7/28/2020

Officials
Training
2020

HSA

Important Dates

September 1%
» Competition schedules submitted to the GHSA office or online.

October 315t

* Last date allowed for regular season competitions

November 7t
* Region winners determined
* Coed and Single-A Private/ Public Sectional winners determined

November 13t & 14t
* State Competition
* Friday (13%):
* Sectionals for non-Coed; State Championships for Coed & Single A
e Saturday (14th):
 State Championships for 2A through 7A




Need to Know

« All invitational and region tournaments must be run in the
same format as the state tournament

* GHSA will assign the official’s association for all
sanctioned events

* The Booking Agent is responsible for scheduling officials
for a competition

* No unauthorized props may be carried into the competition
area, which includes warm-ups, the music area, or the
competition floor. This is a disqualification for the
competition

* No cell phones permitted at the scoring table, judge’s table,
music table unless playing music

Score Sheet

* Sign your score sheet and make sure your entire name is
legible

» Strike through mistakes only once

* A maximum of 2 mistakes are permitted before a new
score sheet 1s required

* No personal comments on any of the score sheets
* Decimal for EXE scores

7/28/2020
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The J udging Panel
m

Official 1 Scoring jumps, dance, cheer and overall composition
icia
Official 2 ® Assist the Primary Safety Judge in determining violations

and deductions

Official 3

Official 4 ® Scoring running and standing tumbling

Official 5 e Scoring primary partner stunts, secondary partner stunts,
Official 6 and pyramids

-n

e Serves as Primary Safety Judge and will confer with Panel
A
S Official 7 o _
LG e Assist in the counting the number of team members

performing jumps, running tumbling, and standing tumbling

P.3-2

The Judging Panel

HJ and TS may swap seats.

M Mmoo

Panel C | Panel A Panel B

“Floor
Safety

Oppos1te Head Judg

T Floor Safety never walk at back of mat _P'3 2
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Total Team Minus

Used to determine the DOD in jumps, standing and
running tumbling.

If th i
reads...
e e All team members must perform the skill.
e lliaevl s | and/or 2 team members are not required to perform the skill.
el 3 and/or 4 team members are not required to perform the skill.

JnE B R 5 and/or 6 team members are not required to perform the skill.
el g 7 and/or 8 team members are not required to perform the skill.

P.5-1

* Areas for improvement for a team’s
execution (EXE) scores
* All panels should check boxes
* Ensure the boxes you check match your
score
* Assist coaches to improve and
Checkboxes understand why they are receiving an
EXE score
Areas of EXE Improvement
O Landings O Height O Form O Synchronized
O Pointed Toes O Dropped Chest [0 Formation O Arm Placement
O Straight Legs O Timing O Missed Jumps O Legs Not Horizontal
P.5-1
8




Panel A

Jumps, Dance, Cheer, ORC

Jump Definitions

Combo

* Connected jumps without a pause in between
Connected

* No pause, step
Variety

 Jump sequence that involves at least two different
jumps

Panel A- P.5-2

10
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Degree of Difficulty (DOD)

* To max DOD, entire squad must do 3 different
advanced connected jumps

* DOD is not determined by jumps connected to
tumbling

* Tumbling can accompany jumps but will be judged in
tumbling, not jumps

Panel A

11

Team Jumps

 Perform all jumps together
* Ripple or group their jump sequence

* Same sequence: 2 squad can perform 3 connected
advanced jumps; when done or almost done, the other
5 squad can perform the same three connected
advanced jumps

 All jumps must be done in the same combination with the
same jumps

Panel A

12

7/28/2020



7/28/2020

Execution
Areas of EXE Improvement
O Landings O Height O Form O Synchronized
O Pointed Toes O Dropped Chest O Formation O Armn Placement
O Straight Legs O Timing O Missed Jumps O Legs Not Horizontal

» Average what the team does as a whole - all rows and sides
* The front middle typically have the strongest jumper(s)

* Never single out a single jumper or set of jJumpers
* View the entire team as quickly as possible

Panel A

13

Cheer

Cheer Requirements

* Minimum of 3 eight counts of cheer with an
incorporation(s)

* Entire team must participate to be eligible to receive
maximum points

* Athletes must say the words

* Cheer words should be distinct and have a high volume

Cheer Incorporations

* One or more must be incorporated into the cheer to be
eligible to receive maximum points.
* Jumps, tumbling, stunts, tosses, pyramids, or any combination

Panel A — P.5-2

14



Cheer: Tips & Tricks

 All team members are expected to cheer to max out DOD
* Incorporations must be included

* The type of incorporation does not impact the cheer score
 Short chants of an 8-count may limit your score

* Consider: Sharp motions, synchronizations, pace, and
transitions

* Consider: Ability to hear the entire squad saying the
words, focus on the team saying the words, not the fans

Panel A

15

Dance

* Everyone must dance the entire four (4) eight counts
to receive maximum points

* Must have level changes, transitions, footwork, and
floor choreography to max out

* Lifts and rolls are permitted as part of choreography

Panel A — P.5-2

16
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Dance: Tips & Tricks

Requires
* Energy, creative use of music and choreography
* Formation and level changes
Consider
* Motions, synchronization, transitions
* Visual excitement, enthusiasm!
Ask yourself

* Did they sell it, is it memorable, and entertaining?

