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2009 Hawaii State Cheerleading Scoring System

TEAM SKILL SHEET (See attached team skill sheet at the back of the packet)

Teams are required to have their Team Skill Sheet completed by the start of their warm-
up time. 2 points will be deducted for teams that do not comply with this request.

SCORE SHEET (See attached score sheet at the back of the packet)

Cheerleading Fundamentals: 8 categories*, 10 points maximum;
5 points for difficulty, 5 points for execution
*Motions, Jumps, Stunts, Pyramids, Standing Tumbling, Running Tumbling, Baskets, Dance

Routine Choreography: 4 categories*, 5 points maximum
*Timing/Synchronization, Spacing/Formations, Transitions/Flow of Routine, Creativity

Routine Execution: 3 categories*, 5 points maximum
*Voice/Projection, Expression/Showmanship, Crowd Leadership

Overall Performance: 1 category, 10 points maximum;
5 points for difficulty, 5 points for execution
MAXIMUM POINTS: 125 points
SCORING
TARGET POINT SCALE

TARGET RANGE DIFFICULTY EXECUTION

Target 1 0,1,15 Beginning Below Average Poor to Fair
Target 2.5 2,2.5,3 Intermediate Average Fair to Good
Target 3.5 3,3.5 4 Advance Above Average | Good to Excellent
Target 4.5 4,4.5,5 Elite Superior Excellent to Superior
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In order to get the target range, MAJORITY of the team must demonstrate the proper
technique and execution of the skill in accordance to the target range.

MAIJORITY means 50% + 1. (i.e. A team of 12, majority is 7 or a team of 11, majority is 6)

MAJORITY CHART
Team Size Majority Team Size Majority
1 1 10 6
2 2 11 6
3 2 12 7
4 3 13 7
5 3 14 8
6 4 15 8
7 4 16 9
8 5 17 9
9 5 18 10

Teams will be judged on the highest skill level in each category in which the MAJORITY
of the team executes the skill. Exception: The category MOTIONS will not apply to this
regulation and will be judged throughout the routine.

A team may be given up to 2 points in each difficulty and execution if the MAJORITY of
the team DOES NOT execute a skill. A ZERO will be given to teams that do not execute
required categories in their routine.

In case of a tie, the total points from the “cheerleading fundamentals” section on the
score sheet will determine the winner. In the event of a second tie, the total points from
the “overall performance” section on the score sheet will determine the winner. In the
event of a third tie, the judges will rank the teams to determine the winner.

DIVISION SIZE

Medium: 10 or fewer competitors Large: 11-18 competitors Coed: None

JUDGES

Performance Judges: A judging panel will consist of three (3) performance judges.
The high and low scores will not be dropped. If all possible, there will be two (2)
alternating judging panel. The panel of judges will be used for different divisions to help
with the length of the event.

Range Judge: This judge will assist with the accuracy and the consistency of scores
throughout the judging panel.

Safety Judges: There will be three (3) safety judges to help assist with the dropped
and missed skills.
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DEDUCTIONS
STUNTS/PYRAMIDS

1. The safety judges will deduct 2 points per dropped or missed stunt(s) during
competition. No maximum deduction.

Definition: A drop stunt/pyramid is any stunt that falls or comes down, either in a cradle
catch or to their feet before the skill is completed, regardless if it is controlled or not.

* Early cradles will not be considered a drop, but as a timing issue and will be
taken into consideration by the performance judges.

* Shaky stunts will not be considered a drop, but as an execution issue and will be
taken into consideration by the performance judges.

* This deduction is separate from any safety issue regarding the stunt.
Definition: A missed stunt is any stunt that DOES NOT ascend into the air at all.
* Example: One stunt group attempts a liberty, but timing seems to be off with

the bases and top person’s dip; therefore, the stunt does not go up. This would
be considered a missed stunt and a deduction of 2 points would be applied.

* A stunt that was planned and stated on the skills sheet to be a stretch, but ends
up being a liberty, WILL NOT be deducted 2 point as a missed stunt, but instead
will be taken into consideration by the performance judges in difficulty.

