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UPEN' 2024 - 2025 REC SCORING SYSTEM

Changes from 2023-2024 Rubric

Tosses: Level 1/Mini 2 is only required to execute 1 toss instead of Majority of groups. Timing/Synch
and Height technique drivers for Level 1/Mini 2 are replaced with 2 categories for flyer and 2
categories for bases since only 1 show-and-go is required.

Pyramid Baseline Score: Maximum score increased and participation driver/booster removed.

Running Tumbling: Pathway to Maximum Baseline score is easier to attain. (Fewer passes are
needed to get the top baseline score.)

Tumbling - Innovation/Variety: This driver was split into 2 different areas. Each worth 0.1. Variety
is an objective score on the 2024-2025 scoresheet, while Innovation is a subjective score.

Verbiage Change: On the difficulty portion of the rubric, the word driver has been changed to
booster to help eliminate confusion. (Technique Drivers are used for deducting from the starting
score, while Baseline Boosters are used to increase the score after the baseline is determined.
Additional words were changed to be more clear on the expectations.

Layout of Information: The objective areas of the rubric are separate from the subjective areas.
The Baseline Boosters are subjective scoring areas. The list of skills has been redesigned to make it
easier for a coach to see all of the specific skills of a level on one page. (All level 1 is on a page, all of
level 2 is on a page, etc.) All additional information is on a separate page.

Elite Skills: List has been adjusted for both building and tumbling. (5-28-24)
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2024 - 2025 REC SCORING SYSTEM

BUILDING DIFFICULTY

STUNT DIFFICULTY - MAX BASELINE POINTS: 3.6

Stunt skills will only receive credit if they show control through the pop or transition to another skill

# of 10 |Stwnts performed do not meet the requirements listed below
Athletes | MEIOTH | Most | Max | I 6l 2] level appropriate skils performed by Majority

511 1 1 2 26 [Three (3) level appropriate skills performed by Majority

12-15 1 2 9 2.8 [Two (2] level appropriate skills performed by Most
16-19 5 3 4 3.0 [Three (3] level appropriate skills performed by Most
20-23 1 4 5 3.2 |One (1) efte skil performed by Most and One (1) level appropriate sil performed by Most
9457 4 5 & 34 |Cne (1) efite skils performed by Most and Two (2] leved appropriate skills performed by Most

36 |One (1) elite skils performed by Max and Two (2] level appropriate skils performed by Most

stk - 5 ; *All Skils performed must be different - Repeated skills will not count toward Stunt Difficuity Score.
32-38 B 7 8 Skills must be synchronized or rippled in order to earn credit for Stunt Difficulty.

STUNT BASELINE BOOSTERS - MAX POINTS: 0.4

Points in addition to baselineg score.

0.0-02

Stunts will be assessed according to their variety of elements and the complexity and combinations of the skils used throughout the routine.
*Refer to Degree of Difficulty Chart for further breakdown of this driver.

0.0 Skills did not show continuous movement, flusd connections or acceptable pace
01 Skills executed at a moderate pace with continuous transitions in and out
0.2 Skill executed at a quick pace while showing seamless transitions in and out

BUILDING CHOREOGRAPHY /PRESENTATION - MAX POINTS: 2

s}ﬂunim Lo Moderate High LS pecific Drivers
0.0 05-0.8 07-08 0.8-10 of visual and creative elements in bulding skills transitions
0.0 05-0.8 07-08 0810  [Confident performance entertainment value during buiding skills and transitions
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PYRAMID & TOSS DIFFICULTY
PYRAMID DIFFICULTY - MAX BASELINE POINTS: 3.6

1-2024

BUILDING QUANTITY CHART
Pyramid skills and/or structures performed did not meet criteria for scores listed below.
ptes | Maisrty | Most | max | |10 [zero (0) level appropriate skills. One (1) structure performed by Most
=T : i 2.0 |One (1) level appropriate skill. One (1) structure performed by Most

17-15 1 3 3 25 |[Two (2} different level appropriate skills. One (1) structure performed by Most

