2022-23
RECREATIONAL CHEER



What is recreational (rec) cheer?

e Traditionally, a rec cheer team was affiliated with, reported to, and governed
by an organization such as the following: YMCA, Boys & Girls Club,
Community Youth Organization, Pop Warner, City/Country Parks and
Recreation Program or any other community run program NOT associated
with a school or an All Star program. At least half of the team was required to
have cheered for a sport within these organizations.

*more recently, teams are no longer required to be affiliated



DSCA Recognized rec divisions: 2 types

e Performance: is defined as a Rec division where teams typically have a main
focus of competition. Teams in these divisions often practice more, have

competition practices and/or compete on a regular basis.
o Routines must consist of Music. Routine Max: 2:30 minutes

e Traditional: is defined as a lower commitment and/or entry level competitive
rec division. Teams in this division often practice less, focus on cheering for

athletic teams and/or compete very sporadically
o Routines must consist of Cheer & Music combination. Routine Max: 2:30 minutes Music Max:
1:30 minutes

DSCA will not differentiate between Affiliated/Non-affiliated



DSCA recognized Rec Divisions Cont'd

Each Rec division type (Performance/Traditional) will also be divided based on:

e Age
o 6&under, 8&under, 10&under, 12&under etc...
o Level

o Performance: levels 1-4
o Traditional: Levels 1-3



BUILDING QUANTITY

CHART

Performance Rubic: Building

#OF
ATHLETES

MAJORITY | MOST
e Same as/comparable to All Star Elite Rubric For levels 1-5,Jr6 [ ,, | , | |

s as| 1 |

3.0-3.5| BELOW | Skills performed do not meet Low range reguinement 3.0-3.5| BELOW |Skills performed do not meet Low range requirement
16-19 2 3
35-4.0 Low 4 different level kK R 2 different level appropriate skills and 2 structures performed
appropriate skills performed by Most of the team 35-4.0| LOwW by Most of the team
20-23 3 4
4 different level appropriate skills performed by Most of the team, 3 different level appropriate skills and 2 structures performed
4.0-45| MID |4 r hich is Elite level appropriate 40-45] MID |} Mast of the eam
24-30 4 B
4 different level appropriate skills performed by Most of the team, 4 different level appropriate skills and 2 structures performed
45-5.0] HIGH 13 of which are Elite level appropriate 45801 MG by Most of the weem
31-36 ] il

DIFFICULTY DRIVERS TOSS DIFFICULTY

= Degres of difficulty

= Percent of team participation (Maximizing stunt groups based on the number of athletes)
= Combination of skills (level and nondevel appropriate)

= Pace of skills performed

4.0 |Lessthan a Majority of the team performs a toss

4.5  |Maijority of the team performs a level appropriate toss

5o |Majoriy of the team performs a level appropriate tass rippled or synchronized in
N the same section




Performance Rubric: Tumbling

e Same as/comparable to AS Elite L 1-5, Jr6. (6under/8under have same
exception as tiny/mini in AS Elite

TUMBLING/JUMP
QUANTITY CHART

DIFFICULTY DRIVERS

JUMP DIFFICULTY
JUMPS MUST USE A WHIP APPROACH TO BE CONSIDERED CONNECTED.

# OF ’
ATHLETES| MAJORTTY | - MoOST . De?w:dﬂmlv Sz
« Percent of team participal
X 4
3.5 |Skills performed do not meet 4.0 requirement 5.7 2 i « Combination of
+ Synchronization of passes
4.0 | Most of the team performs 1 advanced jump g9 s i * Variety of passes
10-15 3 7 )
Mos! of the team performs 2 connected advanced jumps. Must be synchronized and include a
P ot 1619 [ 8 s JUMPS
B6U/8U: Most of the team performs 2 advanced jumps must be synchronized, but DO NOT need 1o
Déconvpacid o inchuda & variey: 20-25 | 10 13 * Variety- uwzum;mmqmmjmmmm
Most of the team 3 Jumps or 2 jumps, plus 1 legs doesn’t constitute as variety. (Le. left/right hurdler]
i jump. Must be sy and include a variety. 8- | a4 1 » Jump skilis must tand on feet to be considered level awusnmw
BU/BU: Most of the team performs 3 advanced jumps must be synchronized, but DO NOT need to recene difficulty credit (Le. jumps that land on knee(s) or seat. etc. would
be connected or include a variety. 31-38 3 18 ot count).

