
IDPA RULEBOOK CHANGES FOR 2017 

 

Good day. After much reading and comparing; herewith are the changes between the 2015 and 

2017 IDPA rulebook. Some rules are written complete as they are totally new, other just the 

changes/additions are written down. It should be correct but I only have two eyes, two hands and 

one brain. All rulebook numbers quoted are as per the latest version available. The rulebook is in 

effect from the 1st of January 2017. 

 

1.2 PRINCIPLES OF SHOOTING IDPA 

1.2.3 (A) “String of Fire” refers to a section of the course of fire that is initiated by a start signal, 

and ends with the last shot fired. There may be more than one string in a stage. 

 

2.2 UNSAFE FIREARM HANDLING 

(C) Intentionally engaging (discharging the firearm) anything other than a target or an activator. 

 

2.9 MUZZLE SAFETY 

(C) Muzzle Exclusion Zone. 

Muzzle Exclusion Zones must be marked on doors that the shooter is required to open during the 

CoF. This type of muzzle safe point designates a keep out area and should be a minimum 

dimension of 6” (152mm) square. If the muzzle points at this keep out area while the shooter is 

touching the door knob/handle, the shooter will be disqualified. 

 

3. SHOOTING RULES 

3.2 TARGET ENGAGEMENT 

Firstly it looks as if the FTN penalty has been removed. Tactical Sequence no longer useable. 

3.2.1 All targets must be engaged in Tactical Priority, including all targets engaged “in the open”. 

3.2.5 (B) Body shots and then a head shot may be required on an individual visible cardboard 

target and must be shot in the order stipulated by the written CoF. Failure to shoot one or more 

targets in the required body then head order earns the shooter a single PE. 

3.2.6 When an activator reveals a target of equal or higher Tactical Priority, the shooter may 

interrupt the engagement of the cardboard target to engage the target of equal or higher Tactical 

Priority without retreating. 

3.2.7 (B) When engaging a target array of equal priority, the shooter may not be penalised based 

on the shooter’s order of target engagement. However, the shooter must have engaged all targets 

in the array with the required number of shots. 

(C) A shooter may re-engage targets after they have been properly engaged provided they may be 

shot safely from the shooting position where the shots are fired. 

3.3 WALKTHROUGHS 

3.3.1 Prior to shooting a stage, a group walkthrough will be given by the SO. During the group 

walkthrough, the SO will verbally indicate to all shooters the vision barriers and points of cover for 



each target and Fault Lines. During the group walkthrough, the SO will also indicate to shooters 

all special conditions for the stage. Each shooter will be allowed to view each target from every 

shooting position. This includes taking a knee or going prone. 

3.4 RELOADS 

3.4.1 An “emergency reload” is the preferred reload for IDPA competition. An “emergency reload” 

is initiated when the magazine/cylinder and the chamber are both empty. 

3.4.3 A firearm is deemed to be reloaded when the magazine is fully seated and the slide is fully 

forward (or the revolver cylinder is closed) and the firearm contains at least one unfired cartridge 

in the chamber, magazine, or cylinder. 

3.4.4 If the shooter “drops” or “racks” the slide prior to leaving a Position of Cover and the slide 

fails to go fully forward into battery, this shall be considered a malfunction. No penalty shall be 

assessed. 

3.4.6 Shooters may not perform a reload which results in a magazine (or loose rounds) being left 

behind after there was an unfired cartridge in the chamber, magazine, or cylinder at the time the 

reload was initiated. When done intentionally, this is commonly known as a “speed reload”, but 

doing this unintentionally is still illegal and will result in a PE being issued. 

3.4.11 Firearms and magazines manufactured such that they cannot be loaded to the division 

capacity may still be used as long as they are loaded to their maximum capacity and meet all other 

criteria for that division. 

3.5 COVER AND CONCEALMENT 

3.5.1 Cover refers to a barrier that exists between the shooter and the targets to be engaged. 

Typical examples are walls, barrels, barricades, etc. 

3.5.4 Cover lines extend back from the centre of the visible -0 zone to the point of the physical 

barrier up range to the stage boundary. 

