Freestyle/Greco-Roman Basics for Coaches
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By Jim Woolnough

For Freestyle/Greco-Roman in the US.

The Match (Bout)

All matches are 3 periods of 2-minutes. There is a 30-second rest between periods. In Freestyle, the entire period is wrestled from the standing position. In Greco, the period will be divided into three increments. One minute standing and two 30-seconds of par terre (Clinch).

To win a match:
· Receive a default, DQ, injury, withdrawal of your opponent

· Pin your opponent

· Win 2 of the 3 periods. If the same wrestler wins the first 2 periods, the 3rd will not be wrestled.

To win a period:
· Execute a 5-point throw/hold

· Execute 2 3-point throws/holds

· Gain a 6-point difference at the end of action

· Have more points

· In the event of a tie score other than 0-0, criteria will be used.

· In the event of a 0-0 tie, the clinch will be used

Criteria

· Fewest Cautions

· Most high-value holds (a 3; most 2’s)

· Last one to score

Conduct of a match:

1st period:

The wrestlers will check in at the table and confirm their color. They will then show their handkerchief to the Referee. The Referee will call the wrestlers to the center and shake their hands and inspect them for compliance with the rules. The wrestlers must be dressed in a singlet of the correct color, be clean & dry, be wearing headgear (if appropriate). After inspection the wrestlers will shake hands. The Referee will start the match and the wrestlers will do their thing. At the end of the period, the wrestlers will return to their corners for the rest period. During the rest period the wrestlers may be coached and must be dried off. Wrestlers may also be given fluids and/or medications at the Junior level and below. The Referee will announce the winner of the period during this time.

2nd period:

The wrestlers will return to center and the Referee will check to make sure they are dry. Then wrestling will resume. At the end of the period, if there is no match winner, the wrestlers will again go to their corners for the rest time. They may be coached and must be dried off, again. The Referee will announce the winner of the period during this time.

If there was a match winner, the Referee will return both wrestlers to the center and announce the winner. The wrestlers will then follow the end of match protocol.

3rd period:

The wrestlers will report back to the center and be checked for dryness. The Referee will then start the period and the wrestlers will again do their thing. At the end of the period, the wrestlers will go to the center of the mat and the referee will announce the winner. The wrestlers will then follow the end of match protocol.

End of Match Protocol:

The Referee will announce the winner (raise the hand) and then the wrestlers will shake the Referee’s hand and go shake the hand of the opposing coach. Failure to follow protocol will result in penalties, by rule.

Wrestling:

Wrestling will start and restart in the standing position. The exception being if the defending wrestler in par terre commits a foul. Then the defending wrestler will be cautioned and point(s) given to the opponent. Wrestling will resume in the par terre position.

The wrestler to step out of bounds first will give 1-point to his/her opponent. Regardless of how they got to be out of bounds. If wrestlers go out of bounds in the par terre position, there will be no point. Wrestling will resume in the standing position. If an attacking wrestler forces his/her opponent out of bounds first and completes their attack, the attack will score. If the attack fails, the attacking wrestler will receive the 1-point for the opponent stepping out of bounds. If the attacking wrestler steps out first but succeeds with the attack, the attack will score. If the attack does not succeed then the attacking wrestler will give one point to his/her opponent. If a wrestler lifts & carries their opponent out of bounds, it will be a caution against the lifting wrestler and 1-point to the opponent.

Basic scoring:

1 point for:

Takedowns (belly), reversals, correct holds, causing the opponent to rotate 360 in par terre, hold downs, opponent stepping out of bounds first, etc…

2 points for:

Causing the opponents back to show to the mat in the danger position, the opponent landing flat on his/her back while executing their own hold

3 points for:

Feet to back takedowns, lifts and throw from the mat

5 points for:

Grand amplitude throws that land in the danger position

Danger position: when the defending wrestler is in contact with the mat with something between the elbows and the back is exposed to the mat.