CRADLES

* Any cradle that lands on it's stomach will be considered a safety violation and will
receive a deduction of 5 points.

TUMBLING

* A deduction of 2 points will apply per missed tumbling trick.

Definition: A missed tumbling skill is any standing or running tumbling that is NOT
demonstrated at all.

* Example: A tumbler that planned to do a running pass but marks it (does not
demonstrate the skill at all) will be considered a missed tumbling skill

* A tumbling skill that was planned and stated on the skills sheet to be a tuck, but
ends up being a back handspring, WILL NOT be deducted 2 points as a missed
tumbling skill, but instead will be taken into consideration by the performance
judges in difficulty.

BASKETS
1. A missed basket will also be deducted 2 points.

Definition: A missed basket is any basket that does not go to at least a straight ride.
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CATEGORIES

Cheerleading Fundamentals

MOTIONS

Motions are a fundamental skill and will be seen throughout the whole routine. Motion
technique may be seen during a motion sequence which is done to music, at least 2
eight counts long; and/or in the cheer or sideline segments. Remember a break in
torso, body rolls, or pumping will be judged in the dance category. However, judges will
be judging motion technique during other areas of the routine such as jumps, stunts,
and tumbling. Pace will be considered a factor in difficulty.

Motions will be judged throughout the routine from beginning to end and not on the
highest level executed. (Ex: A team that has superior motions in the beginning, but
towards the end of the routine has weak motions may not receive a superior score The
Dance portion of a team'’s routine will be judged only in the Dance category.

Target 1 (0,1, 1.5) / Beginning / Below Average

Difficulty — Beginning motions (High V, Low V, T, Touchdown, Punch,) with no variety
& creativity.

Execution - Below average quality with poor to fair technique, execution and
synchronization; loose & poor placement.

Target 2.5 (2, 2.5, 3) / Intermediate /Average

Difficulty— Intermediate motions (All Beginning motions plus K, L, Bow-n-Arrow) with
minimal variety & creativity.

Execution- Average quality with fair to good technique, execution and synchronization;
inconsistent placement.

Target 3.5 (3, 3.5, 4)/ Advance / Above Average

Difficulty — Advance motions (All Beginning and Intermediate motions plus diagonals &
combination motions) with some variety & creativity.

Execution - Above average quality with good to excellent technique, execution, and
synchronization; consistent & accurate placement.

Target 4.5 (4, 4.5, 5)/ Elite / Superior

Difficulty —Elite motions (All motions plus combination motions, circled motions) with
variety, creativity, and quantity.

Execution - Superior quality with excellent to superior technique and execution;
consistent & accurate placement with crisp, controlled motions to motion transitions.
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Clarification on Motions & Dance

DEFINITIONS

Variety: The different types of motions demonstrated.

Pace: The tempo or speed the motions are demonstrated at.

Creativity: The use of visual techniques (i.e. level changes, ripples, footwork, formation changes, motion
choreography, etc.) to demonstrate motion difficulty.

Quantity: The amount of variety, pace and creativity demonstrated in the motion sequence or cheer. To
determine the range, the majority (more than half) of the motion sequence, cheer and/or dance must
demonstrate, variety, pace & creativity in its respective range.

Combination Motion: Combining two different motions in one. (i.e. right arm behind head, left arm % high
v; right arm in %2 low v, left arm in 2 T)

Swing Motion: A motion that does a 180 degree or less movement.

Circle Motion: A motion that does a 360 degree movement.

Motions on & Counts: Demonstrating motions on & counts as well as whole counts. (i.e. if demonstrating
motions on & counts in a 4 counts sequence you could demonstrate 7 motions — 1 & 2 & 3 & 4)

Motion Sequence vs. Dance: A Motion Sequence will demonstrate motions without any breaks or movement
(i.e. pumps, rolls, shakes, etc.) in torso, hip, and/or shoulders. A Dance may, but not necessary, demonstrate
motions with the incorporation of breaks or movement in torso, hip, and/or shoulders. A routine is required to
have both a motion sequence or cheer and dance.