e e e o
3.0-3.5| BELOW |Skills performed do not meet Low range requirement STﬁNDlNG TUMBLjNG DlFFlCULTY

In an effort to reduce the number of Standing Tumbling passes performed

35-4.0] LOW |Most of the team performs a level appropriat = 2 PR :
g e . 2 inL1- L4, the following criteria will be used when awarding higher scores
within a range:
40-45| MID |Majority of the team performs the same level appropriate pass which must be synchronized from initiation of the pass * Degree of Difficulty of the passes
» Variety of Passes
45-50| Hign |Mestoftheeam the same level pass which must be synchronized from inftiation of the pass, plus * Satisfles or exceeds: the quaniity requirement Ltilizing igrouped or
’ . Majority of the team perfs an level pass synchronized passes




Tumbling continued:

RUNNING TUMBLING DIFFICULTY

3.0-35

BELOW

Skills parformed do not meeat Low range requirement

35-40

LOW

Less than a Majority of the team performs a level appropriate pass

4.0-45

MID

Majority of the team performs a level appropriate pass

45-50

HIGH

Most of the team performs a level appropriate pass

Y,
37 S oy AP

ADDITIONAL INFORMATION

* L1 - L4 Standing Tumbling - Same level appropriate synchronized pass
cannot be used to fulfill Majority pass requirement.

+ Tumbling passes must land on feet to be considered level appropriate
and receive difficully credit (Le. jump 3/4 front flip to seat, back hand-
springs which lands in a prone position, etc. would not count).

+ Jumps within a pass will not break up the pass (iL.e. Toe Touch-BHS-Toe
Touch-BHS is 1 pass in L3).

+ T-Jumps are not considered a jump and will break up a pass into two
separate passes.

* L2 - Mo skills out of a RO that are ILLEGAL in L1 will count for level
appeopriate credit.

+ L3 - No skills out of a BHS step out 12 tum that are ILLEGAL in L2 will
count for level appropriate credit.

# L4 - Punch front forward roll will not count for level appropriate credit.




Performance: Tecnique

Execution: range is 3.5-5.0
and will utilize the driver
system to determine

deductions for technique.

35-50

Athletes are

Xpx to i when

g each skill. A team’s execution will be determined by all athletes performing the skill.

+ Scores will start at a 5.0 and may be reduced by .1. .2 or .3 based on the lack of technical execution of each driver
+ .1 - Minor technique issues by the team, not just 1 athlete in Tumbling/Jumps or 1 athlete in Stunts/Pyramid,/Tosses

+ .2 - Multiple technique issues by the team

+ .3 - Widespread technique issues by the team

+ No more than .3 will be taken off for a single driver.

« Stylistic differences will not factor into a teams’ Execution score.

* .3- 3 or more errors (Bobbles* *, Building Falls, and/or Major Building Falls)

*Teams that do not perform at least 1 level appropriate skill/transition by 2 or more groups in Stunts and Pyramids will
receive 3 off for
**Bobbles - Stunt/Pyramid skills that almast fall, but are saved. This does not include omitted skills.

TOSS DRIVERS
Each driver may but is not limited to, the below examples:
Body control = Body control
* Uniform flexibility = Consistent mcmmnn(skl\wnck
Top Person « Motion placement Top Person + Legs straight/toes pointed
» Legs straight/locked and toes pointed « Arm placement
= Stability of the stunt = Using arms/legs to throw together
Ba: + Solid stance Ba: = Solid stance
. * Positione width apart e *+ Positi width apart
+ Feet stationary = Timing
_ M E“"’"-'S Height + Relative to the size of the athletes performing the toss
. Speed/wnlmlfﬂw from skill to skill + Arms up to catch high
* Legs used to absorb catc
* Timing Cradle = Group positioned no mumman shoulder width apart
. - " o * Controlled
Obvi Mistak + 2- 2 emors (Bobbles* *, Building Falls, and/or Major Building Falls)

= .3 - Building Falls, and/or Major Building Falls

Teams with only 1 toss wil

always receive 3 off for each driver, regardiess of the severity of the issue.