16-19 a 3 4 3.0 |Two (2 different level appropriate skills. Two (2) structures performed by Most

20-23 3 4 5 3.2 |[Three (3] different level appropriate skils performed. Two (2) structures performed by Majority

24-27 4 5 B 3.4 |[Three (3] different level appropriate skills. Two (2) structures performed by Most

28-31 5 & 7 48 Three (3) different level appropriate skills. One (1) structure performed by Max. One (1) structure performed
3258 | 8 =3 by Most

PYRAMID BASELINE BOOSTER - MAX POINTS: 0.4

Points in ooaifion to boselng scars

5:.2:“ Low Moderate High  |Specific Drivers
0.0 01 015 0.2  |ncorporation of elite stunt skills and level appropriate pyramid skills by multiple groups
0.0 01 015 0.2  |PaceFlow of skills
Low - Litthe to no use of specific driver throughout and/or in parts of pyromid

[Moderate - Average use of specific driver throughout and or in parts of pyramid

High - Excaptional use of specific driver throughout the entirety of pyramid

10

TOSS DIFFICULTY - MAX POINTS: 2

Lawad T e i L] 2 st gxecute o Show & Go thot RIS SRS g favel with o trogvbons basket ar @xtansmn [+1je] whita ma I.'.'!I_'I'Irl'."i_E 7 conbact with tha F.'|_,u:'l'

Majority of the team performed a non level appropriate toss rippled or synchronized in the same section

Cradit will be given for Tiny and Mini teoms iff o prap level Show & Gois axecuted

Less than Majority of the team performed a level appropriate toss rppled or synchronized in the same section.

175 IMajnr'rEg of the team performed a level appropriate toss not rippled or synchronized, but cumulative throughout the routine.

20

Majority of the team performed a level appropriate toss rippled or synchronized in the same section. (Level 1Mini 2 teams are only required to execute a one (1) show and
go for this score. Maority is mot regueed for these teams)

sag o - shgle portion of the Fouting where skills form o shill set ([Prirmary Stunts, Pyramids, Secondory Stunts, Stonding Tumbling, Runang Tumbling, Jumps| ore perfiormed
1- Shon & Go rust nct Bwast or brovel Thay must stort and end i the same load sponge pasition,
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2024 - 2025 REC SCORING SYSTEM

TUMEBLING

JUMP DIFFICULTY - MAX POINTS: 1

2.4 than Magority of the team ‘o an advanced |
v of Athietea | Majority | Most | Max it performe an i
025 [Majority of the team performa one (1) advanced jumg
e 8 § - 0.5 |Mostof the team performs one (1) advanced jump
1215 # T ] 075 [Most of the team performs bwo 2] synchronzed advanced jumps that show variety
11 8 10 12 10 [Mostof the tearn performs total of three (3] syrehronized advanced jurnps that show vanety
T iing: Adast off 2he beden perfionms Bhres O oohonced jumos must be spnchronlined, but they o mod need o include o vaniety
20-23 bl ] 13 16
24.27 12 15 19 TUMBLING CHOREOGRAPHY /PRESENTATION - MAX POINTS 2
2831 14 18 2 HTM Lo Wi e High Specific Drivers
Teams with kezs than T members, 1009 of 00 05-08 07-0E 08-10 Innovative Formations and use of the fioor throughout routine
taam must parform skilf bo reosh Meox quontity 0o 05-08 07-08 08-10  [Corfident performance during turmbling secticrs threugheat reutine

AL

STANDING TUMBLING DIFFICULTY - MAX BASELINE POINTS: 3.7

Liess thasn Majority of the tearm performs a level appropriate pass

28

|I'n.'EE|j|:-r'rtH of the team performs a level appropriate pass

28

|I'.'F-::ﬁt of the team parforms a level appropriate pass

3.0

|Ma.'l of the team performs a level appropriate pass

32 Jhtajnril:;- of the team performs an elte kvel approprate pass

a4

|h'5c:5t-::|ftha team parforms an efite level appropriate pass

348

]