Penalties:

Violations of the rules are called cautions. Three cautions and a wrestler is disqualified from the match. The basic penalties are:

For offensive fouls – loss of position, voiding of the score, wrestling resumed in the standing position. If repeated may result in a caution + 1.

For defensive fouls – Caution + 1 for fouls that did not stop a scoring chance. Caution + 2 for fouls that prevented a score. If the foul was in the par terre position, wrestling will resume in the par terre position.

The Clinch:

The Freestyle clinch will occur when a period has ended in a 0-0 tie. The Referee will do a disc flip and the color that lands up will clinch (take the top position). The top wrestler will choose which leg the opponent must place in the center of the mat. The top wrestler will then take a head-outside single-leg hold. The defending wrester must place their hands on the back of the top wrestler. When the grip is achieved, the Referee will start the wrestling. The wrestlers may now wrestle as they wish. The grip does not have to be kept. The first wrestler to score will win the period. If the top wrestler fails to score, it will be a 1-point to the opponent.

The Greco clinch will occur at the 1:00 minute and the 1:30 minutes mark unless a wrestler is in the danger position. If a wrestler is in the danger position at those times, the clinch is waived for the rest of the match. The wrestler with the most points will take the top position. If the points are tied, the last wrestler to score will clinch. If there are no points, a disc flip will occur. The bottom wrestler will assume the starting position. The arms and legs will extend straight down to the mat, shoulder/hip width apart. The legs may not be crossed. The hands must be at least 20cm (9 inches) from the knees. The top wrestler will then assume a reverse body-lock position. He/she can be on both feet or have one knee down. The feet/knee may not go underneath the bottom wrestler past their centerline. In the Kids age groups, both knees must be on the mat. The top wrestler will then reach with both hands at the same time to secure their grip (hand grips only). When the grip is achieved, the Referee will start the match. The wrestler can now wrestle however they wish. The grip does not have to be kept. If the wrestlers go out of bounds in the par terre position, wrestling will restart in the clinch position. If the top wrestler fails to score in the 30-seconds, he/she will give 1-point to the opponent. If there is no period winner at the end of the 30-seconds, the wrestlers will trade places and do it all again.

During the clinch the following special conditions apply:

· Stepping out of bounds (standing) is 1-point to the opponent
· There are no slipped throws
Penalties for false starts/ improper positioning

1st time – ATTENTION to the wrestler at fault

2nd time Top wrestler – caution +1-point to the opponent: Freestyle- period is now over. Greco- wrestling will start from the standing position. Top must still score or be cautioned.

2nd time Bottom wrestler – Freestyle: caution + 1-point to the opponent, period over: Greco – Caution + 2 points to the opponent, restart in the clinch position, top wrestler does not have to score.

Other:

Injury time – 2 minutes total (FILA rule – injury time out without blood is 1 point to the opponent)

Blood time – 5 minutes total does not include clean up.

Disqualification for misconduct – match and/or tournament disqualification.

Yellow card – Given by the Mat Chairman to indicate an infraction of the rules by a coach or wrestler (non-match) or other person. Two yellow cards equal one Red card.

Red card – Dismissal from the event for serious infraction of the rules.

Basic Vocabulary:

Action – Do something or get hit for fleeing

Attention – Friendly warning about a violation. No penalty but do not repeat.

Caution – you did a no-no and will now be penalized

Center – go back to the middle or get hit for fleeing

Contact – touch your opponent or get hit for fleeing

Correct hold – a throw/hold that is applied and moves the opponent through space without any other score

Par terre – mat wrestling

Protest – at events that do not use official video, it may be possible to file a protest of a match. To file a protest the coach must notify the Mat Chairman of the intent to file, then get a protest form from the Chief Pairer of the event, complete the form and pay the fee.

The coach has 30 minutes to file the protest after notifying the Mat Chairman. The protest fee is $100 at USAW regional & national events. Check the rulebook for the criteria of what is protest able and what is not.