Panel A — P.5-2

17

Overall Routine Composition

* Innovative, visual, and intricate choreography
* Creative formations and transitions

* Crowd appeal

* Pace/ flow of the routine

* Routine layout

* Use of the floor

* Energy and excitement level

* Enthusiasm and showmanship

* How did the routine make you feel — skills or
choreography that made the routine pop

18
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Panel A

Jumps, Dance,
Cheer, & ORC

Panel A — Jumps/Cheer/Dance/ORC Rubric

DOD 1 1 3

Total Team #- 4 Tots] Team #-2 Totsl Team -0

‘Triple combo of 3 differeat advanced jumps. Must be connected.
Totsi Tesm# -4 Total Tesm# -2 TotaiTeam#-0 |
Doukle

or
jamps with a0 variery
Tots] Team -2 Totsl Team -0

Single or non-comnscted basic jumps

EXE 12 a4 56 78
Below poor .o ou2 and form, vary werage 4 for, 5
form, and fxing Vry 5 | :mmm- \oms_:ei]ll:ip! ‘perfect timing. No missed junps.
clegs, | 1P : Bexed dropped chest, all tes poinied,
fosed o, A bad innd.m:: P | toms, 2ad bad lnciogs | baa lamﬁng; « ::zf::[?‘l;i:.\: il
Cheer
| oD 12 |
Less then majorty sauad nu.sqmm m sam | Mmun— sl slumi |l samw:wmmm Makiple
diste o advanced trasitons
lackang complesity. e bt Very sharp pracie advanced
Slang motions, words ot s2id by | Majority sharp intenmedinte’ Sharp advanced motions, words said | motions, words s2id by enive eatn.
emire tean. advanced motions, wonds said by | by extireteam. ‘Highly crstive andvery visual
Lirtle creativity and lacking visnal | most of e team. Creative mnd visual 4
Mederats creatieiy and somentat
vl
EXE | Poor techuique. poor timing. " od i bave averg . very iz e i
singpy rmsrions mansition zocd imin § | very clean wmsit
ikt i ettt R e e
Vary | with advasced with
mansitions. Few laval [hngel | tansitions and several evel advanced wansitions and several
2y, e crenivity, lacks | Average eversy. M | clanzes. Jevel changes
g visualh craarivty, " s gy | Very oot mergy, cee, Escellet sy, ity coaaie
and somewhat visual otiginal and visual g original very viual
EXE | Dorechaipe poor i, od tming bave v ey i
shoppy trans astvery clean | zood timing very el i, nd
paor taytt formations, average rEythm Homrm ot i srmations. excellent ek
Overall Routine Cumpovmun
Balow sion, | Averag impressi venl Vary ch
routine 2nd iness of soutine, pacing inpressisn. Gvodp):mg svenll impressicn. Excellens
pr—— thaoughon | throughou pacing thranghout
Below e Inyout " s fonduse of | Sol excellent
chareagrapky a gt | aphy with scllsand of | sk of chorengraphy Witk sills amt
e floor space. flocr space | focr space use offloor space
Litia tomo creats fonmations, | Few crastive farmatioms, Soms cremtive formions .
ranstions, no momerts of ransitions, moments of insovatve, | ransitions, Some emovative, vistal, | Innovative, visua, aed inricats
imnovative, vistal,
P choreograghy. levl of sowrey wd [ErTT—— Egan el f gy i
- Below avesags level of snargy, e, vtiaes, wd scitement.
° encitemmens, anthusiaam, and bty aud showmazshup. bl
showmanalip
NUMBER Crass/
SCHOOL g || PaNEL
A
ane =
| Areas of EXE Improvement | score
O Landings O Height OFom O Syncheonized ool
J D O Pointed Toes O Dropped Chest O Formation O Amn Placement
umps, ance, O Straight Legs O Timing O Missed Jumps: 0 Legs Not Horizontal EXE | 8
Decemal of
Cheer, & ORC —
eer, CHEER/CHANT
Areas of EXE Improvement
OCreatve & Vismal 0 Add Motions O Formations O Synchromzation
DOD/
O Transitions O Projection O Energy O velve Total Team EXE | 5
O Sharpress. O Volume O Say Words O Needs More Counts. Decimal of
*  Number on Squad : i
OPxce O Timng DO NoIncorporations O Partial Incorporations
DANCE
e Checkb — f
eckboxes —areas of | T——
im I'OVemeIlt O Creative & Visual O Rirythm O Motions O Synchronization )
p O Formations OChoreograply  OPace O Neads More Counts: EXE |7
o ORC P 1 1 O Energy O Transitions O Level Change: O Knowledge of routine Sl
- ancel A on y O Showmanshup O Intncacy O Involve Total Team S pemined.
° 0 0 OVERALL ROUTINE COMPOSITION
Sign legibly | v o EXE mprovemen
. . OCreauve & Visual  [J Flow/Pace O Use of floor O Synchromzation
- D 1 d f
ecimals permitted for OCowigpal  OCemp  OVasas O chveogaghy | BXE | 7
EXE Dance Cheer O Energy O Innovatrve O Formations O Structre/layout of routine | poimy o
s ) bl O Showmanship O Transitions: T

ORC

P.5-4

SUBTOTAL SCORE

LEGIBLY SIGN YOUR FULL NAME

OFFiciaL 1 OFFICIAL 2
SICNATURE SIGNATURE

20
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Panel B

Running & Standing Tumbling

21

Standing Tumbling

Tumbling skill or series of
skills performed from a
standing position without

any previous forward
momentum.