Max of the tearn performs an elte pass

Cifferent passes are ahovn in the routine. Does not have to be level appropriate

20

RUNNING TUMBLING DIFFICULTY - MAX BASELINE POINTS: 3.7

es5 than the majority of the team performs a level apppropropriate pass

2.8

Paﬁ;:r‘rhduf the team performs a level appropriate pass

30

F.ﬂustufthetaamparfma level appropriate pass

32

L.ﬂaxnf the team performs a kevel appropriate pass

a4

Pajority of the team performs an elite level appropriate pass

3B

01

st of the team performs an elite level appropriate pass

ifferent passes are shown in the routing, Does not have to be level appropriate,

0o -0l

O0=002

STANDING TUMBLING BASELINE BOOSTERS - MAX POINTS: 0.3

Paszes emecuted with inncvative elerments.

Complexity of the level specific skills utiized, The number of skills used in the pass as wel as
the use of different skills wil be taken into corsideration For this driver,

0.0-01

0-0.2

RUMNNING TUMBLING BASELINE BOOSTERS - MAX POINTS: 0.3

Pagsas execauted with nnovative elemants

Compleaxity of the level approprate skils utikzed, The mermicer of skils used withen the pass, as
well as the use of different skills will be taken into consideration for this driver,
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ROUTINE & DANCE

MUSIC REC DIVISIONS - ROUTINE & DANCE

POINTS TOTAL 2.0

DANCE - MAX POINTS: 1

ROUTINE COMPOSITION/PRESENTATION - MAX POINTS: 1

Mot Showam AvBracs High ExteptiorallSoeciic Drivers Low | Averpge | High  |Exceptional|Specific Divers
0.0 04 015 oz 0.25  jContinuous flaw in transitions s 01 015 02 328 |Pace, fiow and transitions
0.0 ai 018 0z 0.25  [Visual engaging and entertaining 00 ol 015 0.2 025 |Performance and engagement
0.0 01 018 0z 025 |Confidence inaxecution of routine 0.0 a1 015 0.2 025  |Lewed changes ard intricate movsments
0.0 o1 015 02 025  |Preciss spacing and formations 0.0 04 015 0.2 025  |Precise motions and synchronization
Points combined to reach maimum scone., Paoirts combined to reach madmom score.

CHEER REC DIVISIONS - ROUTINE & DANCE

POINTS TOTAL 2.0

ROUTINE COMPOSITION/PRESENTATION - MAX POINTS: 0.8 DANCE - MAX POINTS: 0.8
Mot Shown Low Aaras Hoh  [Specific Drivers Mot Shown | Low | Awerage | Hgh  (5pecfic Drivers
0.0 o1 045 0.2 Cortinuous flow in trarstions 0.0 ol 015 02 [Pace fiow and trarsfiors
0.0 o1 015 0.2 iz, engaging and entertaining 0.0 ol 015 02 |Performance snd engagoment
00 0a 015 02  |Corfidence inesecution of routin oo 21 015 02  |Lewel changes.and intricate movements
a0 a1 oas 02  |Preciss spacing and formations ali] al 15 02  |[Precse motions and synchronizsstion
Points cormbined to raach Maximum scors. [Points combined to reach maimum score

CHEER CRITERIA

CHEER SECTION OF ROUTIME - MAX POINTS: 0.4

Chear portion of the routine can be completed at any pont n the rowstnme

L] ':-I‘Dwd Lﬂﬂdm_ﬁhm‘mmlﬂﬂ.‘jﬂﬁm mm LI:?ﬁ' ﬁ'-“"'ﬁ# +F§'I e IlI:-DI'il"ﬁI"E
« Crowd Effectiveness - Voice, Pace & Flow :

g 00 01 015 02 Juse of props sigrs, poms, megaphones, flags, st
: E::E L_BZ?:EF i) TFW%ITEW&I & flags o0 o1 015 02 !Lh.'.-nT wiice irflection, volume, speed, control

Points combined to reach maskmum scone.
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ADDITIONAL INFORMATION

ADDITIONAL STUNT/PYRAMID INFORMATION

Body Positions: Stretch, Bow and Arrow, Arabesque, Scale and Scorpion.