Zone – get back in the middle or get hit for fleeing

Officiating Team:

3-man team consists of:

Mat Chairman – in charge of the mat, cast deciding vote on scores, cautions, etc…

Judge – sits opposite of the Chairman, indicates scores, penalties, irregularities, etc…

Referee – has the whistle and controls the match. Indicates scores, penalties, irregularities, etc…

With a 3-man team it takes 2 votes to indicate the score. The Referee will indicate his score; the judge will indicate his score. If they agree, that is the score. If they disagree, the Mat Chairman will decide. The coach may approach the Mat Chairman to discuss a situation. The Mat Chairman may or may not stop the match for the discussion. In case of error by the Referee & Judge, the Mat Chairman may conference with them to arrive at the correction, if any, needed. In the large events that have official video, the Mat Chairman may consult with the Mat Controller and review the video. That decision stands. No further review or protest is allowed.

1-man:

The Referee will act as the entire officiating team, similar to Folkstyle. A coach may approach the table to discuss with the referee. The Referee’s decision is final.

Officiating the Clinch

By Jim Woolnough

In both styles, the offensive wrestler has 30-seconds to score or they will give 1-point to their opponent.

Freestyle:

When a period ends in a 0 – 0 tie, conduct a disc flip. The color that lands up will clinch (attack).

The wrestler to clinch will pick the leg he/she wants to clinch. The opponent must then place that leg in the center and keep weight on the leg. The attacking wrestler must use a head-outside single leg position. Have the defending wrestler place their hands on the back of the attacking wrestler. The attacking wrestler will then secure a grip, behind the knee, without going to the side to gain an angle. When the grip is secured, start the wrestling. The grip does not have to be kept and wrestling may take place as normal. First wrestler to score wins the period. Action is not allowed to continue after the score.

Greco-Roman:

At the 1:00 minute mark and/or the 1:30 mark, a Greco match is stopped for the clinch. If a wrestler is in the danger position at either of those times, the match is not stopped and the period continues. The wrestler with the most points will clinch first. If the score is tied, the last wrestler to score will clinch first. If the score is 0 – 0, a disc flip will be conducted. The color that lands up will clinch first. The bottom wrestler (defender) will then assume the starting position. Hands and legs straight down from the body to the mat, about shoulder/hip width apart. Feet extending straight back from the body. The top wrestler (attacker) shall assume a reverse lift position.  The attacker may place a foot or both feet or a knee underneath the defender, not to go past the centerline of the defender. Kid’s age-group modification: The top wrestler must start on both knees. The attacker is not allowed to touch the defender except for the lock. A handgrip must be used to secure the initial lock on the defender. The lock must be taken with both arms/hands at the same time and with a smooth consistent motion. When the grip is achieved, start the wrestling. The grip does not have to be kept. Wrestling will continue as normal. In par terre, if the wrestlers go out of bounds while still in the clinch position without a score, they will return to the clinch start. If there was a score or the clinch hold has been released, wrestle as normal. During the clinch time, if the wrestlers go out of bounds with one wrestler in the danger position after the clinch has been released, the match will restart in the par terre position. If the defending wrestler commits a leg foul during the clinch time treat as a normal leg foul with the following difference. If the clinch hold has not been released, restart in the clinch position; if the clinch hold has been released, restart in the par terre position. The entire 30-seconds will be wrestled unless there is a period/match winning move/hold in the clinch time. If there was no period/match winner in the first clinch, the wrestlers will trade places and repeat for the second clinch. If you screw up and stop the match for the clinch with a wrestler in the danger position, restart in the par terre position. The wrestler who was underneath will be the down wrestler. Remember, wrestling does not stop for the clinch if a wrestler is in the danger position at the time the match would stop for the clinch. Even if the bottom wrestler rolls out 1 second past the stopping point, the match will continue without stopping for the clinch.