+ Finished pass,/skill

STANDIN NING TUMBLING DRIVERS JUMP DRIVERS
Each driver may include, but is not limited to, the below examples. Each driver may but is not limited to, the below examples:
+ Arm placement into a pass/skill * Consistent, entry
+ Swi Approach -
st piacement + Swing/prep
+ Flow from skill to sl n a pass
Arm Placement * Arm position within jump(s)
Speed : gmssu:nl or |ru:masﬁ§|mu§| pass/skills
nnection of pass/: « Straight legs
T a— e
* Arm/s| ment in ski i i
Leg Placement * Hip placement/rotation
Body Control + Hips .
. Legplaaemem in skills *+ Hyperextension
= Pointed toes = Height
; Cogtralles Legs/feet together
Landings : Lcﬁ%f&?ﬁﬁ%“ Landings + Chest placement




Performance DCCA Scoresheets

Building Judge : (Level 1 skill restriction: no tosses)

Level 1

- orrcun o o o
__ - SCORE SCORE STUNTS 30-50 15-50 10

STUNTS 10 T
PYRAMIDS 10

10 4.0-5.0 35-50
PYRAMIDS TOSSES 10
BUILDING CREATIVITY 2.5 BUILDING CREATIVITY | 2.5
TOTAL 22.5 TOTAL 32.5




Performance Score Sheets cont'd:

Tumbling Judge: All Levels

DIFFICULTY EXECUTION TOTAL TOTAL MAX

— SCORE SCORE

STANDING TUMBLING | | 10
RUNNING TUMBLING | | 10
JUMPS 10
totAL 30




Performance Score Sheets cont'd:

Overall/ Crowd Leading Judge: All Levels

—|CHANT 5
¥ UoicE X
DANCE 10
ROUTINE COMPOSITION | 10
PERFORMANCE 10
TOTAL 37.5




Traditional Rubric: Building

e Same as/Comparable to All Star Prep

BUILDING QUANTITY
Notice the omission of SIERESIEREE CHART il 7 sl n

NUMBER OF GROUPS
# OF
; ; 30-35| BE i : ATHLETES | wjormy | most
H0-3.5| BELOW | Skills performed do not meet Low range requirement 3.0-3.5| BELOW | Skills performed do not meet Low range requirement
Tosses in the rubric.
5-11 1 1
Tosses are NOT permitted _ - 12-15 1 2
35-40| LOW |4 different level appropriate skills performed by Most of the team
35.40| Low |2ditferent level appropriate skills and 2 structures performed
16-19 2 3 - by Most of the team
In the Traditional Rec oo - .
20.45] wp |4 diferent level appropriate skalls performed by Most of the team,
0 -4 1 of which is Elite level appropriate
L 4-30 4 5 40.45| wp |3different level appropriate skills and 2 structures performed
division. 0-4. By Most of the team
31-36 5 6
DIFFICULTY DRIVERS ADDITIONAL INFORMATION
. D of iffculty Skills that are not required to be synchronized may be ive to meet a
+ Percent of team participation (Maximizing stunt groups based on the number of athletes) difficulty requirement.
= Combination of skills (level and non-level appropriate)
+ Pace of skills performed Stunt Skills will only receive full credit if they show control through the pop or
to another skill
BODY POSITIONS

* Lib and platform are not considered body positions.
= Body positions include: Stretch, bow and arrow, arabesque, scale, scorpion.




Traditional Rubric: Tumbling

TUMBLING/JUMP DIFFICULTY DRIVERS
QUANTITY CHART

e Same as/comparable to AS prep
JUMP DIFFICULTY

JUMPS MUST USE A WHIP APPROACH TO BE CONSIDERED CONNECTED.

# OF + Degree of difficulty
ATHLETES MAJORITY | MOST + Parcent of tsam participation
. . Combination of skills
35 |Skills performed do not meet 4.0 requirement ;
5.7 2 4 » Synchronization of pagses
+ Variety of passes
40 |Most of the team performs 1 advanced jump o 3 "
10-16| 6 1 JUMPS
Most of the team performs 2 connected advanced jumps. Must be synchronized and include a
45 ’ 16-19 B 9 ) i ) St
61)/8L: Most of the team performs 2 advanced jumps must be ynchronized, but DO NOT need to -mm%'%mmjwmmm
be connécted of include a variety. 20.95 10 13 . fle. !
+ Jump skills must kand on feet to be considered level appropriate and
/\ 26-30 14 16 receive difficulty credit (Le. jumps that land on knee(s) or seal, ete. would
not count).
-3 | 15 i8 « Basic Jumps: Spread Eagle, Tuck Jump
» Advanced Jumps: Pike, Right/Laft Hurdlers (front or side), Toa Touch