3.5.5 For vertical cover when shooting, reloading and clearing a malfunction, shooter must remain 

within the Fault Lines. Low cover is the same as vertical cover and additionally requires at least 

one knee touch the ground. 

3.5.6 Cover During Reloads 

(A) When the shooter runs the firearm empty in the open, the shooter may reload in the open and 

continue engaging targets as needed or move to the next shooting position. 

(B) In stages with cover or concealment, shooters may reload standing still or on the move at any 

time, as long as they are not exposed to targets that are not fully engaged during the reload. 

 

3.6 FAULT LINES 

3.6.1 Fault Lines shall be employed by MD’s to mark the limit of a Position of Cover or shooting 

positions for a CoF. 

3.6.2 Fault Lines shall be marked in such a way that they are consistent for each shooter. 

Examples of Fault Line materials are a physical barrier such as a barrel or a short wall, a tightly 

stretched rope, dimensional lumber, angle iron, tape, paint or a flat metal bar. 

3.6.3 When Fault Lines are used to delineate cover: 

(A) Fault Lines are used to ensure a shooter is behind cover when engaging targets from a 

Position of Cover (PoC). There will only be one Fault Line at each PoC, and that line applies to all 

targets engaged from that PoC. 



(B) Physical objects used (wood, rope, barrels, walls), as Fault Lines, to delineate cover shall start 

at the cover object (e.g. wall, barrel, etc.) and extend back away from cover in the up-range 

direction. The object used to mark the line must extend back away from the cover object at least 3 

feet. (914mm) 

(C) Fault Lines extend from the end of the physical objects used up-range to the stage boundary to 

accommodate long-cover. 

(D) Fault Line shall be aligned with Cover Line of the first target in the array when engaging 

targets in Tactical Priority from the PoC. 

(E) Positions of Cover at windows and ports will be marked with Fault Lines. When engaging 

targets through a window, the shooter must engage targets using Tactical Priority from the side of 

the window. 

(F) A shooter who engages a target while faulting the line (which is defined as the shooter 

touching anything on the non-cover side of the line) shall be assessed a PE. 

(G) Other measurement methods for determining cover shall not be employed. 

3.6.4 When Fault Lines are used to limit a shooting position (e.g. shooting in the open from behind 

a Fault Line).  

(A) A shooter who engages a target while faulting the line (which is defined as the shooter 

touching anything on the non-shooting side of the line as defined by the written stage description) 

shall be assessed a PE. 

 

3.11 RESPONSIBILITIES AND CODE OF CONDUCT. 

(D) I will maintain a current IDPA membership after my third match. (SADPA cannot implement) 

(I) I will refrain from any action that distracts shooters, Safety Officers, and other competitors 

during the match. 

(K) I understand it is my procedural duty as a squad member to help reset stages between 

shooters unless I am the current shooter, the on-deck shooter or have just finished shooting, 

unless instructed otherwise by a match official. 

(P) I understand that violations of these responsibilities and Code of Conduct will result in my 

being penalised by the MD within the full range of penalties up to and including disqualification 

from the match, and may result in the revocation of my IDPA membership. 

 

4. SCORING RULES 

Each point down adds 1 second to the time for the stage. 

4.1 UNLIMITED SCORING. 

4.1.3 To tally an Unlimited score, take the time it took to complete the strings of fire (raw time from 

the shot timer) and total up the points down from each target. The raw time is added to the total 

points down for the stage multiplied by 1 second, and then added to any other penalties if 

applicable. 

4.2 LIMITED SCORING. 

4.2.1 Limited Scoring operates just as the Unlimited Scoring method described above except the 

number of shots to fire in a string is limited to exactly the number specified in the written stage 

description. 



4.3 INCOMPLETE STAGE (STAGE DNF) 

4.3.1 If a shooter has started a stage but cannot finish the stage due to a broken firearm, squib, or 

personal injury the score will be determined by writing down the time and scoring the stage as 

found by noting all points down (including misses), adding penalties for failing to engage and other 

applicable penalties. When you receive a beep, you receive a score. 