False/improper starts; refusal to clinch

1st time – Both styles, both positions: ATTENTION, return to clinch start

2nd time – Freestyle, caution + 1 to the opponent, period is now over.

2nd time – Greco: Top wrestler – Caution + 1 point to the opponent, start in the standing position. The top wrestler must still score in the 30 seconds or give his/her opponent 1-point for failing to score. Bottom wrestler – caution + 2 points to the opponent, clinch position start. The top wrestler is released from the scoring requirement as he/she has just scored.

(1-7) Structure 

International Governing Body – FILA

National Governing Body – USA Wrestling

State Governing Body – State Affiliate Organization (Insert your state here)

FILA writes the rules. USA Wrestling translates and modifies the rules for use in the US. We apply them at the tournaments. The rules are subject to re-interpretation and revision during the year.

(8)Match

A match (bout) consists of 3 2-minute periods. Wrestlers must win 2 of the 3 periods to win the match. If the same wrestler wins the first 2 periods, the 3rd period is not wrestled.

Period

(9) Ways to win a period:

· Gain a 6-point difference, after the action sequence is finished

· Execute a 5-point hold/throw

· Execute 2 3-point holds/throws

· Have the most points

(10) If one wrestler is pinned at any time during the match, the match is over. The pinning wrestler, naturally, wins the match.

(11) Out-of-Bounds:

ANYTIME a wrestler steps out of bounds, in the standing position, a point will be scored.  If a wrestler under attack steps out, the call is delayed to allow the attacking wrestler to finish his/her attack. The attacking wrestler then receives either 1-point or the result of the attack, whichever is greater.

(12) Resuming wrestling:

Whenever wrestling is stopped, it will be restarted in the standing position. Exception, if the bottom wrestler commits a violation. Then the violation is penalized with a caution, point(s) to the opponent and the par terre start for the offending wrestler.

(13) Clinch:

Freestyle – a clinch will be used when a period ends in a 0-0 tie. If there is a score in the match, use criteria to break the tie.

Greco-Roman – Greco has 2 clinches in the period, at the 1:00 and the 1:30 minute marks. If a wrestler is in the danger position at either of those times, the clinches will not be used.

Clinch criteria – most points; last to score

(14) Removed from the rules:

· Passivity

· Choice after a caution

· Escape point

· Lift point

· Limits on guts, ankle/leg laces

(15-16) The Bout:

A bout (match) will consist of 3 2-minute periods with a 30-second rest between periods. The referee will announce the winner of each period as the wrestlers rest. The bout is over when:

· A wrestler wins 2 periods; if it is the first 2 then the 3rd will not be wrestled

· A fall occurs

· A wrestler is disqualified or defaults

· A wrestler receives his/her 3rd caution

(17) A period ends and a winner declared when:

· A 6-point advantage is gained, after the action is complete

· A 5-point hold/throw 

· 2 3-point holds/throws

· A wrestler has more points when time expires

(18) DELETED

(19-23) Periods ending in a tie:

With any score, go to tie breaking criteria; fewest cautions, high-value holds (a 3, most 2’s), last wrestler to score.

Freestyle only – if it is a 0-0 tie, then go to the freestyle clinch.

The referee will flip his/her disc and the color that lands up will clinch.

The wrestler who will clinch (top) chooses which leg the opponent must place in the center of the mat. The top wrestler will then take a head-outside single-leg hold. The defending (bottom) wrestler must place their hands on the back of the top wrestler. When the referee sees the grip, he/she will start the wrestling. The wrestler who scores will win the period. The top wrestler has 30-seconds to score or it will be a 1-point to the opponent. A wrestler stepping out of bounds will give 1-point to their opponent. If both wrestlers go out of bounds, the officials will determine who left the mat first. 

There are no slipped holds in the clinch. A wrestler ending up underneath gives 1 point to the opponent. If a wrestler lifts and carries their opponent out of bounds, it will be a caution to the lifting wrestler and 1 to the opponent.