Note: The motion sequence cannot be judged for both motions and dance category.

Reminder: Motion Sequence (to music or in cheer) and Dance must be at least two eight counts long.

MOTIONS Target 2.5 Target 3.5 Target 4.5
Intermediate
Motions Advance Motions Elite Motions
all beginning all motions
motions, all beginning & incorporating:
combination
k, 1, bow-n-arrow intermediate motions, motions,
diagonal, combination swing & circled
motions, motions,
majority motions
some motions on & counts on & counts
medium medium to fast fast
minimal to
moderate moderate to complex complex

JUMPS

Definition
* Consecutive: Without stopping (no movement) or extra bounce between jumps.
* Transition spins in between jumps are not considered consecutive.
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Target 1 Target 2.5 Target 3.5 Target 4.5
-(2) Different Advance
J Jumps = pick (2) of the
following
-Pike at least a 45 degree
U Tuck angle
“Hook -Front Hurdler -Double Nine -Around the World
M -Single Toe Touch -2 Around Toe Touch, 2 - Two (2) Different
-Spread Eagle : . -
i -Any Consecutive Around Pike, or 2 Around Consecutive
-Side Hurdler L .
. Beginning Jumps Double Nine Advance Jumps
P -Herkie )
-Consecutive Toe Touches
S -Consecutive Pikes
-Consecutive Double Nines
-Consecutive Toe Touch, Pike

Target 1 (0, 1, 1.5) / Beginnin Below Average
Difficulty- Tuck jump, hook jump, spread eagle, side hurdler, herkie.

Execution- Below average quality with poor to fair technique and execution. The
height will be low. You'll see flex toes, bent legs and landings with feet apart

Target 2.5 (2, 2.5, 3) / Intermediate /Average

Difficulty— Front hurdler, single toe touch and any consecutive beginning jumps.
Execution- Average quality with fair to good technique and execution. The height will
be low, with some flex toes or bent legs.

Target 3.5 (3, 3.5, 4)/ Advance / Above Average

Difficulty- Pike at a 45 degree angle or higher; double nine; 2 around toe touch,
pike or double nine; consecutive toe touch, pike, double nine or toe touch-pike.
Execution- Above average quality with good to excellent technique and execution.
Two legs at waist level to above waist with an exception to the pike, which needs to be
at a 45 degrees angle or higher. Must have at least two (2) different advance
jumps in routine. (e.g. A team executes a double nine in the beginning of the routine
and a pike at the end of the routine.)

Target 4.5 (4, 4.5, 5)/ Elite / Superior

Difficulty — Around the world or any two consecutive different advanced jumps.
Execution- Superior quality with excellent to superior technique and execution. Two
legs at waist level to above waist level with an exception to the pike, which needs to be
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at a 45 degrees angle or higher. Must execute at least two (2) different consecutive,
advance jumps in routine. Legs should be straight, toes pointed, chest up throughout,
arms tight and in right position, and landing with feet together with no movement.
(Example 1: Team executes a consecutive pike to a double nine.

Example 2: Team executes an around the world jump. Note: an around the world jump
MUST first pass through a pike position then to the toe touch position without any preps

STUNTS
Definitions

* Top Person: A person who is held off of the floor by another person or persons.

* Base: A person who supports the majority of the top person’s weight while the
top person is off the ground.

» Spotter: A person who is responsible for assisting or catching the top person in
a partner stunt or pyramid. This person cannot be in a position of providing
primary support for a top person but must be in a position to protect the top
person coming off of a stunt or pyramid.

* Cradle: A dismount from a partner stunt, pyramid or toss in which the top
person is caught in a face-up, pike position before being placed on the
performance area or remounting into another stunt, pyramid or loading position.

* Cradle from Extended Stunts: Bases must keep their arms in the extended
position throughout the cradle.

* Loading Position: A position in which the top person is off the ground in
continuous movement that puts the bases and top person in a position to end
the movement in a stunt.

» Stunt: One or more bases supporting the top person off the ground.
* Single Stunt: One trick in the stunt, not including the cradle.
* Trick: A skill (i.e. liberty, stretch, torch).

