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IDPA Scoring for Clueless
 

Who has not seen this picture? A guy with a clipboard surrounded by at least three other shooters looking at bullet holes in a target and trying to decipher the score? Welcome to IDPA Scoring, perhaps the single most confusing part of our wonderful sport. This is an attempt to simplify somehow the whole scoring thing and avoid confusions at match time.
So, let’s start with the basic and most important rule:
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This is the most important rule in IDPA Scoring. We are an inclusive sport and thrive on people learning and enjoying themselves and the surest way to create trouble among the ranks is to be a petty inflexible dictator when it comes to scoring. So, in case of doubt, score for the shooter.
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The Math 

A shooter's score can be defined by the following formula:

Time + Points Down + Penalties = Score (in seconds)
That pesky person running behind you with a shooting chronometer, the Safety Officer, gives the time. Points Down is the possible penalties you may incur for not placing your shots properly in the target and Penalties are additional goodies for not following IDPA rules. At the end, whoever has the smallest score (less time) wins. 
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Scoring Zones.
According to the manual, an IDPA target has a 5, 4, and 2 zones. It also has a -0, -1 and a -3 zone. And let us not forget the 'A' zone. And you are going “Yeah yeah, I only see a –0, a –1 and a –3 and I do not see the other numbers or the letters.
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	-0
	A zone
	5 points (ignore)

	-1
	B zone
	4 points (ignore)

	-3
	C zone
	2 points (ignore)


The graphic explains what are these other zones but we will work only with -0, -1 and -3 for scoring purposes. 
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Points Down. 
In IDPA, time is the final yardstick used to measure the shooter. But IDPA also cares about shot placement so it is also important to score where the shots end up. Therefore not placing the shots where they can do the most will get you Points Dow, a penalty.
 
So, to keep it simple, we will say that the IDPA target has three (3) defined scoring zones: -0, -1 and -3 and the idea is to put all the holes in the -0 zone. Although it would make the job of the score keepers much easier if this happened all the time, it does not. So we have to score and that is done simply by adding the numbers where the bullet holes are located. Then we take the result of that addition (Points Down) and multiply it by 0.5 (or just simply divide the result by half) and we get the time to be added to our COF time and that will be our score.

	-0 equals 0 points down equals 0 seconds added to your time

	-1 equals 1 point down equals 0.5 seconds added to your time

	-3 equals 3 points down equals 1.5 seconds added to your time


Let's say we shot our target and the COF says we needed a minimum of 2 shots per target. In order to get a total of -0, you must have the 2 holes in one of the following three versions: 
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	2 shots center mass (-0)  = 0 points down
	One shot center mass (-0), one shot head (-0) = 0 points down
	2 shots head (-0) = 0 points down

	-0 + -0 = 0 points down   - 0 x 0.5 = 0 seconds to be added to your time


So, your score would be your time plus 0 seconds added.
Now here you placed one shot in the -0 and one in the -1 zone (2 possibilities):
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	- 1 + - 0 = - 1 points down
	 
	- 1 + - 0 = - 1 points down

	1 x 0.5 = 0.5 or half a second.


So, your final score would be your time plus half a second

And we keep going with the possibilities:
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	- 1 + - 1 = - 2 points down 
= 1 second
	- 0 + - 3 = - 3 points down
= 1.5 seconds
	- 1 + - 3 = - 4 points down
= 2 seconds


And we should add to our time 1 second for the first target, second and a half for the second and two for the third and so on.

Of course, we do not start doing the math right there during the match, so, we just write the time, points down and penalties in the score sheet and leave the heavy work for the Scorer-In-Chief and his advanced software. Do not make any calculations unless allowed by the person gathering and computing the scores in order to avoid entering the wrong scores or penalties and creating unnecessary troubles. Nothing creates dissension in a club than not being able to trust the scores.
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Vickers Count

The IDPA Rule Book defines Vickers Count the following way:

"Vickers Count simply take the time it took to complete the string of fire (raw time) and ADD five tenths (.50) of a second for each point down from the possible score. Add any applicable penalties and total to get the Final Score. As many shots as desired may be fired but only the best hits as specified by the course description will be scored"
Nice, huh? Ok, Vickers Count is simply shoot until you are happy, but only the best number of required shots count for the score. That's it! Check the example below.
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With a COF of 2 shots minimum in Vickers Count, we see that the shooter got three shots in the target. Since we always score in favor of the shooter, we ignore the lowest score (-3) and score the 2 best shots (-1 + -1) = -2 or 2 points down (1 second).