 (48-50) Match Procedure:

The Referee will stand in the center of the mat and call the wrestler out to center. The Referee will shake their hands and then inspect them for conformance to the rules. Once the inspection is done, the wrestlers will shake hands and the match will start. At the end of the first period the wrestlers may return to their corners for rest and drying off. The Referee will announce the winner of the period by raising his hand with the color of the winning wrestler. The wrestlers will then report back to the center for the 2nd period. At the conclusion of the 2nd period the same things will happen as at the end of the 1st, unless the same wrestler has won both periods. If the same wrestler wins the first 2 periods, the referee will go to end of match procedure. If the other wrestler has won the 2nd, then the 3rd will be wrestled to determine the match winner. At the end of the match both wrestlers will return to center and stand beside the Referee. Upon the Mat Chairman announcing the decision, the Referee will raise the winning wrestler’s hand. The wrestlers will then shake each other’s hand, the Referee’s hand and the opposing coaches’ hand.

(51-61) During the Bout:

When wrestling has been stopped, it will resume in the standing position. Exception; if a defending wrestler has committed a violation in par terre; the match will restart in par terre. Wrestling will be stopped if:

· A wrestler steps out of bounds

· The wrestlers enter the zone and remain there without action

· The head & shoulders of the bottom wrestler, in par terre, touch the protection area. No score in this case unless a fleeing penalty is called.

Par Terre starting position:

Bottom wrestler: on hands & knees in the center of the mat. Arms straight, hands about shoulder width apart and at least 20cm (10 inches) from the knees. The feet may not be crossed and the wrestler may not sit back on his/her heels. Top wrestler: may stand anywhere around the bottom wrestler. Only the hands may touch the bottom wrestler’s back. No other touching. Both wrestlers may start on the whistle.

False starts / refusal to assume a starting position

1st time – ATTENTION; the offending wrestler is warned not to repeat.

2nd time Top Wrestler – Greco - caution +1-point to the opponent and wrestling is resumed in the standing position. Freestyle – caution + 1point to the opponent, period is over.

2nd time Bottom Wrestler – Greco -Caution +2-points to the opponent and wrestling is resumed from clinch position. Freestyle – caution + 1point to the opponent, period is over.

Par terre wrestling:

The bottom wrestler must be open to attack. He/she may hand fight underneath/down on the mat but he/she may not grab and hold on. If the command “Open” is not obeyed, the bottom wrestler may be cautioned with 1-point to the opponent. The top wrestler may also be cautioned for failure to attack/be active. If the bottom wrestler is successful in defeating the attacks of the top wrestler, the Referee will stop the match and resume wrestling from the standing position. The amount of time is at the Referee’s discretion.

Standing position wrestling:

The wrestlers should wrestle in the center of the mat. If they move towards the edge they will cross the zone. When the first wrestler steps into the zone, the command “ZONE (color of wrestler)” must be given. The wrestlers should then take the action back towards the center. If the wrestlers remain in the zone with no action, stop the match. Return to center and restart. If one wrestler consistently leads the way to the zone, you may have a fleeing the hold call.

Out-of-Bounds:

A hold/action started inbounds may be finished anywhere, provided it is only one hold/action. If the attacker steps out first, observe the attack. If the attack succeeds, score the move. If the attack fails, it is 1-point to the defender. If the defender steps out first, the call is delayed to allow the attack to finish. The attacker earns either the points for a successful hold/action or the 1-point for the out of bounds. If the attacking wrestler lands flat on his/her back, out of bounds, the opponent will receive 2 points.

(62-69) Prohibitions & Illegal holds:

Wrestlers may not:

· Head Butt

· Place hands to the face between the brow line and the mouth.

· Step on the opponents’ foot/feet.