* Sequence: Two or more tricks executed continuously with transitions. There are
many variations of transitions; however, once the top person’s two feet are on or
touching the ground the sequence is over.

* Transitions: Any level changing movement from one stunt to another. i.e.
Double-take (two feet), re-take (one foot), re-load (cradle to another transition
position), peg leg, flat backs, etc.

* Level Changes: Extended level (arms locked above head), Shoulder level
(prep), Waist/Load level (Reload, double-take, re-take)

* Single Base Toss: When one base (co-ed or All Girl) tosses the flyer into a stunt
without assistance. Note: Proper spotter is required during extended stunts

* Pitch: When a person assists (iunder flyer’s foot, at her ankle, or on leg) the toss
into the stunt
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* Free Standing: A stunt without a brace.

* Braced Stunt: A stunt that uses another stunt as a brace with either an
overlapping grip (hands are in blade position) or interlocking grip (top person’s
hands are in a grip positions interlocking w/ the brace arm).

* Prep: Also known as an elevator. A double base stunt at the shoulder level.

* Cupie: A stunt where there is only one base holding under the feet of the top
person with one hand. All-girl stunt groups may have a back holding the ankle
of the top person or the wrist of the base. For it to be considered a co-ed stunt,
only one base should be under both feet using only one arm. Spotter must be
present and attentive, but not assisting the stunt.

* A 1 man base stunt or single base stunt is a stunt with only ONE base holding
underneath the foot of the top person with a spotter holding onto the ankle of
the top person or the wrist of the base.

* A 2 man base stunt is a stunt with TWO bases holding underneath the foot of
the top person and a spotter holding onto the ankle of the top person or the
wrist of the base.

* A 3 man base stunt is a stunt with THREE bases holding underneath the foot
of the top person and a spotter holding onto the ankle of the top person or the
wrist of the base.

* A basket will consist of a flyer (top person), two bases, a back base, and a front
base. There is a maximum of 5 people in stunt group. Baskets may be thrown
without a front base, but will be judged equally to a basket with a front base.

» All-girl: Stunt groups that only have girls involved with the stunt(s) OR if boys
are doing the stunt “All-girl style”.

* Co-ed: Stunts that have only ONE guy underneath or holding the top person’s
feet. There is no assistance with the toss or the cradle of the top person unless
executing a transitional stunt sequence that requires extra bases. All co-ed
stunts must have one spotter if higher than a prep level.

* Execution: How a team demonstrates technique of a skill.

* Technique: Is the method or procedure of how a skill is demonstrated. The
stability, form, fluency and height demonstrate technique of a skill.

NOTE: Transitions must occur between stunt sequence(s).
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STUNTS Target 1 Target 2.5 Target 3.5 Target 4.5
: . -Toss Chair -Toss Hands Press
SingleBase | FOXWCMr | WewOar | o anc
Back on Ankles or Wrists P P -Extension and Higher | -Extension and Higher
Single Base -Pop Down -Pop Down crai - .
DISMOUNTS Straight Cradle | -Straight Cradle Shdihiee SRR
. . -Full-up Extension and
-1 -
-Shoulder Level and _Sﬁal;phlzruep Slngle]engtﬁ?tli'(le_:berty Higher
Two Man Base Lower Extegsionp 15 up to Li(-lqae rty and -Two Stunt Sequence
Back on Ankles or Wrists -Press Extension : P . (Two Different Stunts),
- 2 up Extension Higher

Liberty and Higher

Three Man Base
Back on Ankles or Wrists

-Shoulder Level or
Lower
-Press Extension

- %2 up Prep
-Straight up
Extension
- 2 up Extension

-Two Stunt Sequence
Liberty and Higher
- 2 up to Stretch and

-Full-up Liberty and
Higher
-Three Stunt Sequence
(Three Different

Higher Stunts), Liberty and
higher
S -Pop Down -Pop Down

DISMOUNTS Straight Cradle _Straight Cradle -Single Twist Cradle -Double Twist Cradle

. -Toss Hands/Walk-Up
Co-ed Stunts T<2§rso'sl'so<a'1r;)irch -Toss Hands -Toss Hands Hands Press up
Guy as the only base “Walk-up Chair -Walk-up Hands -Walk-Up Hands extension and Higher

Co-ed -Pop Down -Pop Down o . o .