+ Lib, torch, hitch, and platform are not considered body positions.

= Release style stunts must be free of contact From the bottom of the foot to count towards difficulty credit as a release style skil

« Elite Skills that are synchronized or rippled must ba the same skil in order to count towards your Majority, Most, or Max quantity

= Pyramid structures consist of two or more stunts connected to one another

+ \When Most/ Max is used in the pyramid difficulty chart, it is only referring to the structures.

= Building Skills will get Stunt or Pyramid difficulty credit, They will not count inboth categories at the same time, IF the stunt is going to connect to another stunt, it will count as a
pyrarmid shil.

= Refer to Rules Glossary for additional definition of skils - Inversion, Tic Tok, Twist, Release Move, Release Stybke, Bracer, Etc)

+ Must be fully released from all athletes on the performing surface to be considered a dismount.

STUNT DIFFICULTY COED CREDIT

Based ona group of 3 (Base, Fyer & Support Person)

Cinly skills listed under Coed Style Level Appropriate Skills Est will count

|Entrg rmust be a Toss or Walk=in
IFt'pphed or synchronzed in the same sections without recycling athletes |BaH must be directly under the stunt
Is.tmtammtheheizlfurimntaﬂuumbeghmﬂ-eammhnaﬁmhmndedlwel IEasaard&ppnrtFamncannntbacbmttnthast

Dy 1 Coed Style Stunt is required For Lewels 3-5

rCoedutmta must dismount to the performance floor to recessa full cradit
oed Style Stunt counts towards the requirement regardless of the gender of the

Coed stunts that becomea part of a pyramid will not receve Coed credit meﬂel‘fﬂﬁﬂhﬂmmr-
ADDITIOMAL TUMELING INFORMATION ADDIMOMAL JUMP INFORMATION
L1 - Cartwhesl does not get standing tumbling credit. Jump skils st land on feet to be receive difflculty credit |ex jumps that land on knees! or seat
pevoidd mok count)

iPamaa, Steps. or Cleans batwaen skils will not count as connectad skills

Achanced Jumps: Pike, Right Laft Hurdiar (Front or Side), Toe Touch

Lumips must use & whip appesach to be considerad connected. Whip approach continucus
rnaverment. through swing connecting 2 or mane jumps

Tumbsing passes must laind on feet OMLY to receive level appropriate difficulty credit (ex Jump 3/4
front flip to seat, back handsprings which lands i & prone position would not count)

Juarps within a pass will not break up the pass (e Toe Touch = BHS - Tos Towch - BHS is ] passin L2
T=Jumps are not considered a jump and will break up a pass into two separate passas.

DBEJECTIVE VS, SUBJECTIVE SCORES

Lubjective seores are asesaments made by judges or officlats based on thair personal

Skills that are ilegal fior a lower leved do not automatically make them a Level Appropriate S4ill for a interpretation rather than obgective, quantifiable measurements. Linle obpective scores that are
igher kvel, ez termined by clear, measurable criteria, subjective scoring refes on the udges ceervation and

£ = Mo L1 skilks out of & round-off that are ilegal in LT will count For level appropriabe credit. evalation of the performance. The subyective areas of the scoreshest add an elerment of artistry
L3 = Mo L2 shills out, of BHE-stepout 12-turn that are ilegal in L2 will count. for level appropriate fand interpretation from the judge that is scoring the team

L4 - Punch front forward roll wil not count for level appropriate credit The bosefing scora oreos ore objective oreas of this scoreshoet. The bosaling boosters,
choroography presontotion, ond Routine & Dance portions of the scoresheot are subjective.
| Additionol objective oreas: Jump Difficulty and Toss Difficulty
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STUNT [ PYRAMID TECHNI