Any number of steps backward
prior to execution of tumbling
skill(s) is defined as standing
tumbling.

Source: usasf.net

VS.

Standing vs. Running

Running Tumbling

Tumbling skill that is
performed with a running
start and/or involves a step or
hurdle used to gain
momentum as an entry to
another skill.

Any type of forward
momentum/movement prior to
execution of the tumbling skill(s) is

defined as running tumbling.

Panel B — P.5-5

22
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Tumbling Entries

» Watch the entry into the skill

» Cartwheel: Standing tumbling because that is what
initiates the skill

* Round-off: Running tumbling because of the
momentum it generates

A step hurdle into a cartwheel is running tumbling

Panel B — P.5-5

23

Specialty Passes

Running tumbling that contains skills from the following
during the pass.

 Contains possibly: whips, Arabians, front walk-
over/handspring, aerial, or punch front

* Ends: A tuck or higher

Panel B — P.5-5

24
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DOD Tips & Tricks

* Tumbling is not cumulative, needs to be shown in same
sections of the routine

* Know the tumbling skills when performed

* Split the mat with your partner front/back or left/right side
of mat ensure you know the skills performed by the squad

* Ensure both officials are aware of EXE when splitting the mat

* Decide with your partner prior to the competition who will

look for repeat tumblers

* Teams will recycle

Panel B

25

DOD Tips & Tricks

» Keep an eye on the back row and corners for hoppers on
standing tumbling

* Create your own code for the tumbling skills:
e BT=Back Tuck
e S- ROBHST=Squad Round Off Back Handsprings Tucks
* Count tumblers during the running tumbling section;
watch for team members on the sides not tumbling

* Floor Safety will assist with the counting; at times, may be able
to confirm the skill

Panel B

26
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DOD TipS & TriCkS, continued

* After the routine: First you, your partner and the floor
safety determine how many did not tumble

* Determine the highest-level skill, then use the rubric to
identify DOD

* [f an athlete performs a higher-level skill, then that athlete
can also perform the lower-level skill

* Example: If an athlete performs a round off back
handspring full, then assume the athlete can also
perform a round off back handspring tuck or layout

Panel B

27

Running Tumbling
DOD 6

* The entire team minus 2 must tumble doing round-
off tuck or higher
* The team must perform at least 4 fulls

* Athletes throwing the fulls can also perform the
lower skill

* Two team members executing 2 fulls in one pass
will count as a total of 4 fulls

Panel B — P.5-6/7

28

7/28/2020

14



EXE Tips & Tricks

* Execution score is based on all tumbling throughout the
entire routine

» Weak performers are typically in the back or hidden on the
side

* Determine if one person writes the skills down while the
other watches and communicates to the other

* Talk with your partner, review notes to determine EXE

» Make sure you check the boxes on the score sheet to match
your score

Panel B

29

Tumbling Execution

* Based on all tumbling throughout the entire routine
* Form to look for:

* Bent legs

* Bent elbows * Legs apart

* Steps on landings « Landing short
* Hands down * Timing off

* Height on tumbling — whip over vs. setting up

* Hands down in tumbling is not a fall - Hands down is only
deducted from the execution score

Panel B — P.5-5/7

30

7/28/2020
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Majority

51% or more of the team members execute a required

- skill. Half of the team plus one.

Majority ¢ 15 members would need 8 members completing the
skill to fall in the majority range

50% or fewer of the team members execute a required

skill. Half the team or less.

Lessthan - im0 15 mremibens e 7 moobes complete a

majority

skill, then they would fall in the less than majority
range

P.5-1

31

DOD: Standing Tumbling

Look for the highest skill the team executes as a group.