DISMOUNTS _Straight Cradle _Straight Cradle Single Twist Cradle Single Twist Cradle

Below are examples that judges will look for in stunts; however, stability, form, fluency & height are
considered in every skill.

Stability

* Flyers: How quick the flyer locks out their standing leg in stunt, how they push off the
bases shoulders to get stunt up quick, keeping correct body position throughout while
lifting up at all times, holding trick leg stable, arms tight in accurate motion or to side.

* Bases: Limited moving or not at all, grips, use of legs and arms, arms locked out in
extended stunts, transitions are controlled and definite.

Form

* Flyers: Toes pointed, the level of the trick leg, keeping the correct body position w/
hips & shoulders in line, head above hips w/ feet together in cradles, arms tight in a
motion or to the side.
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* Bases: Back straight, stunt is position where they can see it, stomach tight while
building, locked out arms for extended stunts, the use of their legs and catching high
while cradling.

Fluency
* Flyers: Completing each trick before going on to another trick with smooth, but

definite transitions.

e Bases: Coordination and timing with other base(s) with smooth, but definite
transitions.

Height
* Flyers: Riding the cradle or stunt to the highest level possible, lifting their chest at
all times, hips up and over for full twist cradles, etc.

* Bases: The use of their legs and extension of their arms, keeping the back straight.
Target 1 (0,1, 1.5) / Beginnin Below Average
Difficulty

Single Base: Post-up chair or post-up torch with pop down or straight cradle.

Two Man Base: Shoulder level stunts; thigh stand, prep, & press extension w/ pop
down or straight cradle.

Three Man Base: Shoulder level stunts; thigh stand, prep,& press extension w/ pop
down or straight cradle.

Co-ed: Toss toe touch, toss chair, walk-up chair w/ pop down or straight cradle.
Execution- Having no variety or creativity, simple transitions, unsteady, shaky, poor to
fair technique & execution.

Target 2.5 (2, 2.5, 3) / Intermediate /Average

Difficulty

Single Base: Walk-up chair or walk-up torch with pop down or straight cradle.

Two Man Base: 1/2 up prep, straight up extension, 2 up extension w/ straight cradle.
Three Man Base: 1/2 up prep, straight up extension, 2 up extn w/ straight cradle.
Co-ed: Toss or walk up hands with pop down or straight cradle.

Execution- Transitions, if any, are slow moving with minimal variety or creativity. May
be unsteady or shaky at times, fair to good technique and execution.

Target 3.5 (3, 3.5, 4)/ Advance / Above Average

Difficulty

Single Base: Toss chair, toss hands, or extension and higher w/ single twist cradle.
Two Man Base: Single stunt, liberty & higher, 2 up liberty or higher w/ single twist
cradle.

Three Man Base: 2 stunt sequence, liberty & higher,2 up stretch & higher w/single
twist cradle.
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Co-ed: Toss hands or walk-up hands w/ single twist cradle.
Some transitions w/ some variety or creativity. Sturdy w/ good to
excellent technique and execution.

Execution-

Target 4.5 (4, 4.5, 5)/ Elite / Superior

Difficulty

Rev. 05/02/2009

Single base: Toss hands press extension and higher and extension and higher with
single twist cradle.
2 man base: Full-up extension and higher with double twist cradle. Two stunt
sequence with two different stunts, minimum liberty with double twist cradle.

3 man base: Full-up liberty and higher with double twist cradle. Three stunt sequence
with three different stunts, minimum liberty with double twist cradle.

Co-ed: Toss or walk-up hands press extension and higher with single twist cradle.
Execution- Executes extended level stunts w/ smooth, controlled, and stable transitions
and shows variety and creativity w/ excellent to superior technique and execution. Top
person’s arms and legs, when applicable, are tight and in the right position, locks out leg
quick while lifting up w/ toes pointed during tricks and cradles. Bases have locked out
arms at the top, have correct grips and make no unnecessary movements.

