2010 CRRA Rules
Open 
Heading:  All three ropers must head. 

Cattle Roped Deep:  If calf is roped deep, a qualified header must head for 6 pts. Deep rope must come off before time is called. 

Roping wrong calf:  If you rope the wrong cow it must be headed and heeled, laid down and the ropes removed and ground man must be re-mounted before roping the proper cow within the heading time limit. 

Backing cattle into a shot:  If you back an animal into a heel shot, it will be considered a forehand shot unless the shot completely encircles the hind feet. If an animal backs so far into a loop that the loop gets in front of its front legs, then you must heel it and take both the bad shot and the heel shot off. This counts as two misses. If it backs in deep but not past the front legs, then the loop can be pulled back and down for a forehand heel shot. 

Dally on One high hock: -3 

Lost rope/Lost Horse/Loping: -5pt. Penalty. If a rope is lost the other 2 ropes may be used to finish the run. If you hang off your horse to pick up your lost rope on the ground it is a DQ. 

Rim fire:  A rim fire is defined as the rope touching the horse that is blocking the calf, the rope touching the horse that is between the header and the calf, or the rope wrapping around the header. Any horse stepping over a rope that is attached to an animal is considered a rim fire with the exception of a lost rope. If you rim fire you are DQ 

Animal Abuse:  -2pts for first and second warning, 3rd warning you are DQ. 

Rope on horn:  When the ground man dismounts his rope must be thrown down to the 
ground or be fully coiled and tied on with the rope strap.  No loop hanging.  Rope left untied on horn – DQ.
Two ropers head:  If two ropers head the calf at the same time team is DQ. 

Rope Removal:  Ropes can not be removed by a ground person unless the animal is headed and heeled. DQ 

4th Team member:   A second ground person may be used if a team member has physical limitations. Must be approved by judge. In the open or novice the 4th must be mounted and has to ride from the start line and the 4th person coming in must tag the 3rd.  The 3rd must ride back across the start line.  

Rope Swap:  Rope swap has no penalty. Third person may swap with either header or healer. If one foot  is lost on a double catch in the process, one point is lost. 

Roping Front Feet:  Only 1 loop may be used to rope 2 front feet. (+4) (-2 if missed) No dallying on 1 foot.  Step-Over permitted if Front Foot shot is missed (+2)
Groundman The Ground-man can not dismount until the cow is headed, heeled and under control.  The cow does not have to be down.  Anytime the animal gets up from either a head or heel rope being lost, it is a DQ.
Ropes:  Only 1 rope per roper may be carried into the arena. 

Rodear Line:  An extra two points will be added to the score if the cattle are held in a rodear while heading. No points lost if not accomplished. A line will be determined by the judges to define where the rodear is to be held. The cow to be roped may be roped in or out of the rodear for the two points. 

Time Limits:  4 minutes total time, 2 minutes to head. 
Judges decisions:  All judge’s decisions are final. Any conduct deemed to be unsportsmanlike by a director or judge will result in DQ. 

Cowboy Dress Code:  includes long sleeve shirt with a collar, cowboy hat, chaps, and boots. 
Novice 
Novice ropers can be evaluated and at director’s discretion can be moved up to open status. 

Novice ropers have a 3 minute time limit for the head catch. 

Any team member can head. 
Each novice team must have 1 open roper. The open roper will not pay or receive any moneys, and any loop thrown by the open roper will be considered a 6 point shot. 
If the open roper ropes the front feet (+4) points are given.
New In Novice only if a novice roper wants to do the ground work a 4th man can be off of his horse and be near to assist when safety becomes a concern, the forth man can tail and hold the cow but is not allowed to work the ropes.  Judges discretion +/- points.

Qualifying Teams At Sanctioned Ropings

10 teams qualifies top 3 to CRRA Finals

 
 8 teams qualifies top 2 to CRRA Finals

 6 teams qualifies 1 team to CRRA Finals
 
 4 or less qualifies no teams