DOD of 3
* Majority (51% or more) performs handsprings, tucks,
handspring tucks, or higher
DOD of 2
* Less than Majority (50% or fewer) performs
handsprings, tucks, handspring tucks, or higher
DOD of 1

» A team who has a couple of people execute a roll or
cartwheel, can still score a 1, not 0

Panel B

32

7/28/2020

16



Panel

Running &
Standing
Tumbling -

Panel B — Standing/Running Tumbling Rubric

Standing Tumbling
1 2 3 4 5 6
Forward rolls, back Total Team €- 6 Total Team &- 4 Total Tenm -2
m‘ﬁmﬂu, Tucks or handspring tucks or handsprings to layouts
including 1 standing | including 2 standing | including 3 or more
series to full/ standing | series to full/ standing | standing series to full/
full fall(s) standing full(s).
Total Team #- 4 Total Team #-2
Tucks andor handspring tucks or handsprings fo
layouts.
Less than majority Majority Total Team €- 0
Hendsprings, Tucks or handspring tucks or Handsprings
higher ill
12

| Poor form, technique, and timing,
| many bent legs badies

34 546 78

Average fom, technique, and Above average form, technique, and | Escellent form, technique, and
ing, very few bent lagubodies | timing, minimuen bent legs/ boc timing. 1o bent legy/body

5 or more hands-down/bust, many
multiple steps w/ many unsteady
Landin

3.4 hands-dovnbust, many 1.2 hands.dovaybust, ultple steps | No missed turblin
itipl steps ' some unsteady ‘i steps w!solid landings
landings

W minirmum unsteady landings

Running Tumbling

DOD 1 2 3 4 5 6
Runming cartheels Total Team # ToulTeam# 4 | TotalTeam# 2
and round offs.
Round off tucks or handspring tucks or layouts or specialty passes
mchuding1ful | imchding? 3fuls, | including 4 ormere
Total Team # TowlTem#{ | TowlTem# ) | ToulTem# 0
Rond offtucks and/ or handspring tucks
Total Team #-8 Total Team#- 6 Total Team #-4 Total Team#-2
Layouts and! or specialty passes.
Less than majority Majority
Round off handsprings, limited tucks
EXE 12 34 56 78
Poor form, technique, and timing, | Average form, technique, and Above average form, technique, and | Excellent form, techuique, and
mazy bent legs bodics timing, very S bent kegsbodies | toming, munimum bert legs body | timing, o bt legabody
5 or more hands dowybust many | 3.4 hands dovnbuet, many 1.2 hands donmbue,maultple stps | No missed tumbling bust
- multiple steps w/ mumerous multiple steps w/ unsteady landings | w' minimum unsteady landings ‘minirmum step w! solid landings
. msteacy landings
NUMBER | CLASS
SCHOOL oNSQUAD | REGION PANEL
[ a n el STANDING TUMBLING
Areas of EXE Improvement SCORE
O Tecknique O Landings O Form Subility O Teming
e DoD 6
unnlng O Choreography O Precisica O Staighten Legs O Hands Down/Bust
Stan din O Syschromzion [ FormasonSpacing [ Missed Tumbling O Multiple Steps e 8§
g - . Dadtat
. O Heigat D Legs Together OFals .
Tu mbllng RUNNING TUMBLING
Areas of EXE Improvement
© Technique oL zs O Formy/Subility O Tming
DOD 6
® Number on Squad O Chorsography O Precision O Sraighten Legs O Hands Down Bust
C Syachromzanca O Formason'Specing O Missed Tumbling O Mulzple Swps EXE §
*  Checkboxes — arcas ,
. O Height O Legs Topethes OFalls O Use of Floor ?ﬁ:;‘fd
of 1mprovement
. .
L]
Slgn leglbly SUBTOTAL SCORE

e  Decimals permitted for
EXE

P.5-8

OFFICIAL 3
SIGNATURE

LEGIBLY SIGN YOUR FULL NAME

OFFICIAL 4
SIGNATURE

34
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Panel C

Partner Stunts, Secondary Stunts
& Pyramids

35

Definitions

Description

A body part, other than the sole of the shoe, coming into contact with

the performance surface during the execution of a stunt/skill. Falling to

the floor with a body part landing on the floor such as hands, knees,

legs, back, head, rear, elbow, and so on.

e A stunt group falling to the floor will count as 1 fall.

A stunt/skill being attempted that comes down early. It may then be put

up again; however, it is clear to the officials that the stunt was not

executed as intended.

A skill is attempted but does not hit the appropriate position or height

WY T2 B as the other stunts.

Stunt e Failure to hit a heel stretch and instead remaining in a platform or
liberty.

When a flyer hits a stunt/skill and wobbles, shakes, swings their arms;

Bobble

but the stunt remains in the air.

Panel C — P.5-9

36
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Definitions

Term Description

Bases remain stationary and flyer rotates 360° and back spot stays
behind the flyer.

The beginning or mounting phase of a stunt, where one

Entry foot/hand(s) starts on the performing surface or in a loading
position.

True Full up

A place in a pyramid when flyers connect (hand-hand or hand-
Structure foot) and pause to show a defined position. This is also known as
a picture.

Extended The supporting hand(s) of the base(s) is/are above the head.
(Source: NFHS)

Stunt/Position

Panel C — P.5-9

37

Intended Height

* Give credit for stunts that go to the intended height of
the stunts

 Stunts that do not go to the intended height will not be
factored into the scoring of the DOD

e In Primary and Secondary Stunts as well as
Pyramids

Panel C — P.5-9

38
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Partner Stunts / Tosses

* All groups must demonstrate stability at the extended
point of the executed stunt

* Cannot be a show & go style execution

* Tosses can be used in place of the Secondary Stunt
except for Coed

* Specific dismounts are not necessary in secondary
stunts, only primary stunts

* One point for front spots in stunts and tosses is not a
deduction in DOD

Panel C — P.5-10

39

Stunt Skills

* All groups must perform the same skill(s) to receive credit
A squad who performs the same skill multiple times will
only count as one skill

* A full up from load and a full up from straddle position
will count as one advanced skill. The full up is the
repeated skill

* A tick tock must be released to be considered an advanced
skill

Panel C — P.5-11/16

40

7/28/2020
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Body Positions/Flexibility

Body Position?  Flexibility Skill?