4.3.2 If the SO stopped the shooter for a perceived squib, and it turns out not to be a squib the 

shooter will be given a reshoot due to SO interference. If the SO stopped the shooter for a 

perceived squib, and it is a squib, the score will be determined per as above. 

4.5 REASONABLE DOUBT. 

4.5.1 When a Safety Officer has a reasonable doubt on a scoring call, the SO will award the better 

score to the shooter. This also applies to possible doubles. However, this does not automatically 

mean that every miss is a double. 

 

4.12 TARGETS. 

A 4” (101.6mm) circular -0 zone has been added to the head of the cardboard target. The area on 

the head outside the circle is now a -1 zone. 

 

4.16 TOUCHING TARGETS. 

4.16.1 Shooters or their delegate will not touch or interfere with any target that has just been shot 

and has not yet been scored by the SO or Scorekeeper. If a target is interfered with by the shooter 

or designee before it is scored, that target will be scored as all misses. 

 

5. PENALTY RULES. 

In order for a PE or FP to be assessed for a failure to perform actions other than shooting, there 

must be a defined, measurable qualifier for how a prop is to be used appropriately. Under no 

circumstances is a PE to be assessed based on a judgement call on whether or not the prop was 

used appropriately during the CoF. The qualifier must be of a pass/fail determinant. The 

quantifiable condition must be in the written stage description. For example, the briefcase must be 

set down inside the blue barrel. 

5.1 PROCEDURAL ERROR (PE). 

(C) A conduct violation described in the Shooter’s Code of Conduct as determined by the MD. 

1 PE is assessed for each type of infraction. If the shooter commits more than one type of 

infraction, such as using the wrong specified hand and firing an incorrect number of shots, a 

separate PE is assessed for each type of infraction. For cover violations (or faulting the line), the 

number of cover PE’s cannot exceed the number of Positions of Cover. 

 

5.2 FLAGRANT PENALTY (FP). 

An FP is assessed, instead of a PE penalty, in cases where an infraction results in a competitive 

advantage, such as failure to follow the instructions in a CoF and gaining a competitive advantage 

that cannot be addressed by a PE (e.g. score works out in competitors favour with a PE added). 

Flagrant Penalties add 10 seconds per infraction and is assessed when: 



(A) A shooter fails to follow the shooting procedures set forth in the written stage description 

and/or uses inappropriate equipment with the obvious intent of gaining a competitive 

scoring advantage, 

(B) A shooter breaks a rule of the game. 

(C) A conduct violation described in the Shooter’s Code of Conduct as determined by the MD. 

 

5.2.1 Examples of an FP (non-inclusive list): 

(A) Strong hand only/Weak hand only strings / stages shot Freestyle. 

(B) Not going prone when required. 

(C) Not fully engaging all targets as required. 

(D) Not following stage requirement that takes longer than 3 seconds to perform. 

(E) Shooting an entire array out of cover. 

(F) Speed reload or similar actions. 

(G) Staging an ammunition feeding device incorrectly. 

(H) Extra rounds in magazines. 

All FP’s must be approved by the MD. 

 

5.3 FAILURE TO DO RIGHT (FTDR). 

5.3.1 A 20 second failure to do right penalty is assessed for gross unsportsmanlike conduct. Non-

inclusive examples of this conduct are: Cussing out an SO, throwing a piece of their equipment on 

the ground, throwing a tantrum for any reason or violating the Shooter’s Code of Conduct. 

5.3.2 The FTDR is intended to be used solely as a penalty for acts on the part of the shooter to 

circumvent or violate the rules and by doing so gain a competitive advantage. A FTDR may be 

issued for violations of the Course of Fire, but not in cases of shooter errors where it is obvious 

that the shooter gained no competitive advantage by their actions. It should not be assessed for 

inadvertent shooter errors. In these cases, the shooter should be assessed a PE or FP, rather than 

a FTDR. 

