing as it is not
possible to practice the patterns in advance.
The patterns in the finals are designed so that memorization should not be an issue. The
finals will not contain any mandatory specialty cuts from the Liechtenauer system.

HLO is sponsored by