Liberty
Torch
Arabesque
Heel Stretch
Front Stretch
Bow & Arrow
Scale
Scorpion
Needle
Cobra
Chin Chin

v

SN N N N N N N

RN N N N N N

Panel C — P.5-11

41

Dismounts

Dismounts only count in primary stunts

The fastest way to find DOD is using the dismount, then the

skills

Possible DOD

Advanced
Intermediate
Basic

No dismounts

Panel C — P.5-12/16

5-8
3-4
2
1-2

42

7/28/2020
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Coed: Assisted vs. Unassisted

Coed teams will be required to demonstrate single based coed|
stunts during the Secondary Stunt sequence to receive credit
in the Secondary Stunt category.

Any contact made to the stunt by any other member of the team. If
Assisted another member touches the stunt prior to clearly hitting the intended

position, then it is assisted.

Stunt completed by only one person and without the help of any
other team member. A stunt must hit at the intended position without

Unassisted

any assistance or contact to receive full credit.

Panel C — P.5-13

43
Coed Stunt Groups
Total Groups for Coed secondary stunts do not refer to the
number of male athletes to be used. This refers to the
number of stunt groups.
Number of Males on a Team
Execute
1-2 1
3-4 2
5-6 3
7-8 4
9-10 5
Panel C — P.5-13
44

7/28/2020
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Coed DOD - Examples

Description

A coed team performs a walk in or toss to a single leg extended stunt
with no assistance or performs it exactly the way it is stated in the
rubric

A coed team performs unassisted extensions to the top, not stopping
at prep first.

A coed team performs unassisted to hands/prep then assisted/

unassisted to an extension
A coed team performs a stunt assisted at prep level or assisted

straight to the extended level, i.e. — fully assisted extension to the top,
or a fully assisted single leg stunt to the top with never showing
anything unassisted.

Under the 1 category, everything can be assisted. To receive higher
than a 1 they must do some part of the skill unassisted

Panel C — P.5-14

Coed DOD - Group Examples

Total Description
ipti
Groups P

A team of 16 with 1 male athlete — to max out at DOD 4, they must
put up a total of 5 secondary stunt groups and the 1 male athlete must
complete the coed requirement. The other 4 groups can be all-girl.

A team of 16 with 10 male athletes - to max out requires 5 secondary
stunts with 5 of those groups main based by 5 of the 10 male athletes.
A team of 15 with 4 male athletes — to score a DOD of 3, they must
put up a total of 4 secondary stunt groups and 2 of the 4 male athletes
must complete the coed requirement.

A team of 12 with 2 male athletes — to score a DOD of 2, they must
put up a total of 3 secondary stunt groups and 1 of the 2 male athletes
must complete the coed requirement. The other 2 stunt groups can be

all-girl.
Panel C — P.5-14

4

()]

7/28/2020
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Coed — Scoring Zero

e A team does not execute the number of required male
stunts

e The number of required stunts from male athletes on a
team do not fulfill the requirements of the rubric of
assisted to hands/prep level, then assisted or unassisted
extension.

e A team with 1 male athlete is unable to:
e Perform the day of competition

e His stunt group does not fulfill the requirement of the
rubric

e The stunt does not hit
e The male athletes drop all required stunts that day

Panel C — P.5-14

47
1 2 . 3 | 4
Assisted to Unassistedto ~ Unassisted to Fully unassisted
hands/prep hands/prep hands/prep completed to the
level. level. level. extended position.
Then Then Then Then
assisted or assisted or assisted or  assisted or unassisted
unassisted unassisted unassisted extended single
extension. extension.  extended single leg/one-arm skill.
leg/one-arm
skill.
An example of one/arm stunt is a Cupie. One/arm stunt
does not mean that the male must hold a single leg
extended stunt with one arm.
Panel C — P.5-14/16
48
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Stunting Execution

Form to watch for
* No Drops
* Bobbles
* Missed stunts
* Timing
* Flexibility
« Balance checks
* Walking the stunt
* Coed—evenif DOD is 0, score based on overall
EXE during secondary stunt

Panel C

49

Panel C — Partner Stunts Rubric

Primary Partner Stunts
1 5

| DoD 1 2 | 3 4 | I | 8
| 1Tamc 3 TorslGrouge | AToal Group: | 2TotalCromp: | 3 Total Growp: | 3TotsdGroupe | 4 Totsl Growpe
an‘ oy seuadd Squad imarmdats divmounts. Majority sqmd adhvanced &mounts Squad advanced diimonsts,
nic dismonam