Pyramids Target 1 Target 2.5 Target 3.5 Target 4.5
_Toss Chair -Toss Hands Press
Sinale Base -Post-up Chair | -Walk-up Chair -Toss Hands Extension
Back on Ankles or Wrists Post-up Torch | -Walk-up Torch EXti?;;?:rand -Extension and Higher
Single Base -Pop Down -Pop Down cbrai o .
DISMOUNTS | -Straight Cradle | -Straight Cradle | ~>t@ight Cradle [ -Single Twist Cradle
-1 = o i
-Shoulder Level /2 up A -Single Stunt, sl u(;) E.Xt E nsion
and Lower “Straight Up | - ety and Higher e nltgnes
Two Man Base _Press Extension _ 2 up to Liberty -Two Stunt Sequence
Back on Ankles or Wrists Extension - Y2 up ang Hiaher (Two Different Stunts),
Extension 9 Liberty and Higher
- Y2 up Prep ) . .
-Shoulder Level -Straight up e StL.mt Ful up_leerty
: Sequence Liberty and Higher
Three Man Base or Lower Extension :
Y T and Higher -Three Stunt sequence
ack on Ankles or Wrists -Press - 2 up g
Extension Extension - 2 up to Stretch | (Three Different Stunts),
and Higher Liberty and Higher
Two-Three Man -Pop Down -Pop Down , : .
DISMOUNTS | -Straight Cradle | -Straight Cradle | ~~"9/¢ TWist Cradie | - -Double Twist Cradle
-Toss Hands /Walk-Up
-Toss Chair -Toss Hands -Toss Hands Hands Press up
Co-ed Stunts -Walk-up Chair | -Walk-up Hands | -Walk-Up Hands extension and Higher
Guy as the only base
Co-ed -Pop Down -Pop Down . . . .
DISMOUNTS | -Straight Cradle | -Straight Cradle | ~~"9/¢ Twist Cradle | - -Single Twist Cradle
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CRADLES: All Pyramids must remain connected for the dip or pop of the
dismount

A team of 11 or less members will need one side of the pyramid with a brace stunt
to make majority. A team of 12 or more members will need two sides of a
pyramid with a brace stunt to make majority.

Target 1 (0,1, 1.5) / Beginnin Below Average

Difficulty— Combination of shoulder level and lower stunts and press full extension with
a pop down or straight cradle.

Execution— Below average quality with poor to fair technique and execution. Having
no variety, creativity, or transitions and unsteady or shaky.

Target 2.5 (2, 2.5, 3) / Intermediate /Average

Difficulty—Combination of preps, straight up extension, 2 up prep, Y2 up extension
with a pop down or straight cradle.

Execution— Average quality with fair to good technique and execution. May be
unsteady or shaky at times, simple transitions with minimal variety or creativity.
Straight basic cradles, may have half or single twist cradles.

Target 3.5 (3, 3.5, 4)/ Advance / Above Average

Difficulty— Combination of liberty and higher or %2 up liberty and higher with a single
twist cradle. Lib to lib tick tock, lib to hitch tick tock w/ single twist cradle. Single base,
minimum extension straight to the top with straight cradle. Co-ed, toss or walk up
hands with single twist cradle.

Execution — Above average quality with good to excellent technique and execution.

Target 4.5 (4, 4.5, 5)/ Elite / Superior

Difficulty— Combination of liberty and higher skill variation with double twist cradle.
Single base, extension and higher w/ single twist cradle. Co-ed, toss or walk-up hands
press extension and with single twist cradle.