s hmoue are b

DRIVERS - MAX POINTS: 5

=St & Pyramid T ¢ Ench category has a max of 5 paints

Impeecoable oo Serram e Work [Specific Drivers

2024 - 2025 REC SCORING SYSTEM

TECHMIQUE

STUNT/PYRAMID TEC

.0 o2 4 08 Figer

0.0 a2 04 (1] Baszes | Support Persons
0.0 02 4 i1 Transitions

Q.0 Q2 frd 0l Tirming & Synchronization

Poings are based on ccourrence and remosed from the masdmom possibie soom,

b By congrol = Blocly control
Foer - Flesibility of body posithons Basss Support |- Stabdity of the stunt
 bdortion placement, Bccuracy Pergons b= Techregue inifts and catches
b Liniformity) among figers |- Liniformity semong groups
: Entry . g 2 ;
- g Tiring & [ Timing of skils performed ingroups
Transitione | Dismount
. Cantrod througheat Synchronization jor by the team at the same time

TOSS TECHNIQUE DRIVERS - MAX POINTS: 3

Cirest (o farags | Meedsiork |Epecific Drvers

i e b s dosnd - Bk sontrol = Lk aff arrms, lege to throw together

oo 02 o4 05 |Bases /Support Persons Fyer = Consistant exeiution of kil Banes Support (- Sobd stance

oo oz o 08 |Height -Emwt:mﬁmﬂ Persors |- Controlled

- mm - |'m*

Ll 02 o4 oA Timing & Synchronization

|Points are based on occurrence and removed from the bassing scone.
- = Timing of skits performead Ingroups = Distance batwean figars feet and

Teams that parform one (1) toas wil hase 006 automaticaly subtracted from any driver categony regardess of Timing o by the team at the same time Height SUpport persong hands
fseverity F any driver should be deducted. A team can get & parfect scone with 1 toss if the toss is great.

TUMBLING TECHNIQUE DRIVER DEFINITIONS

g b Caaind Arage | beech Work [Specific Drvers
] oz 4 06 Approach
0.0 [+ F:d 04 g By Control
Q.0 02 04 Qg Larcings
o0 02 04 06 |Timing & Synchronization

Poiria are based on oceurrence and remoned from tha baseing score.

Inehucing it not Erited Lo
= AT DRRCR TRt LG B DR e Skl |- Controfed
- Bocky pasitioning at intiation of skil - Logs feet togrther
APPPOBEN - | novss placernant Lancge | st placeiment
» Copnnection of pass kil = Complation of skils
« Head placement
- :Eﬁw paacEmEnt in sl Timing & [ Timing of skils performed ingroups
Caontro Lag nt i) skils Synchonization jor by the Tegmal the sames tima
« Abaorting appropriatel) etween skl

JUMP TECHNIQUE DRIVERS -

MAX POINTS: 2

JUMP TECHNIQUE DRIVER DEFINITIONS

mpeccable | Good Avwrage | M Work: | Specific Dirvers
oa o1 02 03 Body Control
oo 0x 02 o3 Approath [Shing)
0.0 (i} 02 0.3 Lardings
o o1 02 23 Tirming & Synchronization
Poirts are based onoccurrence and remosed from the biassing score,

Inchsdfing bt not Emited ta
= Cortrolad

.ﬁ:r_nphwmtumnm  eaont it

Appronch [ landings | Chest placement
= Chast placement [ .
- Flow of corrected jumps .m-lﬂ'ﬂnm‘phlmm'mt
- Head placement

MW::‘MWF o Timing & = Timing of skills pedfommad ingroups

-L:;-mmmm“-gm Synchonization por by the teamat the sams tirs
= Pointed oes
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Level1 Sk

ills

mm
MW&

¢ Forward Roll

* Straddie Roll

e Backward Roll

& Handstand

o Handstand - Farward Rall
* Backbend Kickover

# Front Limber/Back Limber
e Back Walkover

# 1Arm Back Walkover

¢ Back Extension Rodll

Standing Tumbling
Elite Level Appropriate

= Elite Level Skills Inchede tweo (2)
or more connected level
appropriate skills,

= A pause, clean, or stap between

skills will not count as

connected shills,

Forward Roll - Forward Roll

tarkward Boll - Backward Holl

Back Walkower - Back Walkower

Wakder - Back Walkower

Back Extension Roll - Back Walkover

[HE FOLLOWTNG SINGLE SXILL ELEMENTS
ARE A5 ELITE SXNLF
o [Eack Walkover Switch Leg