Mz mclude 1
Mot inchude 1 busic kil mprep | v il plua Mastincluds 2 advancod dkills o tha axendod position:
Tonel ar higher bady pasitions s il pesitins G A OOl SR it 3l i Y
phus 2 body pesitons wits L ofthem | wib 1 of them Saxibisiy kil
baing Saxibaliry ill Faing daxibilin
. 1 | skl
Crongz Grongz Squed Majority [rpr—
Moot | Mustinchds 1 i | vt |
Stunts bacic kil with e il with Enmoa | dimouss.
| —p—— - Wl s "
e by potis S R it 1 o
| positioas. peiom. thams beimg faachility skills
[ | 2 Totl Group: 3 Toisl Gs 2 | 4 Totsl Groep: |

Myjortty inmrmedine Smovss Squdadanced |
pre

Mdut inchude ? insrmedive kils phus 2 body posiions
with 2 of thees buing Sablity kil
Al :

| Poos tckmiqua and iz, poar
| & I i

poscision
3 o7 mare dropped s ziltple
| bobbles, Fals, ar misaed st

R pap— i " smanded praifcn Thes vsisted or

SR
| kil
1 Poor T Aw "F‘ﬂmg
P.5-16 | == I
: e e

Dot | Above srerage mckmique, very good |
tming, vty -

|poetpmtion I
1 dropped srunt. bmited hobbles. 0 droppad s, s bobbiss, Glls, o
| bobbles, Ealls, or missed stunts. falls. or missed smar ‘missed stunts.

7/28/2020
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Pyramid Skills

* All groups must perform the same skill(s) to receive
credit

* A squad who performs the same skill multiple times
will only count as one skill

* Pyramid is scored based on skills
* Transitions are skills in pyramids

Panel C — P.5-15

51

DOD Range

Determining factors between the two scores in each range

of DOD.
Full team
Creativity Use of flyers u s
participation
Pace of the skills Combination of Transition and
performed skills flow of skills

Panel C — P.5-16

52
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Pyramid Execution

Look for:

Missed elements

Timing
Drops
Bobbles

* Synchronization
e (lean transitions

 Flow

Panel

Complexity

C-P5-18

53

DoD |

Panel C

Pyramids

P.5-17

Panel C — Pyramids Rubric
1-1 1 34 56 T-8
1 ormore conmecied mcindes 2 or mare strucTunss with mcindes
smacrares with 1 or more comnacted 2 synchronized fivers 2 or more stracrures with
1 or mare hasic skill: 1o the prep | smuctres with Jadvanced skills with 1-2 of the | 2 fyers
level position or above, lacking 3 or more intennediste skills o ﬂhﬁgm_nubm 4 advancad skills with 2 of the 4
Synchronized flyers nof requited | Synchronized fiyers nof required | BY 207 more synchronized fyers | ex position and
| | | by:2 ar more synchronired fiyers
Dierermining factors benveen the o scores in each range of DOD.
Creamnity | Llre gffvers | * Full team participation
Pare g the =i pi.F.'lﬁF.'Mﬂ' Combamation @?‘:ku'i.-' | Transition m'ei"';'.‘w'q'*":é.’fz
| 12 ] 35 [ 68 | 9-10
| Poor terhmigae and dving. slopoy | Averaze fachniqee. good timins, | Above average techrigos very | Exrellent techmicns and timing.
and slow mansitions; lacks oot wery clean mansitions, neads eood tming, clean ransitions, good | ewcellant synchronizarion — very
Synchronization — pOer [recison mproved synchronization — synchmonization — pood precision ood precisin
| averape’ fair precizion | |
Several boboles, falls, or drops: | Mhiltipila bobbies, falls, or drops, | Few bobhes, fals, or drops, few | N bobbies, falls_ or drops; oo
mussed slements | missed elements mssad elemenis | missed elemeniz

54

7/28/2020

27



DOD Tips & Tricks

Don’t hit it, can’t get it

DOD is based on Total Groups for the primary or
secondary stunt

Tosses count as secondary stunts for all-girl only

A team who only puts up 3 stunt groups, cannot max out
with a score of 8.

Watch hand placements and stunt set ups to determine if
1t will be an advanced skill versus intermediate or basic

Look for the elimination of specific skills as you read the
rubric

Panel C

55

DOD Tips & TriCkS, continued

Split the floor with your pyramid partner. It is easier to
divide and score correctly

Stunts that do not go to the intended height of the stunt
are not given full credit

Bobbles, timing, sloppy — come off in EXE

Start at the top DOD and subtract what you see and use
the number of groups

Make notes of execution or check boxes as you judge to
make to give more accurate execution scores

Panel C

56
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DOD Tips & Tl'iCkS, continued

Primary stunts require dismounts in higher DODs

Secondary stunts do not require a dismount

What flex position and how many are pulled?
¢ 3 flex positions while extended range is 5-8 DOD
e 2 flex positions can range from 3-6 DOD
* Primary Stunts:
e [f4 groups, you start at 8 DOD and work from there
e [f 3 groups, you start at 7 DOD
e If 2 groups, start at 5 DOD