· Pull hair, pinch, bite, twist fingers or anything intended to hurt the opponent

· Grab the opponents singlet

· Talk during the bout

Illegal holds; include but not limited to;

All:

· Scissors (figure 4 or straight) to the head or body

· Holding the head or neck with two hands without an arm/leg included

· Throat holds

· Peeling, pulling back on the fingers to break a grip

Cadets/Women & below:

· Full Nelson

· ¾ Nelson with leg hook

Kids Age Groups:

· Straight back belly-to-belly or belly-to-back throws

· Cross Chest Cradle – Iron Cross

· Lift & return with unnecessary force (slams)

· Double arm bar (chicken wing) with sit out

· Neck wrench

Penalties:

For offensive fouls/violations the basic penalty is loss of hold/points and return to standing position. For repeat offenses a caution +1 may be given.

For defensive fouls/violations the penalty is a caution +:

1-point for actions that do not prevent a score

2-points for actions that prevent scores

The Referee will stop the violation without stopping the match, unless safety is at issue. When the action stops the referee will award points for the action and then penalize the offending wrestler, as appropriate. If safety was not an issue, the match should continue until the caution is confirmed. When the action stops, stop the match and penalize as needed. Wrestling resumes in the position it was in when the match was stopped.

(70) Dangerous Holds (potentially dangerous):

These are holds that may cause injury if allowed to proceed. Includes but not limited to:

· Double leg hook (grapevine) in the standing position

· Lifting a wrestler from the mat in the bridge position

· Putting a lifted wrestler in the ‘pike’ position

· Any hold that places joints, limbs in danger

(71-72) Fleeing:

It is fleeing the hold when a wrestler refuses to engage their opponent. This can occur in both standing and par terre positions.

It is fleeing the mat when a wrestler leaves the mat to avoid an attack.

Penalties:

Caution + 1 for fleeing the hold/mat; standing or par terre

Caution + 2 for fleeing the mat in the danger position.

(73-74) Slipped holds/throws:

It is a slipped hold/throw when a wrestler attempts an offensive move and ends up, on the mat, underneath their opponent. The attacking wrestler must make it down to the mat unimpeded. The opponent receives no points for the slipped throw/hold. Wrestling is allowed to continue from the par terre position.  If the wrestlers land head-to-head and the defending wrestler has had the chance to defend, it is no longer a slipped hold/throw and the defending wrestler may now score.

(75-77) Counters:

Headlock counter; if a defending wrestler is fighting a headlock down on the mat for some time and pops out on top; they will receive 1-point for the takedown/reversal.

Counter Action; when a defending wrestler blocks/holds the attacking wrestler in the danger position during the hold of the attacking wrestler. The defending wrestler will receive 2-points.

Counter Attack: when the defending wrestler stops/takes away an attack and turns it into his own attack. The defending wrestler will score the value of the hold/throw he/she used.

(78-80) Out-of-Bounds

The wrestlers are out of bounds whenever one wrestler steps out. If a line defines the mat, the line is out of bounds. In the par terre position, as long as the head & shoulders of the bottom wrestler are inbounds, wrestling may continue. Leaving the mat in the standing position will score 1-point for the opponent, regardless of how you stepped out. Leaving the mat in the par terre position is not penalized unless there is a flee call. Wrestling is resumed in the standing position. A wrestler may not lift their opponent from the mat or standing, carry them to the edge and place them in the protection area. This will be a caution + 1 against the lifting wrestler.

(81-85) 1-point Scores:

· Takedown –gaining control down on the mat with at least 3 points of contact from a neutral position

· Exposure – turning your opponents back to the mat, not in the danger position

· Correct hold – applying a hold and lifting your opponent clear of the mat and moving them through space without being able to put them in danger (back to the mat). Lift & drop are not correct holds.

· Hold down – keeping your opponent in the danger position for 5-seconds; use a visual count

· Reversal – going from being controlled to controlling while in par terre

(86-90) 2-point Scores

Danger position – A wrestler is in the danger position when something from one elbow to the other elbow is in contact with the mat and the back is exposed to the mat (less than perpendicular).