5.3.3 All FTDR’s must be approved by the MD. 

 

5.4 DISQUALIFICATION (DQ). 

(C) Violations of the Shooter’s Code of Conduct as determined by the MD. 

(E) Intentionally discharging the firearm at anything other than a target or activator. 

 

5.5 PENALTY APPLICATION. 

5.5.1 Safety Penalties will apply prior to, during, and after the CoF. 

5.5.2 A CoF begins when the SO issues the “Range is Hot, Eyes and Ears” command. 

5.5.3 A CoF ends when the SO issues the “Range is Clear” command. 

5.5.4 CoF penalties will apply during the time the CoF is in progress. 



5.5.5 The CoF description may instruct shooters to speak certain words, but no penalty is 

assessed for failure to do so. 

 

6.1 STAGE CATEGORIES. 

6.1.2 STANDARDS STAGES 

Standards Stages are designed to test the shooter’s performance of the various techniques 

employed in IDPA shooting. Standards Stages may use Limited or Unlimited Scoring. 

 

6.2 STAGE DESCRIPTIONS. 

A well written stage description contributes to the success of a match and prevents confusion and 

frustration among staff and competitors. The written stage description is read to every squad to 

ensure uniform communication. The written stage description includes, at a minimum, the 

following elements: 

(A) A defensive scenario or a Standards (Skills test). 

(B) Start position. 

(C) Specifies firearm condition (loaded, unloaded, downloaded). 

(D) Procedure. 

(E) Identifies Points of Cover and Fault Lines. 

(F) Specify using the 180 or points out the muzzle safe points. 

(G) Specifies the minimum round count and whether the stage is Limited or Unlimited. 

(H) Specifies if a concealment garment is NOT required. 

(I) A descriptive diagram of the CoF is recommended but not required, 

 

6.3 FAULT LINES. 

Fault Lines shall be used by MD’s to delineate cover at a cover position to reduce disputed 

penalties. Fault Lines may consist of marking material that remains consistent for each shooter for 

the entire match. They may be tactile or non-tactile at the discretion of the MD. If they extend 

above the ground surface, it is incumbent of each shooter to use appropriate care for safety. MD’s 

shall use Fault Lines to remove subjectivity from cover calls at Positions of Cover using Fault Lines 

or physical barriers. 

 

6.4 STAGE BOUNDARIES. 

Stage boundaries must be defined at each stage, located no more than 10 yards (25.4M) back 

from the furthest uprange shooting position. Rope, tape, cones, flags, etc. must physically 

indicate these boundaries. 

 

6.6 MISCELLANEOUS STAGE DESIGN RULES. 

6.6.2 75% of all shots required in a match must be made 15 yards (13.7M) or closer. 

6.6.3 Scenario stage may have targets up to 20 yards (18.2M) from the shooter, 

6.6.4 Standards stages may have targets up to 50 yards (45.7M) from the shooter. 

6.6.6 Only one target in a string may require a different number of shots than the other targets in 

the string. For example, the first target shall be engaged with 6 rounds and the remaining targets 

shall be engaged with 2 rounds each. 



6.6.10 Blind stages and movable non-threat targets are not allowed. 

6.6.12 Shooter movement under his/her own power of more than 10 yards (9.1M) between firing 

points is not permitted. Total shooter movement under his/her own power of more than 20 yards 

(18.2M) is not permitted. 

6.6.23 No shots are to be required at distances greater than 10 yards (9.1M) in Scenario stages, or 

15 yards (13.7M) in Standards stages for targets head sized or smaller. 

6.6.25 Long Guns and Pickup Guns 

(A) Other than Pistol Calibre Carbines, other types of long guns may not be fired in IDPA matches, 

but inert (non-firing) long guns may be used as props. 

 

7. PERMANENTLY PHYSICALLY DISABLED SHOOTER (PPDS) RULES. 

In an effort to accommodate our PPDS, the following rules apply: 

(A) PPDS who choose not to, or are unable to perform an action required by the CoF (kneeling, 

prone, etc.) will receive 1 PE penalty per action not performed. If the targets cannot be 

acquired from their position of ability, points down will be assessed but no PE’s for 

engagement will be assessed. 