Panel C

57

Coed DOD Tips & Tricks

* Coed teams are required to demonstrate single based
coed stunts during the Secondary Stunt sequence
* Secondary stunts on coed teams cannot be tosses
¢ Max DOD:
* The required number of male athletes must first

execute to the extended position without assistance
before going to single leg

* Coed stunts can go straight to a harder skill as long as
it is unassisted

Panel C

58
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performed

Pyramid Tips & Tricks

* An advanced pyramid will contain advanced skills such as
switch ups, full ups, and quick loads to name a few

achieved by how creative you thought the pyramid was

» Dismounts are not weighed when scoring pyramids

» [fateam performs specific skill requirements to get in a score
range, you must give the team credit. The higher score can be

 If one or both sides of the pyramid do not reach the intended
height, you must reflect that in the DOD

Panel C

59

Panel C

Primary- Secondary
Stunts & Pyramids

*  Number on Squad

e Checkboxes — areas
of improvement

* Sign legibly
* Decimals permitted
for EXE

P.5-18

PANEL C - PARTNER STUNTS/PYRAVMIDS -
ScxooL o S| Sue
| PRIMARY PARTNER STUNTS
| Area: of EXE Emprovement
[ DMat St I Bobhies DBolrPosifons  [Csived Vil |
I Dropped Shezes I Fiyee Fom: O Foseaions O Vaiety =i
O Cleany Dismounss (O Procision O Sy OfSpmbomisin | peian]|
Dixirnal ol
| ol
| SECoMDARY STUNTS/ Tosses/Con
| Arens of EXE Tomprovement
OMimedStmm Skt o —— Ol Comativo e ol | o |
O Cropped Stets O Visiaty O Foemammices. O Sychronimtion. DO 4
O Bobklas O Flenbiliny O] Toss Haigit O Assived (Cood) ExE | 6|
1 Toss Tackmiona I Fyaes Foms (Toss) o]
. P _
OCraney & Viemh OFiw O improw Tt D Synchronizd e
O Complesity OMimsdBammt O Clesmp Rolomses 1) Timing
O Drope. I Bohlss O Pacs 0 Comnections | m | 10|
O Sy O Py Fomz Ei

SUBTOTAL SCORE

LECTELY SBEN VOUR FULL NAME

DEFICIALS Do §
SIGNATURE SICNATURE

60
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» Work with your partner to come up
with a score for DOD & Execution

* Focus on your category, but pay
attention to full routine

* Make sure your scores can be read

e Score 1n blueor black ink

Score Sheet * Make sure your whole name is
legible

* If you make a mistake, initial it,
strike once through the score you
wish to change and write in the new
score

* If you make more than 2 corrections
on, ask for a new sheet

31



Roles

Floor Safety

e Primary Safety Judge who confers with Panel A to
determine deductions or violations

e Assist in counting the number of team members
performing jumps, running tumbling, and standing
tumbling

Panel A

* Assist the Primary Safety Judge in determining
violations and deductions

Safety — Point Values

2- Point Infractions

NFHS — Rule 2 Section 1; Rule 3 Section 1 and 2; GHSA
Performance violations

* Hair, hair pieces/devices, nails, jewelry, glitter

 Improper uniforms, unsafe performing surface, Inattentive
spotter, tumbling outside the routine, Top person not
beginning with one foot on the floor, etc.

5-Point Infractions

NFHS - Rule 3 Sections 2 — 10; Safety Infractions
* Delay of Meetu
* Time of Routine Infraction

Untied shoelaces are no longer a deduction

7/28/2020
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Safety —Point Values

10- Point Infractions

NFHS — Rule 2 Section 2 — Sportsmanship

Disqualifications

GHSA - Too many team members; illegal substitution; or
unauthorized props (briefs, socks, T-shirts, or any other items
that may be used as signs)

2-Point Infractions

* One foot not on the floor
* Tumbling outside of the routine
* [tems that interfere with skill execution
* Inappropriate Uniform
* Boundary violations (Additional header pg. 3-3)
* Falls from a skill only
 Unsafe performing surface
. Loss of shoe
. Loss of hair device

* Inattentive spotter

33
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Falls — Stunting/Pyramids

2-point deductions

Partner Stunt/Toss

* Because each of the members of the stunt group are
interdependent if the group has a fall it will be considered one
fall

« If all three or four team members of the stunt group fall to the
floor it is still would be one falls
Pyramid

When determining the number of falls in a pyramid, consider the
number of possible stunt groups that may fall. Here are a couple
of examples.

* If one side of a pyramid falls it is one fall
* If two sides fall or a center and the side it is two falls

5 Point Infractions - NFHS/GHSA

A4 B ENO 8 Rule 3 Section 2 — 10 located in the NFHS Safety Spirit
1)1 Fel gl 1 O Rules Book.

See Timing Infractions - Delay of Meet instructions in the
Timer and Timing Guidelines section of this manual. A

DBV BV (XZ8 team failing to report for rotation may be removed from
rotation and will not be allowed to participate in
competition.