· From par terre the offensive wrester places the defensive wrestler in the danger position

· From par terre or standing the defensive wrestler blocks the offensive wrestler in a danger position during the attack of the offensive wrestler

· When the offensive wrestler puts both of his shoulders on the mat during an attack or lands on both shoulders out of bounds

· A caution for a violation that prevented a score

· Fleeing the mat in the danger position

(91-93) 3-point Scores

· Taking an opponent from his feet to the mat landing in the danger position; if it is one continuous motion to the back on landing, landing on the belly first, it is still a 3-point score

· Lift an opponent from the mat and throwing him to a danger landing over a short distance

· Lifting an opponent from the mat, standing or par terre, and throwing him so that he rotates in the air, even if the landing is on the belly

(94-95) 5-point Scores

· From the feet throwing the opponent with grand amplitude (everyone goes ‘OOOHH’) directly to the danger position

· From par terre lifting the opponent completely off the mat and executing a grand amplitude throw

(96-114) Greco-Roman:

Greco is different from Freestyle in the following:

· A wrestler must accompany the opponent to the mat and maintain contact with them in order to score on a throw/hold

· A wrestler may not attack the opponents legs

· A wrestler may not use their own legs to attack or defend

· Incidental/passive contact with the legs is not a foul

· From the par terre start the bottom wrestler may not jump/leap forward; this will be fleeing the hold on the 2nd offense

The Greco Clinch: Each period of Greco wrestling will have 2 clinches. They will occur at the 1:00 and the 1:30 mark of the period. Exception; if a wrestler is in the danger position at those times, the clinch will not be used for the rest of the period. The wrestler who will take the top position first is the wrestler with the most points. If the points are tied then the last wrestler to score will take the top position. If it is a 0-0 tie, then a disc flip will occur. The color landing up will take the top position. The bottom position is:

· Arms and legs straight down from the body to the mat. 

· Hands/knees will be shoulder/hip width apart.

The top wrestler will then take a reverse body-lock hold and:

· From both feet or one knee

· His/her feet and/or knee may not cross the centerline of the bottom wrestler.

· The bottom wrestler may not be touched except by the body lock

· Kids Age Group modification – Greco clinch position for the top wrestler is on both knees

When the referee sees the grip, he/she will start the wrestling. The top wrestler now has 30-seconds to score. The bottom wrestler may also score. If at the end of the 30-seconds the top wrestler has failed to score, he/she will be give 1-point to the opponent. If no winner was determined during the first clinch, the wrestler will trade places and do it all over again. At the end of the 2nd Greco clinch there will be a winner for the period.

Refusal to assume a correct starting position/false start:

1st offense – ATTENTION 

2nd offense top wrestler – caution + 1-point to the opponent and wrestling resumes in the standing position. Top wrestler must score during the 30-seconds or 1 point to the opponent.

2nd offense bottom wrestler – caution + 2-points to the opponent and start in the clinch position. Top wrestler does not have to score in the 30-seconds.

If the wrestlers go out of bounds in par terre during the 30-seconds, resume wrestling in the clinch position; no penalty, no score

If the wrestlers go out in the standing position, basic rule applies, wrestler that stepped out gives 1-point to their opponent, wrestling resumes in the standing position.

If there is a flee call in the par terre position, caution + 1 and resume wrestling in the clinch position

If there is a flee call in the danger position, caution + 2 and resume wrestling from a par terre start.

The Bout Sheet and the clinch:

Put a K on the bout sheet to show where the clinch occurred. All scores in the clinch time are to be in a box. Cautions are recorded with a 0 after the K.

(115) USA Wrestling Modifications:

· Injury time 2 minutes

· Blood time 5 minutes

· The Chairman will advise on time remaining

· Injury time will not start until competition medical arrives, if there is medical coverage for the event.

Age Group - Wrestlers will not be cautioned for injury time