Execution— Superior quality with excellent to superior technique and execution.
Executes pyramid sequence with smooth and controlled transitions, which shows
creativity and variety.
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STANDING TUMBLING
Target 1 Target 2.5 Target 3.5 Target 4.5
_Consecutive Back | Lo (2) Different
T T~ Consecutive Advance
STANDING | Rolls -Standing ome Jurme Jumps with a Back
TUMBLING -Front or Front or Back (excludin P Handspring
Back Handspring \exclucing -Standing Tuck
beginning jumps) .
Walkovers with a Back -Standing Back
Handspring Handspring Tuck

Target1(0,1,1.5

Beginnin

Below Average

Difficulty- Rolls and front or back walkovers.
Execution— Below average quality with poor to fair technique and execution.

Target 2.5 (2, 2.5, 3) / Intermediate /Average

Difficulty— Standing back or front handspring.
Execution— Average quality with fair to good technique and execution.

Target 3.5 (3, 3.5, 4)/ Advance / Above Average

Difficulty— Consecutive back handsprings or one jump, excluding beginning jumps, in
the front or the back a standing back or front handspring.
Execution — Above average quality with good to excellent technique and execution.

Target 4.5 (4, 4.5, 5)/ Elite / Superior

Difficulty— Teams must execute two (2) different consecutive, advance jumps
(consecutive toe touches, pike, double nine, etc.) or an around the world connected in
front or back of a back or front handspring or higher skill.
Execution— Superior quality with excellent to superior technique and execution.

Legs are closed and tight in back handsprings with locked arms and pointed toes.
Landings are tight with feet together and arms into the body. You will see good height
in tricks in which they set using their arms and keeping chest up as their hips rotate

over their chest. No unnecessary movement or steps.
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RUNNING TUMBLING
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Target 1 Target 2.5 Target 3.5 Target 4.5
RUNNING -Cartwheel -Round Off Back _
TUWLING -Round Off w/ | -Round Off Back Handspring(s) Hanlzgu:;g OI;chI?(':Il'(uck
or w/out jump Handspring -Round Off Back al::'md ai her
-Aerial Tuck 9

Target 1 (0,1, 1.5) / Beginning / Below Average

Difficulty — Cartwheel, round off with or without a jump, aerial.
Execution — Below average, with poor to fair technique and execution.

Target 2.5 (2, 2.5, 3) / Intermediate /Average

Difficulty - Round off Back Handspring.
Execution — Average, with fair to good technique and execution.

Target 3.5 (3, 3.5, 4)/ Advance / Above Average

Difficulty- Round off back handspring(s) and Round off back tuck.

Execution — Above average quality with good to excellent technique and execution.

Target 4.5 (4, 4.5, 5)/ Elite / Superior

Difficulty - Round off back handspring, back tuck, whip back, layout, x-out, half and

full.

Execution — Superior quality with excellent to superior technique and execution. You
may see strong running sequences with layout, x-out, half, and/or full. The rhythm will
be quick and smooth. Landings are tight with feet together and arms tight to the body.
Legs are closed and tight in back handspring with locked arms and pointed toes. You
will see good height in tricks in which they set using their arms and keeping chest up as

their hips rotate over their chest. No unnecessary movement or steps.
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BASKETS
Baskets Target 1 Target 2.5 Target 3.5 Target 4.5
-Toe Touch -Two Trick -Any Trick -Any Trick
With or -Pike Combination -Two Trick
Without a -Kick (Double Toe Touch, Combination
-Ball Out Pike X-Out, Kick- (Single Twist Cradle)
Front X
Kick, etc.)
- 12 up trick
Cteai Cheai -Single Twist -Double Twist
el Szt Sillignt (Before or After Trick) | (Before or After Trick)
Target 1 (0,1, 1.5) / Beginnin Below Average

Difficulty- Toe touch, pike, kick, ball-out.
Execution — Below average quality with poor to fair technique and execution. Legs will
be non-inverted, below waist level.

Target 2.5 (2, 2.5, 3

Intermediate /Average

Difficulty- Two trick combination (e.g. double toe touch, pike-x-out, kick-kick, etc.) and
2 up trick (e.g. 2 up toe touch).
Execution —Average quality with fair to good technique and execution.
Legs should be at least waist level.