**Note the 4.5 range requirements




Traditional Rubric: Tumbling Cont'd

e Same as/Comparable to AS prep

STANDING TUMBLING DIFFICULTY

3.0-3.5| BELOW |Skills performed do not meet Low range requirement

35-40( LOW |Most of the team performs a level appropriate pass

40-45| MID |Majority of the team performs the same level appropriate pass which must be synchronized from initiation of the pass

RUNNING TUMBLING DIFFICULTY

3.0.3.5| BELOW |Swills parformad do not meet Low range requiremant

35-40| LOW |Lessthan a Majority of the team performs a level appropriate pass

40-45| MID |Majority of the team performs a bevel appropriate pass

ADDITIONAL INFORMATION

» Tumbling passes must land on feet to be considered level appropriate
and receive difficulty credit (Le. jump 3/4 front fiip to seat. back hand-
springs which lands in a prone position, etc. would not count).

* Jumps within a pass will not break up the pass (Le. Toe Toueh-BHS-Toe
Touch-BHS is 1 pass in L3).

* T-Jumps are not considered a jump and will break up a pass into two
separale passes.

# L2 - No skills out of a RO that are ILLEGAL in L1 will count for level
appropriate credit.

# L3 - No skills out of a BHS step out 12 turn that are ILLEGAL in L2 will
count for level appropriate credit.




Traditional Rubric:
Overall

Key difference from performance Rec
Is the emphasis on cheer execution

and crowd leading utilizing spirit props.

JU 0T

BUILDING CREATIVITY

20-25

Building skills incorporate visual, unique or innovative ideas.
This includes level and non-level appropriate skills.

This may include: Entries » Transitions » Dismounts « Clarity « Flow

ROUTINE COMPOSITION

A team’s ability to demonstrate the following throughout the routine:
Precise spacing = Formations « Transitions.
This also includes innovative, visual and intricate ideas, as well as, any additional skills performed to enhance the overall appeal.

A team’s ability to demoenstrate a high level of energy and entertainment value which may incorperate:
Visual elements « Variety of levels « Formation changes + Footwork + Floorwork = Partner work

This also includes: Technigue + Perfection + Synchronization + Pace

A team's ability to demonstrate high levels of energy and excitement while maintaining genuine enthusiasm. This will include appropriate athletic impression throughout
the routine.

CHEER MOTION EX

40-50

ECUTION

A team's ability to demonstrate clean motions with strength, precision, and timing.

VOICE

20-25

The chant can be performed over top of the music, to a backbeat, or with no backgr music, The words of the chant may not be pre-recorded and must be said only by
the athletes on the performance surface. The pace of the chant should be practical and easy to understand, Judges will be scoring voice projection, inflection, flow, and
clarity of the chant.

OVERALL CROWD E

9.0-10

FFECTIVENESS

The team's ability to lead a crowd through use of varbal commands in call and response stybe cheer, supported by proper use and timing of skills 1o
support crowd engagement. Team's should demonstrate high levels of energy and positively p their ion within their cheer

L

PROPER USE OF SIGNS, POMS, OR MEGAPHONES

20-25

The team's ability to use props to enhance crowd engagement.




Traditional Rubric: Technique

Execution will be

3.5-5.0 and will also

Utilize the driver system

For deduction.

35-%0

Athletes are expected 10 excellent when

each skill. A team's execution will be determined by all athletes performing the skill,

= Scores will start al a 5.0 and may be reduced by .1, .2 or .3 based on the lack of technical execulion of each driver

= .1 Minor technique issues by the team, not just 1 athlete in Tumbling/Jumps or 1 athlete in Stunts/Pyramid/Tosses
* .2 - Multiple technique issues by the team

= .3 - Widespread technique issues by the team

= No more than .3 will be taken off for a single driver,

* Stylistic differences will not factor into a teams’ Execution scofe.