WARNING! You may feel the urge to empty the gun in order to get the best score possible. However, you must remember that: 1) The clock is running and you may lose whatever advantage you are trying to achieve by taking too much time getting no points down. 2) You may run out of ammo and you will be accumulating FTN's, 3) It might be considered Dumping and might get you a FTDR and will add 20 seconds to your score plus the scorn of your fellow shooters for cheating and 4) Whoever is pasting the targets will offer you an assortment of 4-letter words for the extra holes.  
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Limited Vickers Count
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Things change in Limited Vickers Count. In Limited Vickers you are to shoot only the number of shots as specified in the COF description. If the COF said 2 shots only, the scoring for the same target changes dramatically: you lose your best shot(s) and you get a Procedural for your extra trigger pull. So, instead of going (-1 + -1) = -2 or 2 points down (1 second) you end up with (-1 + -3) = -4 or 4 points down (2 seconds) PLUS 3 seconds courtesy of the Procedural for a grand total of 5 seconds added to your score. Now that has got to hurt.

	(-1 + -3) = -4  (4 points down = 2 seconds) + 3 seconds Procedural = 5 seconds 


 

Penalties and other assorted goodies

Procedural Error (A.K.A. Procedural or P.E)
A Procedural Error is a penalty issued when the competitor does not follow the procedures set forth in the CoF description or when a competitor breaks a competition rule. Only one Procedural is issued per infraction per string of fire with the exception of Cover Violations where a shooter can get a Procedural per position per string of fire.

Example: The CoF dictates that the Shooter starts in Position “A” behind a barricade then move to Position “B” behind a truck and then to Position “C” which is low cover. While moving from P1 to P2, the shooter performs a reload and then does the same thing going from P2 to P3. The Shooter also breaks cover on each position so he will be issued a total of 4 procedurals: one for reloading on the move and not behind cover and three for breaking cover on each individual position.
A non all inclusive list of procedurals:

Fail to maintain Cover. 
1-Not keeping more than 50% of the upper torso inside Cover. 
2-Not keeping 100% of Lower Torso inside cover. 

Premature Start (Moving after Shooter Ready and before the Beep.) 
Not reloading from Cover. 
Squatting for Low Cover. 
Finger inside trigger guard. 
Unsafe Muzzle Pointing. Swiping the muzzle over a body part. (Yours or anybody else’s. It might end up in DQ.)
Shooting extra rounds in Limited Vickers. 
Failure to wear Cover Garment unless otherwise indicated. (Not to be confused with Refusing to wear a Cover Garment or wearing a Competition Garment that will give you a FTDR)
Failure to unload weapon after finishing the CoF. 
Failure to wear protective equipment (Eyes and Ears) 
Rehearsing, Airgunning or Sight Picture of a CoF. 

Not following the instructions of the CoF. 
1-Fail to perform the indicated reload. 
2-Not shooting on the move if the CoF so requires. 
3-Dropping mags, clips or speedloaders during a reload and failing to retrieve them & stow them properly.  
4- If your reloading device falls off from the carrier while moving, rolling around on the ground, you will  be issued a procedural even if you retrieve it and stow it properly. 

5-Fail to properly put away the Magazine, Clip or Speedloader after a reload. (Wrong or not valid pocket, sticking it in the mouth, etc.)
6-Shot placement other than indicated. (CoF asks for 2 to the Body and one to the head and shooter places 2 to the head and one to the body) 
7-Failing to properly engage targets: Tactical Sequence or Tactical Priority. 
8- Shooting with the wrong hand or hands.


Remember: Multiple violations (of the same or different Procedurals) may cause a higher penalty (FTDR) or a DQ.  SO’s and Scorers should take in consideration the INTENTION of the shooter, that means, Did he/she just made an honest mistake or is he/she trying to “game” it? Is the Shooter plain careless and keeps violating safety procedures?
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DNF - Did Not Finish
I am going lazy here and just quote from the rulebook which is simpler. 

If a contestant cannot finish a stage due to a broken firearm, his score will be determined by whichever of the following methods will result in the best score:

1. All required shots that were not fired will be scored for points down and failure to neutralize; this time penalty will be added to their total time up to the point where the firearm

broke.

2. The minimum number of shots required for the stage will be multiplied by three (3) seconds for a stage score.

A competitor that chooses not to shoot a stage will be given no score and a DNF for the entire match.