Target 3.5 (3, 3.5, 4)/ Advance / Above Average

Difficulty- Any trick with a single twist before or after.
Execution — Above average quality with good to excellent technique and execution.
Legs should be at waist level or inverted.

Target 4.5 (4, 4.5, 5)/ Elite / Superior

Difficulty- Any one trick with a double twist cradle or a two trick combination with

a single full.

Execution —Superior quality with excellent to superior technique and execution.

Legs should be at waist to inverted with nice form and fast leg and arm motions. Bases
will use their legs and follow through with their arms. They will catch cradles high with
no unnecessary movement. Top person will stand up quick off the baskets and hit a
touch down motion with a tight body (feet/legs together, toes pointed) as they ride to
the top and then hit their trick. You will be able to see each part of the basket: the
ride, the trick and the cradle. Each part will be sharp and quick but executed
individually. Toes will be pointed and chest lifting up throughout trick. Head should not
go below hips on the cradle and arms will be tight to the side until the catch.

Depending on size of team, you will see at least two baskets going at the same time

with excellent to superior.
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DANCE

Must consist of two consecutive eight counts.

Target 1 (0,1, 1.5) / Beginning / Below Average

Difficulty— Beginning motions/dance moves at a slow pace. No variety & creativity
with no level or formation changes. Transitions obvious, and do not include footwork or
body movement.

Execution - Below average quality with poor to fair technique and execution.

Target 2.5 (2, 2.5, 3) / Intermediate /Average

Difficulty—Intermediate motions/dance moves executed at an average pace. Minimal
variety & creativity with minimal level and formation changes.
Execution- Average quality with fair to good technique and execution.

Target 3.5 (3, 3.5, 4)/ Advance / Above Average

Difficulty— Advance motions/dance moves executed at an above average to fast pace.
Incorporating some variety of levels, visual effects, formation changes with some
footwork and body movement.

Execution- Above average quality with good to excellent technique and execution.
Motions/dance moves have some variety & creativity and has consistent & accurate
placement. Creative dance moves with good level changes. Fun to watch.

Target 4.5 (4, 4.5, 5)/ Elite / Superior

Difficulty—Advance motions/dance moves executed at a fast pace. Creative dance
moves with multiple level and formation changes to create visual effects.

Execution- Superior quality with excellent to superior technique and execution.
Members demonstrate motions/dance moves with rhythm, variety & creativity and has
consistent & accurate placement with crisps motion-to-motion transitions. Transitions
are smooth and include footwork and body movement. Very entertaining and fun to
watch.
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Routine Choreography

TIMING/SYNCHRONIZATION: The overall timing and synchronization throughout
the routine. Includes everything from dips to cradles, to the motions for the top people
in a stunt sequence, to preps of jumps.

SPACING/FORMATIONS: The use of floor space, variety of formations, accuracy of
spacing between each person and row, and watching of center.

TRANSITIONS/FLOW OF ROUTINE: The way the routine moves from one section
to another. Includes the choreography of how each section of the routine is blended
together and how the cheerleaders move from one section of the routine or from one
formation to another.

CREATIVITY: Different and new ideas with variety of skills. Good use of team skills
that make the routine visual and appealing to the crowd.

Routine Execution

VOICE/PROJECTION: Fluent, loud, understandable, not sing song like, and constant
throughout routine. Having a variety of pitch without going too high or too low that
emphasize key words such as school mascot, school name, school colors, the end of a
cheer, etc.

EXPRESSION/SHOWMANSHIP: Genuine, natural smiles and facials using good eye
contact with the whole crowd. Showing spirit, pride and confidence while having fun
with the performance. Judges may take off for overselling, sticking tongues out,
excessive winking, excessive puckering of lips, and licking of the lips.

CROWD LEADERSHIP: Showing spirit, pride and confidence in leading the crowd to
interact and respond to a sideline or cheer with the use of signs, megaphones, poms,
etc. It's how you go about leading the crowd and not who has the loudest fans.

Overall Performance
OVERALL CONSTRUCTION & PERFORMANC E OF ROUTINE: The overall

performance of all the categories required, taking into consideration difficulty and
execution.
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