STUNT/PYRAMID DRIVERS
Each drivor may includs, but is not Nmited to, the bolow axamples:
- G o
Top Person . MWplmm:?\t
* Legs straight/locked and toes pointed
. Stnbls?ael the stunt
Bases,/Spotte * Solid stance
* Positi ‘shoulder width apart
* Feet stationary
= Enl.r\cs
Transitions * Dismou!
v Spemmnlmlmm from skill to skill
Synchronization® * Timing
* 2.2 errors (Bobbles* ™. Bui Falis, and/or Major Building Falls)
Obvious Mistakes |, 3.3 or move errors lsowafmaulau Fails, ar':;u Major hdidln],FulsJ

*Taama that do Hot perfonn

AL I0ST 1 Vel BOOODAID SKITraNSIbON Dy 2 Of MRS OUPS N SINES Bnd Pyramias will

o reonive .3 off for Synchronazation.
= Bobbles - Stunt/Pyramid skilis that almost fall, but are sanad, This Soes nit include omitted skills.

STANDING/RUNNING TUMBLING DRIVERS JUMP DRIVERS
Each driver may include, buit Is not limited to, the below examples: Each driver may include, but is not limited to, the below cxamples:

= Arm placement into a pass,'skill = Consistent, entry
Approach e et s Swing/reen

= Flow from skill to skill in a pass.

Amm P = Arm position within jump(s)
¢ msistem oélma;a“s]!‘hmﬂi pass/skills
MACHIOROF Py « Straight legs
Head .
o : mm/ idﬂ:noerrml in skills Leg Pk . m;l;m ke ‘rotatior
Control i * Hyperextension

2 l,'z‘mmml Inskills « Height

* Controlled

= Legs/Teel logether = Legs/feet together
Landings : Cnest placement Landings « Chest placement

. lnoonwufta/wm skills
Synchronzation® | = Timing ¥ *:Timing




Traditional Rec DCCA Score sheets

Building/Overall Judge:

DIFFICULTY EXECUTION

TOTAL
SCORE

TOTAL MAX
SCORE

30-a5 35-50

TOTAL

STUNTS 9.5
PYRAMIDS 9.5
ROUTINE COMPOSITION 10
BUILDING CREATIVITY 2.5

31.5




Tumbling/Overall Judge:

Traditional Score sheets cont'd

DIFFICULTY  EXECUTION

TOTAL
SCORE

TOTAL MAX
SCORE

30=-45

3.5=50

STANDING TUMBLING 9.5
RUNNING TUMBLING | | 9.5
JUMPS 9.5
DANCE 10
PERFORMANCE 10

TOTAL

48.5




Traditional Score sheets cont'd

Crowd Leading Judge:

DIFFICULTY TOTAL TOTAL MAX
SCORE SCORE

CHEER MOTION EXECUTION | 5
VOICE o 2.5
OVERALL CROWD 10
EFFECTIVENESS
PROPER USE OF SIGNS, 2.5
POMS, OR MEGAPHONES

TOTAL 20




*

INVERSION STYLE RELEASE STVLE DHEMOUNT STYLE OTHER STUNTS
P LEVEL S OO
]
ecC Leve e
:L:--—-a LV :ul:a:un
LEVEL - mumu-mmnhhﬂr EATERIED un-u-:p-
APPROPREATE * SERCH G 0 DN0N RO en.C = % Fmifeed Tasariom 5 SfLow MEF LEvEL = PREPLEVES B REC SR W ERACE
n LBV - = STEP DOWS 2 TVEL 10 PR
» TN TR L * B BOC MEvcm PRES LEVEL LS B0 Ly + & ook It rRou L, | SO - LGt St e LV
ro rlzi e + I POC SELCW FREF LEVES &85 1O BN T SEmATER AT
[ - v
- EOLLOER ST
 COREFGIRTR: OF TR0 (N WCRE LEVEL APPSOPRanE
LS PESORA S 8 ALY
= TRANSITR A B O FREF LEVE L B0 PR
S k' I I . e s aon AT DAt At AT
AFPROPTRATE
» N O SELCW PREP LEVEL 00N RONTON 00 TR PRSI TN B0 PR LENEL, 1 L
I Sl eape—— = X Tononst T ) ey ATLAT T ERACES
[ [
B I I d I n INVERSION STYLE RELEASE STYLE TWISTING DESMOUNT STYLE OTHER STUNTS
u = PR LEVEL 3 LES SR
o N TR PRAASITON W BELOW FREF LEVIL >
g o N TWETTe TRANTOR N P LiVEL * SERALA CRACLE SR EXENSR . e
LEVEL = IAESEIR PRI RO LEVET, 50 SLOW = SEASCH G $0LE PR LEVEL s N FELTRGD TRANETOOR 10 PRSP LSEL DB« STRACHT CORALE FRCHE FEEF LEVEL SO0 . e
APPROPSEATE P LIS = Tl BOC PRSP LEVEL (L8T0 LBy & P = & THREED 0 PRCRE
= INNEITEON PR GROLMD LEWEL PO EP LEVEL = I POC PERLP LEVES (L8 TO BT PO RO = § PTG TRAMETON MO PSS LIVEL BO0W ¢ N MIISTING OSAACUNT FRORS PR O & WAL PSR L EVTL PR ENTENIN
O ATt & CTABSFITI OF Tl (O RACPS (ESs APFSEIFSATE
o TG TR B0 EXTENDED SIS L LS PERSFORAAED) SEVLE WAL
B TV, VRN 1D XN ST
- . = § PTG BE B BO IR OV, 1 LEG STunT
ELITE LEVEL. S et Pl ShuD LBHEL 10/ EXTONRED | v Tk BOE Wl LIVEL O O RO o % FEITID TERAASITIOR PO ERTERCED SRLaT T TRESTRG pARRECN 10 FELP LEMEL | LIS
APPROPSEIATE nad ER TN
* . 1
Note: Traditional Rec LEVEL 3
INVERSION STYLE RELEASE STYLE TWISTING | DEEMOUNT STYLE OTHER STUNTS
FuiLy Tk o iRonal PO P LEVEL
LR 0 PR LWL O BELOW u“mr mﬂ l'..muii
i = Py BEL W PP L EVEL o STRAGT CRADLE Fie0md COTENDED 3 LEG
Does not have Level4 B s QR o oy e A T —
LEVEL : ® BALL L STRADCLE LP ARD/TR BREME B0 . Y i Pesseaton 0 EXTENGED § LEG » FLEL COm: RN SLEPENCED PRESTTD FROAT ISP
- NH-I'IHI-! _!ll‘\!l R UEL LS & i P TPul CVSARCLE T FIRCAR EXTESCED ¥ 8D DO AR
APPROPILATE * DOMMTASND RTINS RO SLOW PR -:z:l;:m!ﬂ’umnmmr = PLEL L B0 PP LEVEL § LES STONT o UL Caoly DR EXTENEROR SWCAE BAAED L LBG EAPERDED STUATS
LEweL I - . R PR
8-y AL . PP mlu:zn_u TRESTING FRANITION 10 PP + SSWLE SAL CRADLE FROM 3 LEG SELNT 288 Hent
o TR OF P RO WIS APPSOPRTE
LS PERORAAED ]
= T N0 FRRF LWL LS TOTERDED SO0
e ‘m\"?"m-"ﬂ' o TRESTRG BRSO W E N AT L LD
CLTELEvEL * SR L 0 P LS O " S Teetirel Treion o CteED 10U anar
APPROPRATE = VEEON 1O EXCTERDED: L ARG A -mwﬂmu’m—ru\um S = ML Mot T S0C.AF PREF LEVEL B T
» PREPLEVEL AL PTG TROCHTION B0 FREF [y
» SELEASE 50 PRSP LEVEL BCOW PORTON FAEL SO FCRETER
LEVEL 4
INVERSION STYLE RELEASE STYLE | TWASTING DRSAMOUNT STYLE | OTHER STUNTS
TAECH L 1D EYTEAERD & LEG ST
LY
 EEYEASET PAVEREERIIY WD PRSP LEVEL DR BELOW :"mm"mmnh - PLILL O RO ENPENED | LED ST . SORS ERTENEAR
LEVEL = B EASED INAERNES: AN PP LEVEL PO MNP = FULL U 0 EXOENSEED 3 LD ST » DOLERS DONPY FRCRA PRLF LEVER = N 3 LEG EXTENCHDY ST
APPROPRIATE s — e . B TR PRANIOR B PR LWL * DELERS DOWY FROAS EXTENDE D STUNT * CERBSSRRCN CF TACH R DR LEVEL, APPSR
* ECMARARS SRR RO PR o P . = e UL PTG DAL L LSO ) SEMLE SANE LR T
* EXTERDED POERTED STUNT mrﬂmmmmwu\nu :n:ﬂmm:oﬂrmulu: . -
.nmrmmrmummum
WDED BOEN POrEON 10 PR = L TSNS PevEScarn: B0 EXTENDED Susd
= B BOC T - L P B = Funy Teriineg T O R Sads B0 P LWL
ELITE LEVEL e N T L TR i I %3 PR L8, B LLEG AT
- A S O FREF LEVEL ““rc-numu T Hidicm = PLLL TESERG S5 UIF STREOCLE Lo ANE T
S ENBERDHEDS ST - SEMECH LI NG PRER LEWEL, BN RN
i lnnm-u.nmw ENTENCED FLLL TSI ERANGTION 10 , W= -1