& ‘akder

Running Tumbling
lﬂfﬂpﬂm

¢ Cartwheel

» Round Off

s Front Walkover

# Cartwheel - Back Walkover
e Front Walkaover - Cartwheel
» [Front Walkover - Round Off

= Elibe Level Skills include three|

* A pause, clean, or step

» Cartwheel - Carbwheal -

= Cartwhes| - Cartwhes! - Round

*  Front Walkover » Cartwheed -

(3) or more connected level
appropriate skills.

between the skills will not
count as connected skills.

Cartwies|

Off

Back Walkover (Variations)

Toss
Non-Twisting

* Non-Release Show & Go
above prep level
* Tiny & Mini teams can
execute this skill at prep level
to receive toss credit
o They must start and end in
the same load/sponge
position.
Toss Twisting
# Mot allowed
& {Show & Go requirement is
not allowed to twist)

Level Appropriate Stunt Skills include all skills that are first legal at that level.
If a Stunt Skill is Legal at a lower level, it is not considered a Level Appropriate Skill for a higher level

e e
Elite Level Appropriate Stunts

* Mo nversions are allowed in
level 1 stunts

 Stunt - Release Style
= Tic Toc Befow Prep level [Body
Positian to Body Positlon)
= Prep Lewed Tic Tock {Lib to Body
Pasition or Body Position te Lib)
s Prep Lesed Tic Toc (Body Pesitian 1o
Body Position)
+  Switch Up fram ground level 1o
prep bevel body position
¢ Tic Toc (rom 1 kg stunt 3 waist
Il to prep bewved body position
=Al prep bevel single leg stunts
require a hand/arm connection that
is NOT the spatter.
* Stunts can not be released from all
baszes and spotter unless going o a
cradie

Stunt- Twisting
Elite Level Appropriate Stunts

= 1 Twatting Crardition 1o prép fram
below prep level (Prep = Flyer inan
upright 2 foeot stunt with leet under
the hips. Straddle sits, shoudier
sits, Mlat bady positians, e do not
cong as a Prep)

» Vi Twisting cransition fram below
prep beved to prep level 1 II'EI stunk

*All prep level single leg stunts
refquiire & hand/arm conneotion that
is NOT the spotter.

- Stunt - Dismount
Elite Level Appropriate Stunts

» Straight cradle from prep
level stunt.

Stunt - Other

Elite Level Appropriate Stunts

s 174 Tl.l.l'sllng Tic Toc at Prep Level

* 10 Twisting Switch Up (Releass
Iram ground bevel 1o prep lesel] 1
leg stk

s 174 T-.ri“mg Tie Toc a8 veaish |l
body position to body position.

= 174 T-.'ri-,.1in£ rehease Tram Waist
Level to Frep Level 1 leg stunt,

= 174 Twist redeate from prep level

1o prep lesnd

Al prep level singhe leg stunts
reguire a hand/arm connaection
that i NOT the spotter,
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Level 2 Skills

mm
MW&

» Back Handspring Variation
¢ Back Handspring Step Out

L I

Standing Tumbling
Elite Level Appropriate

Elite Level skills include two
2] or more connected skills,
including at least one (1) level
apprepriate skill,

BWO Switch Leg - BHS

BHS Step Out - BW3 - BHS
Vatder - BHS

Valder - BHS Step Out

Back Extension Roll - Back
Hanudspring

Back Walkower - Back Handspring
Back Walkower - Back Handspring
Step Ot

Running Tumbling
uhuppmm'

Cartwheel - BHS
RO - BH3

RO - BHS Step Out
Front Handspring

» Elite level skills include thres

(3) or more connected skills,
including at least one (1)
level appropriate skill.
W - RO - BHS
RO - BHS Series
PO - RO - BHS'BHS Series
RO - BHS - Rebound - RO - BHS
THE FOLLOWING ELEMENTS ARE
ALSQ ELITE SKILLS
* FlyspringBounder

Toss
Non-Twisting

» Straight ride toss

Toss Twisting

& Mot allowed

Level Appropriate Stunt Skills include all skills that are first legal at that level.
If a Stunt Skill is Legal at a lower level, it is not considered a Level Appropriate Skill for a higher level

e e
Elite Level Appropriate Stunts

¢ [Inversion frem ground level
to extended stunt

» inversion from ground level
to prep level body position.

