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������������ The object is to win by a FALL (also called a PIN, done by holding an opponents 
shoulder's to the mat), TECHNICAL FALL (a lead of 15 points or more), or DECISION (outscoring the 
other wrestler by the end of the third period, or overtime in the case of a tie). 
 
��������������� Wrestling matches consist of three periods that vary in length from one minute for 
younger age groups, two minutes for high school, to as long as three minutes in collegiate wrestling. 
 
There are two positions from which referees start or continue a match.  The 
first is the NEUTRAL position, where both wrestlers stand facing each 
other.  (The first period always begins in NEUTRAL.)   
 
The other starting position is called the REFEREE’S POSITION, where one 
wrestler starts on BOTTOM — on his hands an knees down on the mat; and 
the other wrestler starts on TOP — behind and in control.  There are two 
parallel lines twelve inches apart in the center of the mat.  The BOTTOM 
man is required to have his hands in front of one line and his knees behind 
the other.  The TOP man is positioned after the BOTTOM man gets set.  The 
TOP man is required to grasp the BOTTOM man's elbow with one hand and 
to wrap the other hand around the BOTTOM man's waist.   
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���� starts with both wrestlers coming to the center of the 
mat, shaking hands, and standing in the NEUTRAL position.  Next the referee blows the whistle and 
signals “wrestle”.  The goal from the NEUTRAL position is to gain control of the other wrestler by 
taking him to the mat and getting on top of or behind him – a TAKEDOWN.  The offensive (TOP) 
wrestler, considered to be in the control position, tries to turn his opponent’s shoulders to the mat for a 
NEAR FALL (back points) or a FALL (pin).  The defensive (BOTTOM) wrestler tries to ESCAPE 
(break free and come up to his feet to NEUTRAL position) or switch positions with his opponent putting 
himself in control (REVERSAL).   
 
�������������
���  starts with a coin toss giving one of the wrestlers choice of starting position: 
Referee’s position on TOP, Referee’s position on BOTTOM, or NEUTRAL.  The wrestler who wins the 
coin toss may also DEFER to his opponent, saving his choice for the final period.   
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���  starts with the wrestler who did not choose position in the second period now 
getting his choice of starting position. 
 
��� !"���� If a match ends in a tie wrestling resumes for a 1-minute overtime starting in NEUTRAL.  
First point scored wins (sudden victory). If no points are scored then a second overtime occurs.  Second 
overtime consists of two 30-second periods with the wrestler that scored first in the regulation match 
being offered the choice of TOP, BOTTOM or DEFER.  (Choice of neutral is not allowed.)  If no points 
were scored in the regulation match, then a coin is tossed.  Both 30-second periods will be wrestled 
unless a FALL or flagrant misconduct occurs.  The wrestler that leads after the two 30-second overtime 
periods wins.  If the score is tied after the second overtime, then there is a 30-second tie breaker.  A coin 
toss determines choice of position.  Match will end in the tie-breaker period with first point scored or the 
TOP wrestler winning if the BOTTOM wrestler cannot ESCAPE. 
 
The referee may interrupt a match when a situation develops where neither wrestler can improve his 
position (STALEMATE), when an illegal or potentially dangerous hold or move is done, there is an 
injury, or the wrestlers go out of bounds.  The referee will restart the wrestlers in the starting position 
that best reflects the position the wrestlers were in when the action was stopped. 

NEUTRAL 

REFEREE’S POSITION 
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!�����%�  Bringing an opponent down to the 
mat and gaining control from a 
NEUTRAL (standing) position.   

 2 points. 
  
 
������  When the defensive (BOTTOM) 

wrestler breaks away from an 
opponent’s control to a NEUTRAL 
position.  1 point. 
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���  When the defensive (BOTTOM) wrestler is able to reverse the control — he 

goes from BOTTOM to the TOP position and gains control of his opponent 
without having come to a NEUTRAL position.  2 points.   
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�'���  Points are awarded when the offensive wrestler has control and  
(�
)*�+�"&!#,  comes close to pinning his opponent by exposing his back to the mat (holding 

the his shoulders or shoulder blades near the mat but not close enough or long 
enough for a pin — one shoulder touching mat and the other at a 45° angle, both 
shoulders/blades within 4” of the mat, when the defensive wrestler is in a high 
bridge, or on both elbows).  If held for 3 seconds, 2 points; if held for 5 seconds, 
3 points.   
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�!-�� � Points are awarded to the opponent of a wrestler who uses illegal holds,  

unnecessary roughness, unsportsmanlike conduct, and some technical violations 
such as fleeing the mat, grabbing clothing or headgear, or locking hands while 
on TOP (if not pinning the opponent).  First and second are 1 point.  Third is 2 
points.  Fourth results in disqualification.   
 
Technical violations for false start or incorrect starting position are 1 point 
penalty for each infraction following two cautions.  (This technical violation 
does not count toward disqualification.) 

 
#�������  A technical violation for failing to attempt to improve position, not wrestling 

aggressively, avoiding the opponent, or “clamming up” to prevent opponent 
from scoring.  First time is a warning – second and third times are 1 point.  
Fourth is 2 points.  Fifth results in disqualification. 

 
'����(+��,   Holding an opponent’s shoulders to the mat for two seconds. 
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 Fall (pin)     6  
 Forfeit, Default, or Disqualification  6    
 Technical Fall (win by 15 or more points) 5 
 Major Decision (win by 8 to 14 points)  4 
 Decision (win by less than 8 points)  3 
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The referee will indicate the points to the scorer by holding up the fingers of his hand. 