. SERAOCLE L
RO LG Sl 0 L ST L B0 R LWL, 3 LA TTLNT




Tosses

*Remember! Tosses are NOT allowed in performance L1 or ANY level of Traditional Rec

STRAIGHT RIDE TOSS

BALLARCH = PRETTY GIRL ARCH = PIKE ARCH
KICK ARCH = BALL:X + TOE TOUCH FULL TWIST

. PIKEX » . . BALL FULL + PIKE FULL *+ KICK FULL
BALLKICK + PIKEX + HITCHKICK « SWITCHKICK » DOUBLE TOE TOUCH TOE TOUCH FULL = FULL UP TOE TOUGH « DOUBLE FULL




Tumbling

Performance Rec only

STANDING TUMBLING SKILLS

FORWARD ROLL = STRADDLE ROLL » HANDSTAND = HANDSTAND FORWARD ROLL = FRONT LIMBER
FRONT WALK OVER = CARTWHEEL = BACKWARD ROLL
BACK EXTENSION ROLL + PUSH UP TO BACKBEND » STANDING BACKBEND
BACKEEND KICK OVER » BACK WALKOVER

LEVEL 1

RUNNING TUMBLING SKILLS

CARTWHEEL * FRONT WALKOVER * ROUND OFF + CARTWHEEL BACK WALHOVER
FRONT WALKOVER TO CARTWHEEL/ROUND OFF
CARTWHEEL 1,/2 TURN FRONT WALKOVER » CONNECTED SKILLS -CARTWHEEL/BACK WALKOVER

STANDING BACK HANDSPRING » BACK HANDSPRING STEP QUT
BACK EXTENSION ROLL BACK HANDSPRING + BACK WALKOVER BACK HANDSPRING

LEVEL 2

STANDING TUMBLING SKILLS RUNNING TUMBLING SKILLS

CARTWHEEL BHS * ROUND OFF BHS » ROUND OFF BHS STEP OUT
ROUND OFF BHS SERIES = FRONT WALKOVER TO ROUND OFF BHS SERIES

STANDING BACK TUCK = BHS BACK TUCK * BHS SERIES TO BACK TUCK
JUMP BHS BACK TUCK = JUMP BHS SERIES TO BACK TUCK

LEVEL 3
STANDING TUMBLING SKILLS RUNNING TUMELING SKILLS
AERIALS + PUNCH FRONT + ROUND OFF TUCK » ROUND OFF BHS BACK TUCK
Vit bt ROUND OFF BHS SERIES TO BACK TUCK » FRONT WALKOVER TO ROUND OFF BHS BACK TUCK
FRONT WALKOVER TO ROUND OFF BHS SERIES BACK TUCK
LEVEL 4

STANDING TUMBLING SKILLS RUNNING TUMBLING SKILLS

CARTWHEEL BACK TUCK » ROUND OFF LAYOUT
ROUND OFF BHS LAYOUT/LAYOUT STEPOUT / X-OUT + ROUND OFF BHS SERIES TO LAYOUT
FRONT WALKOVER THROUGH TO LAYOUT « PUNCH FRONT STEPOUT TO LAYOUT
ROUND OFF BHS SERIES TO LAYOUT + ROUND OFF BHS WHIP BHS TO LAYOUT
PUNCH FRONT STEPOUT TO ROUND OFF BHS WHIP BHS TO BACK TUCK
FRONT HANDSPRING PUNCH FRONT
FRONT HANDSPRING PUNCH FRONT THROUGH TO ROUND OFF BHS BACK TUCK/LAYOUT
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