Stunt - Release Style

* Tic toc at prep level (body
position to body position)

= Release style from grownd
leved to to prep level body
position (switch up)

= Release style from waist
level to prep level body
position

* Stunts can not be released
from all bases and spotter
unless going to a cradle

Stunt- Twisting
Elite Level Appropriate Stunts.

» %% Twisting transition to
extended stunt

= V2 Twisting transition 1o
prep level body position

Stunt - Dismount

Elite Level Appropriate Stunts

» 14 Twisting dismount from

prep level or higher to cradle

Elite Level Appropriate Stunts

= V3 twisting inversion o
extended stunt

s 13 twisting tic toc to prep
level 1 leg stunt

= Vi twisting inversion to
prep level 1 leg stunt

« 15 twisting refease from
prep to prep level body
[0SO,
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Level 3 Skills

Ball Open

= EEre bevel shills include any two

= Elite level skills include three (3} ] v

o BH5 Series (Only 2) ey ey # Punch Front tonrected level sppropriste skails O any . Pretty girl
» |ump - BHS meLse ® RO -Tuck Ieved appropeiate skil connected by a

i including at least two (2) level ; Howves Jesved runiiing tumbsling skl * Pike Open
» BWO - BHS Series appropriate skill connections. = Aerial I = Kick Arch
# BHS Step out - BWO - BHS = Front Handsprirg - Punch From

Catis BHS Series (3 or more) . PO Aerial * Ball-x
Juirgp - BHS Serieg = R0 BHS Step Out - 152 Turn - RO - B#E - + Toetouch

@ @ & @

Step Out as one of the skills : Pt I
* BWO - BHS - Jump - BHS/BHS Series mwﬁﬂﬂﬁﬂiﬁﬁr m
*  Jump - BHE Series e PO NG PAE IS ARE
E E":_l";!f " siie * Full twist
e A BHS Sevies - Tuck
“Epust be an advanced jump*®

Jump - BHS - jump - BHS
BHS Series (3 or mare) induding a

Tuick
& P - B0 - BMS - Tuck
s BounderFlyspring - RO - BHE - Tuck

*#en Arch i nod an additionad gkl snd can be
included with any ol She abowe dhilla for thin
lewel

Level Appropriate Stunt Skills include all skills that are first legal at that level.
If a Stunt Skill is Legal at a lower level, it is not considered a Level Appropriate Skill for a higher level

» Inversion to extended 1 leg

stunt to extended body position position from prep level or above extended 1 leg stunt
* Ballup or straddle up to Full up to extended two leg *  Full twisting inversion to
prep level body position stunt prep level lib or body
» Switch up from ground level ¥ twisting transition to 2 position
to prep level body position extended 1 leg stunt ”‘"“'ﬁ’f:‘i e i » Full twisting from prep level
» Release to prep level body Prep level full twisting g :ﬂ s g":’m";"'“” ¥ fiby foot pasition to prep
pesition transition to prep level body | | « Toss hands press extended single level body position
position leg stunt = [Full twisting suspended
= Walk-in extended single keg stunt! farward roll
single arrm stund
= Walk-in full twist to extended two
leg stunt,

* Tic toc prep level single leg

Full up to prep level body

# Full twisting dismount to cradie

® 1; fwisting inversion 10
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Level 4 Skills