 

 

8. EQUIPMENT RULES. Take Note that the NFC division no longer exists. 

8.1 FIREARMS – GENERAL. 

8.1.1 DIVISION SUMMARY 

(B) PCC is an optional Speciality Division for Tier 1 – Tier 5 matches. 

8.1.2 Speciality Divisions (SPD) are an optional division for all matches. These additions must be 

published in all Sanctioned Match announcements and the addition of Speciality Division(s) 

inclusion is not subject to appeal or arbitration. 

8.1.8 Division Capacity 

BUG-R … 5 rounds total. 

 

8.2 FIREARMS – DIVISIONS. 

8.2.2.3 ESP Excluded Features and Modifications (Non-Inclusive list): 

(A) Removal of material from the exterior of the slide other than front cocking serrations, tri-top, 

engraving, carry melts, and high power cuts. 

(B) Trigger shoes. 

(C) Disabling the slide stop. 

 

8.2.3.3 CDP Excluded Features and Modifications (Non-Inclusive list): 

(A) Removal of material from the exterior of the slide other than front cocking serrations, tri-top, 

engraving, carry melts, and high power cuts. 



(B) Trigger shoes. 

(C) Disabling the slide stop. 

 

8.2.4 Compact Carry Pistol Division (CCP) 

Handguns permitted for use in CCP must: 

(C)Barrel length 4 3/8” or less (111.2mm) 

(D)The unloaded firearm with the heaviest magazine must weigh 38.00oz (1077g) or less. 

(E)The firearm with the largest magazine inserted must fit in the IDPA gun test box measuring 7 

¾” X 5 3/8” X 1 3/8” (186.4mm X 136.6mm X 34.9mm). 

 

 

8.2.19 Semi-Automatic BUG (BUG-S). 

Handguns permitted for use in BUG-S must: 

(D) Barrel length of 3 ½ “ or less (88.9mm) 

(F)The firearm with the largest magazine inserted must fit in the IDPA gun test box measuring 6 

½ “ X 4 ½” X 1 3/8 “ (165.1mm X 114.3mm X 34.9mm). 

 

 

8.2.20 Revolver BUG (BUG-R). 

Handguns permitted for use in BUG-R must be: 

(C)Barrel length of 2 ½” or less (63.5mm) 

(D)The unloaded firearm must weigh 26 oz. or less (737g) 

(E)Be loaded to the division capacity of no more than 5 rounds in the cylinder. 

(F)The firearm must fit in the IDPA gun test box measuring 6 ½ “ X 4 ½” X 1 3/8”. (165.1mm X 

114.3mm X 34.9mm). 

 

8.2.21 SPECIALTY DIVISIONS (SPD). 

(A) IDPA encourages shooters to practise their gun handling skills with commonly carried 

firearms. Many everyday carry firearms do not fit into the 6 competition handgun divisions. 

(B) IDPA allows clubs to add “Specialty Divisions” for scoring. This division allows cartridges 

smaller than 9mm, carry optics, activated lasers, mounted lights, and other firearms which do not 

fit into the other competition divisions to participate in matches. 

(C) All other IDPA equipment rules apply for holsters and loading device holders as well as their 

placement on the body. MD’s also have the option to allow junior shooters with .2 rimfire firearms 

to begin strings at the low ready in lieu of requiring a holster. 

(D) All IDPA membership rules apply. 

(E) Specialty Division classifications are based on the shooter’s highest classification of regular 

IDPA divisions. 



(F) Clubs are not required to implement this provision, and MD’s are allowed discretion with 

implementation so that match quality remains high. 

 

8.3.2 OFFICIAL CHRONOGRAPH PROCEDURE. 

Here the major change is that the shooter’s firearm must be used. Another firearm with a longer 

barrel may not be used to test ammunition. 

 

9.3 UNIVERSAL SEMI-AUTOMATIC CLASSIFICATION. 

The classification attained by shooting the Classifier in any semi-automatic pistol division shall be 

applied to all other semi-automatic pistol divisions. For example, if an SSP shooter receives an 

EXPERT classification, they are then also classified as EXPERT in CCP, ESP and CDP. 