T.m-n L. . 0 o . . 2 :
. lf ! % See Timing Infractions — Routine Timing instructions in

il ra‘c 1018 the Timer and Timing Guidelines section of this manual.
(routine or

rste (i) e 5 points per each 15-seconds.
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10 Point Infractions -NFHS/GHSA

As defined by the GHSA acts of sportsmanship

will be a 10-point deduction per act. The new

rules specifically give the officials the

responsibility for calling unsportsmanlike acts
e iy through the competition time.

e Music cannot contain profanity, suggestive
and inappropriate language. Music in poor
taste will result in a sportsmanship deduction
of ten points.

Too many team members

Illegal substitutions

Ineligible student participating on the team.

Unauthorized props (Props will be defined as the use of any item
other than pom-poms to initiate crowd response.)

e No part of a uniforms may be used as a sign, to include briefs, socks,
items worn as a part of the uniform or under the uniform such as T-
shirts.

e No signs allowed.

e No unauthorized props may be carried into the competition area, which
includes warmups, the music area, or the competition floor

Disqualifications

70
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Safety Calling Procedures

* Major violations require two of the three officials to be in total
agreement that the violation occurred

* The location of skills violations must be marked along with the
block of time it occurred in on the Safety Infraction Sheet, this
includes warnings

» Boxes are provided at the top of the page for the officials to provide
information concerning all safety violations, falls, and out-of-bounds

* The page or the rules and section must be cited on the Safety
Infraction Sheet

« If the Officials cannot cite the rule, identify the violation, or in
doubt, only give a warning

Safety Calling Procedures

* Do not write personal comments on the Competitive
Cheerleading Safety Infraction Sheet or any score sheet

* Records should be maintained by the Head Judge and all Safety
Officials on the location of all violations and warnings;
when/where it was observed for potential inquiries

* Only call what you see! Do not read into a rule

* Any judge who sees a violation should send a note to the HJ
right after the routine ends, not at the end of scoring when the
Safety Infraction Sheet may already be complete
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ALL Officials - Calls

Out-of-bounds, uniform violation, loss of shoes/hair
devices, jewelry violation, etc. can be called by any one
official.

» Warnings are not giverifor these types jolations. Th
are called .

The Head Judge should be in ied by any judge on the
panel who identifies a possible ¥glation.

\

~

Descriptions

Review NFHS Rule book, know which sections
pertain to which types of rules so they can be located
quickly on competition day.

Review videos online to study the reason for illegal
stunts, not just whether it is or isn’t, but the ‘WHY”’

Have a list of commonly called rules in addition to the
Safety Quick Reference guide.
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Stand toward the back corner of mat to be able to view from
the side and stunt groups from the rear in order to see hand
placements for especially back spots.

Know how many people are on the floor and which stunts that
are immediately ruled out. Not having enough bodies to
perform certain stunts or certain # of stunts.

During standing tumbling, look for how many bodies do not
tumble or fake the move rather than counting who does what.

Look at the floor beneath the whole group to see if knees hit,
rather than staring at any one person.

During running tumbling, try to count # and type of skill, but also
remain aware of out of bounds and running falls. Scribble on a
notepad and have shorthand for tumbling skills. You cannot look
down to write or you will miss something.

I Once hand placement is established, look for spotters and bases to

maintain visual contact with flyer. Rarely focus on flyer...you know
what skill they are doing but keep most attention on bottom layer of
stunt or pyramid.

Know which stunts a shoulder sit and/or shoulder stand cannot brace
so that those easily missed skills are warned or called.

When teams are at the back of a mat before entering the floor, do a
quick scan for uniform infractions, nails, shoelaces, braces, gum,
jewelry, glitter, etc.
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—_Tab

!- Count the athletes as they are coming onto the floor.
Look for bows, uniform infractions, nails, jewelry, etc.

Stunts — scan hands of bases to look for hand placement. If seen,
<) | quickly look back and forth at all stunts to see how many it was or just
the one.

Write down everything, even stunts you are just not sure about. Your
floor safety may have a question about it too.

n Tumbling — scan for knees and out of bounds, always goes so quickly.
When the routine is over we discuss questionable stunts and even try

to run through them really quickly like we are in the stunt.

Make notes of schools and stunts. Go back home and YouTube
routines to see if they are up. Go through questionable stunts A LOT
and look through the rule book.

Reference Materials

« Safety Quick Reference Guide
(released by TBD)
* GHSACheerleading.com
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Safety Infraction Reporting

Assist Safety Officials and Panel A to prepare
for each competition

List the top rules called along with how many
times it was called for the week/season
Identifies the schools with the most calls
Helps when issues arise at state

Due by Sunday @ 6:00 pm from HJ

Infraction Tracking

2020 Assessment

* All judges must take the NFHS spirit rules test

* Cost each judge $15 and there are five units to
complete

* Units cover the whole rules book, situations,
interpretations, and expectations of officials

* You will receive updates from the NFHS and Jim Lord
with situations and interpretations for the next year

* Results sent to GHSA once a judge has completed all
five units
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