Attachment №1
Section 1. General provisions
Article 1. Types of exercises in sports throwing knives and the conditions for their implementation.
Competitions are held on the following exercises:

1) Throw knives at a distance of 3 m, boys and girls 8-16 years

2) Duel "Base", men and women 16 years and older.

3) Duel "U-turn", women, men 16 years and older.

4) Duel "Barrier", women, men 16 years and older.
5) The Duel "Movement", women, men 16 years and older.
6) Duel "Profi", women, men 16 years and older.
7) "Battleship knives", women, men 16 years and older.
8) "The three points", women, men 16 years and older.

Exercises are performed in any way hold the knife.
General provisions for the exercise "Throwing knife at a distance of 3 m"
· Throwing knives made in three rectangular target. One target - one knife.
· The number of throws - 9. 3 knife in 3 series
· At the competition approach to the targets for the extraction of knives and recording the results is carried out after each series of 3 throws, based on the total team
General provisions for the exercise "Duel"
· The competition takes place in pairs, and only the winner of the "duel" takes place in the next round.
· Opponents are selected randomly before each round. The winner of the final duel of the last lap wins a prize.
· Each duel is one of approach, consisting of 3 throws knives for 10 seconds.
· The maximum delay in one place when operating in motion - 1 second
· The winner is the one who first stuck a knife in the target area.

·  If both parties stuck knives at the same time, the duel wins the one who stuck the knife closer to the center.

· If the distance to the center of the target the same in both parties - is assigned transfer

· In cases of dispute, shall be appointed transfer.
· In the absence of effective throws pair is removed from this stage of the competition.
· Before the judge instructions the participants do not hold the knives in their hands
· Knives should be in a special scabbard of leather or kaydeksa located on the body of the participant (waist, armpits, chest, hip, back), the position of the handle any (up, down, parallel to the floor), start throwing on the command of the judge.

· With weak performance in the execution of complex exercises, the judge has the right to award a victory for art. Taking into account developments in the following order: target lesion failure at not ball, the area of the stand for the defeat of the ball, getting close to the target itself, the number of knives stuck like.
· The target size for the "Duel" exercise: 15 * 15 cm Description:. balloon on a stand. To exercise the pro is used a screen covering the target, and the backlight
· Distances for "Duel" exercise: from 8 to 3 meters.
· Duel "Base": 3 knives is in a scabbard, a distance 3 meters. Starting position of participants: face-to-stand. At a signal from the judge made a series of throws. Time interval - 10 seconds.
· Duel "U-Turn": 3 knives is in a scabbard, a distance 4 meters. Starting position of participants: back to the stand. At a signal from the judge made a series of throws. After each throw participant has to return to original position. Throwing is doing in an arbitrary manner. Restrictions on movement to the stand - 3 meters. Time interval - 10 seconds.
· Duel "Barrier": 3 knives is in a scabbard, a distance 3 meters. Starting position of participants: in the "sitting" position behind cover. At a signal from the judge is doing a series of throws. After each throw participant has to return to original position. Time interval - 10 seconds.
· Duel "Movement": 3 knife is in a scabbard, a distance of 8 to 4 meters. Starting position of participants: face-to-stand. Beginning of a movement from 8 meters. At a signal from the judge is doing a series of throws. Time interval - 10 seconds. Fixed stop is at a distance of no more than 1 second.
· Duel "Pro": 3 knives is in a scabbard, a distance of 7 to 3 meters. Starting position of participants: face-to-stand. At a signal from the judge is doing a series of throws. Time interval - 10 seconds. Fixed stop is at a distance of no more than 1 second. Moving after being thrown through a revolution of 360 degrees around its own axis.
Competition rules for "Three points»
1. Competitions are held at a distance of 3 meters
2. Knives that are certified as non-melee weapons can be used. Number of knives - five.
3. Throwing field is produced of nine blocks , each has a size 150 x 150 mm.
4. Allowed any technique of throws, no closer than the stated distance.
5. Participants throw the knives one by one by one
6. The order of the first roll in the game is determined by drawing lots. The first throw of the second game, in the case of zero-sum games prior, is doing the participant, who was second in the first game
7. If you violate the order of throwing the result does not count.
8. Resulting is considered  throw, in which a knife stuck in the unoccupied cell and remained in it until the opponent has throw.
9. Not scoring is considered throw, in which a knife stuck in the occupied cell, or do not get into the playing field.
10. If the player knocked out of the playing field knife, then occupied cell is still considered to be busy.
11. To win in the game you need to take three cells in a row: horizontally, vertically or diagonally.
12. If the knife stuck between cells, the result determines  the  participant itself
Competition rules for "Sea battle"
1. Competitions are held at a distance of 3 meters
2. Knives that are certified as non-melee weapons can be used. Number of knives - five.
3. Throwing is doing at 1 desk. The targets are wide strips of adhesive tape, glued in random order, and covering one to four cells in the horizontal or vertical . In the future, the target referred to as "ships".
4. Number of ships: 1 - "aircraft carrier" (4 cells in line), 1 - "cruiser" (3 cells in a line), 1 - "the destroyer" (2 cells), 1 - "boat" (1 cell). The organizers of the competition have the right to reduce the number of ships.
5. Allowed any technique of throws, no closer than the stated distance.
6. The order of the first roll in the game is determined by drawing lots.
7. If you violate the order of throwing the result does not count and the player skips a turn.
8. Resulting is throw, in which a knife stuck in the belt and remained in it until the opponent throws. This knife is left in the tape to the destruction of the ship. After the destruction of the ship the tape is removed from the stand.
9. Not scoring is considered a throw, in which a knife stuck in the the tape, into which was already stuck a knife or if the knife did not hit the tape, or if it fell out before throw another participant.
10. If the knife, knocked out of the tape resultative knife, previously occupied tape is still considered occupied.
11. If the throw is resultative a player makes the second throw
12. Points count towards an opponent and the turn passes to him in the event of resultative throw into your own ship

13. If the knife stuck between cells, the result determines  the  participant itself
14. The duration of the game 3 minutes. The winner is the one who had destroyed all the ships of the opponent, or the one who destroyed more ships in the allotted time