What we have here is Failure to Neutralize
Failure to Neutralize used to be one of the most confusing aspects in IDPA scoring. Now it is just plain simple:
	YOU MUST HAVE AT LEAST ONE HIT IN 
THE -0 or –1 ZONE.
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If the CoF asks for 3 shots and you place all three in the -3 zone(Red) you are out of luck. Your score for that target will be 9 points down plus a Failure to Neutralize.
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	Non Neutralized Target
	Neutralized Target


	3 x (-3) = 9 points down (4.5 seconds) plus FTN (5 seconds down) 9 seconds added to your score.


One more thing, if you miss a steel target (fixed or knock down), you also get a Failure to Neutralize. The total Steel area is considered a -0.  
And now the good news: 
FTN does not apply to Limited Vickers or to disappearing targets
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Scoring Hard Cover 
Scoring Hardcover is simple. Anything but a full diameter hole inside the full cover is a valid shot and gets scored accordingly.
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	Full Diameter inside = Missed Shot
	Partial Diameter = Good Shot
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Hits on a Non-Threat-Target
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Whenever you happen to see a target like this, DO NOT SHOOT IT! Shooting it will get you a full five extra seconds in your score. However, it does not matter how many times you shoot a Non-Threat-Target, you will only get ONE 5 second penalty.
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What if the shooter hits a Target after the bullet has gone through a Non-Threat-Target? You score the hit on the Target as valid. Non-Threat-Targets are considered soft cover and, therefore penetrable. 
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As a matter of fact, ALL targets are penetrable unless they depict some hard cover such as a painted gun. The picture on the right shows ‘A’ as a good “scorable” shoot while ‘B’ has to be considered full hit on hardcover. The rules for scoring hardcover apply here too.
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FAILURE TO DO RIGHT: The Mother of All Penalties

I am going quote directly from the IDPA Rule Book

	(A FTDR) Is assessed for any attempt to circumvent or compromise

the spirit or rationale of any stage by the use of

Inappropriate devices, equipment or techniques.

(A FTDR) Is assessed for unsportsmanlike conduct, unfair actions,

or the use of illegal equipment, which, in the opinion of the

MD, tends to make a travesty of the defensive shooting

Sport. This will result in an FTDR or DQ from the entire

match at the discretion of the MD. Repeated offenses
reported to the AC or HQ can result in having membership

revoked.


So, if you cheat, you will not only earn the scorn of your fellow shooters, but your score will read like the mileage of my truck and you might be force to shoot where people dress up or mount plasma TV’s on top of their NASCAR guns.  
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How close is close?
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Is it hitting the line? Is it a -0 or a -1? Sometimes, holes will be close enough to present a doubt. If you cannot be sure and you have to get too close to the target (3 feet or less), then automatically score the shot in favor of the shooter. 
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As of 2005, the use of tears on paper touching the line is no longer valid and from now on we will use the Grease Ring as standard. The bullet leaves a “grease ring” when it passes through the target. If this ring touches the line, then the shooter gets the best score. 

Moreover, just for the record, elongated bullet holes exceeding two bullet diameters will NOT count. Those whole could because by a host of things not directly related to the shooter’s actual performance and more to do with luck. 
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A note on Scoring Software:

We have come a long way from the original IDPA scoring software. We now have great dedicated scoring software commercially available and some made locally by club members who are good with computers. This takes a lot of the work out of the compilation and presentation of scores and makes the job of the Score Keepers much easier and helping you concentrate on what needs to be written down instead of figuring out the math. Score Keepers should double check with the person in charge of the computer for any doubts you may have as notation, corrections on paper or anything that may create confusion when transcribing the scores into the software. 
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A note for the Score Keepers:

Your responsibility lies on accurately putting on paper what happened on the stage. Also you must keep an eye on violations not readily visible to the Safety Officer running the Shooter and making sure spectators are not in the way. Yours is not an easy job, carries a lot of weight and it is not appreciated sometimes. Keep a rule book handy and consult with the Match Director or a fellow Safety Officer in case of doubt. 
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What's Next?
If this basic guide has helped you clear any basic questions you had about IDPA Scoring, your next step is to pick up the IDPA Rule Book and check on Procedurals, DQ’s and the other points not covered here. After that, volunteer to score at the next match and ask questions if you have any doubt. Keep you rule book handy and have fun!

IDPA Headquarters does not endorse this manual. It is intended to be a short reference work for scoring and it is not, in any way, shape, form, the definite work on scoring or the final interpretation to the rules. Any doubts, consult directly with IDPA HQ. 
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Tropical Sport Shooting Association
www.tssaidpa.us
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