# BHS Series - Back Tuck
» BHS - Back Tuck

¢ [ump - BHS Series - Back
Tuck

# [ump - BHS - Back Tuck

# BWO - Back Tuck

» Standing Back Tuck

& Jump - Back Handspring step
out - Back Tuck

= Back Extension Roll - Back
Tuck

» Back Handspring step out -
Back Tuck

"¥Must be an advanced jump**

Cartwheel - Back Tuck

RO - Layout

RO - BHS - Layout/Layout
step out/X-Out/Switch Leg
PF stép out - RO - BHS - Tuck

= Aerial - Back Tuck
# Front Handspring - Punch

Front
RO - Onodi - through to Tuck

= Elite level skills include tero (2] lewel
appropriate skills eaecuted within
one (1) pass,
= Punch Frant step out - R0 - BHS - Layout]
* RO - Wiip - Tusck OF BHS - Layout
= R - BHS - Whip - Layout/BHS - Layout
= PF step out - RO - BHS - Whip - Layout
IR BHS - Layout
# Rl - BHS - Whip - BHS - Tuck
= Front Handspring - PF siep cut - RO -
BHS - Whip - Layoul OR BHS - Layaut
THE FOLLOWING PASSES ARE
ALS0 ELITE SKILLS

= Froni Walkoyer - Bound OfF - BHS -
Laryoet

& Round off - BHE - Liyoan

Ball kick
Pike-x
Hitch Kick
= Switch kick
Double toe touch

® Ball full
s Pike full

e Kick full

# Toe touch full

# Full up toe touch
» Double full

Level Appropriate Stunt Skills include all skills that are first legal at that level.

* Released inversion from
prep level to extended stunt

* Released inversion from
ground level to extended
stunt

* Tic toc extended body

position to prep level or
below body position (high
to low)

* Ball up or straddle up to

extended body position

* Release to extended body

position (not including
switch ups)

Full up to extended 1 leg

stunt

1 V% twisting transition at'to

prep level body position

1 V% twisting transition 1o
extended 2 leg stunt
Extended full twisting
transition to extended stunt
Full twisting transition at
extended level.

If a Stunt Skill is Legal at a lower level, it is not considered a Level Appropriate Skill for a higher level

» Double down from preplestended
SEumt

* Kick full twisting dismount from

prip el bty SEuand.

Unigstin)ad:

& Walk in hands press extended single
legg stunk

»  Terss hands press extended single leg
sunt

# ‘Walk-in extended Srgle leg stunt!
single arm sunt

#  Toss exended sigle kg stunt’ snghe

arm Shanl

®  Full bwisting inversion to
extended stunt

* Full twisting tic toc release to
prep level 1 leg stunt

» Full twisting ball up, straddle
up o prep level body position

= Full twisting switch up to
prep level body position

» 1 % twisting ball up, straddle
up o preplevel 1 leg stunt

® 1 ¥z twisting switch up to
prep level 1 leg stunt
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TUMBLING DEGREE OF DIFFICULTY CHART

Quantity of skills: Tumbling performed demonstrates a high percentage of the squad.

Utilization of connected skills: Skills performed demonstrate immediate transition from
the completion of one skill to the initiation of the next skill.

Variety of skills: Utilization of different elements and/or skills. Tumbling performed
includes a variety of skills within the skill set being shown. (Is a Jump included for
standing tumbling? Is it 3 of the same skills connected? Is it 3 different skills connected?)

Value of Skills: Increased complexity of level specific skills demonstrated.
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STUNT DEGREE OF DIFFICULTY CHART

Utilization of minimal bases: Stunts performed demonstrate skills involving the least
necessary number of athletes. (Additional athletes may be added to the traditional stunt
group (4 athletes) in order to safely create and demonstrate skills.

Utilization of combined skills: Stunt elements demonstrate two or more skills performed
as one. (Examples: a spinning tic toc, a spinning inversion, a multi trick toss, etc.)

Utilization of connected skills: Skills performed demonstrate immediate transition from
the completion of one skill to the initiation of the next skill.

Movement and usage of floor: How the stunts performed change position, evolve,
transition, and maneuver in reference to each other and the floor.

Variety of skills: Utilization of different elements and/or skills.

Quantity of skills: Display of a cumulative number of skills throughout the routine,
performed by one or more groups.

Value of Skills: Increased complexity of level specific skills demonstrated.