 

 

CLASSIFICATION SCORING BREAKDOWN 

 

 

 ESP SSP CDP CCP REV BUG 

MASTER 72 73 75 78 83 89 

EXPERT 95 – 72.01 96 – 73.01 100 – 75.01 103 – 78.01 110 – 83.01 118 – 89.01 

SHARPSHOOTER 140 – 95.01 142 – 96.01 150 – 100.01 155 – 103.01 165 – 110.01 177 – 118.01 

MARKSMAN 225 – 140.01 232 – 142.01 240 – 150.01 248 – 155.01 263 – 165.01 283 – 177.01 

NOVICE 225.01 + 232.01 + 240.01 + 248.01 + 263.01 + 283.01 + 

       

 

9.9 THE CLASSIFIER MATCH. 

9.9.3 The Classifier must be shot as a single seventy-two (72) round match, shot all in one day to 

the bet of one’s ability. It is permissible to allow reshoots of a whole stage due to equipment 

problems and/or shooter mental errors for the purpose of accurate Classification as long as the 

reshoot occurs on the same dat as the rest of the Classifier. However, no reshoots of individual 

strings of fire are permitted. If the Classifier is part of a scored match with other IDPA stages or 

the shooter is trying to attain a six firearm award, no reshoots are permitted. The targets are set 

with 6ft (1.82M) separation. The left target head at 6ft (1.82M), the middle target head at 4ft 

(1.21M) and the right target head at 5ft (1.52M). 

9.9.4 During the Classifier only, shooters may load to division capacity, or fully load their normal 

IDPA compliant magazines, or load to any count sufficient to complete a string as require. Multiple 

strings require downloading must use the exact loading specified. 

9.9.5 A concealment garment is optional for the Classifier. 

9.9.6 STAGE 1 LIMITED. 7yard line (6.4M) 24 rounds total, all shot from P1. 

9.9.6.1 String 1 (12 shots): Load exactly 6 rounds in the firearm. Draw fire 2 shots to each body, 

reload from slide-lock and fire 2 shots at each head. 

9.9.6.2 String 2 (6 shots): Draw and fire 2 shots at each target STRONG HAND ONLY. 

9.9.6.3 String 3 (6 shots): Start with firearm in weak hand (low-ready) fire 2 shots at each target. 



 

9.9.7 STAGE 2 LIMITED 5 and 10yd line (4.6M and 9.1M) 24 rounds total, P2 and P3. 

9.9.7.1 String 1 (12 shots): Load exactly 6 rounds total in the firearm at P2. Start back to target, 

turn, draw and fire 2 shots to each target, re-load from slide-lock and fir 2 more shots at each 

target. 

9.9.7.2 String 2 (6 shots): From the 10yd line (9.1M) P2, draw and fire 2 shots at each target while 

moving forward. Do not cross the line at P3. 

9.9.7.3 String 3 (6 shots): From the 5yd line (4.6M) P3, draw and fire 2 shots at each target while 

retreating from the targets. Do not cross the line at P2. 

 

9.9.8 STAGE 3 LIMITED 15 and 20yd line (13.7M and 18.3M) 

9.9.8.1 String 1 (12 shots): Load exactly 6 rounds total in the firearm at P4. Draw and fire 2 shots at 

each target using cover from either side of the barricade, re-load from slide-lock, advance to 

barrels at the 15yd (13.7M) line P5 and fire 2 shots at each target using cover shooting inside of 

the barrels on either side. Shooters choice. Shooter may not shoot around the outside of barrels 

without incurring a penalty. 

9.9.8.2 String 2 (12 shots): Load exactly 6 rounds total in the firearm at P5. Draw and fire 2 shots at 

each target using cover from inside of the barrels, re-load from slide-lock, move to the opposite 

barrels and fire 2 shots at each target using cover from inside the barrels. Shooter may not shoot 

around outside of barrels without incurring a penalty. 

 

 

 



 


