2023-2024
SCORING RUBRIC

THE FOLLOWING DIVISIONS WILL USE THIS RUBRIC

CHEER
AMERICA

L3 SENIOR COED
L4 SENIOR COED & SENIOR OPEN COED
L4.2 SENIOR COED

L5 SENIOR COED & SENIOR OPEN COED

*MODIFIED*
BUILDING & TUMBLING|JUMP QUANTITY REFLECTIVE OF 22-23



AMERICA 2023-2024

UNITED SCORING: BUILDING
STUNT SKILLS WILL ONLY RECEIVE FULL CREDIT IF THEY SHOW CONTROL %0 NUMBER OF CROUPS

F SKILLS PERFORMED DO NOT MEET
2.0-2.5 |BELOW
2.5 | SKILLS PERFORMED DO NOT MEET 3.0 REQUIREMENT ATHLETES | MAJORITY | MOST | MAX LOW RANGE REQUIREMENT
5-11 1 1 2
4 DIFFERENT LEVEL APPROPRIATE SKILLS PERFORMED BY MOST ) 2 DIFFERENT LEVEL APPROPRIATE
3.0 OF THE TEAM 12-15 1 2 3 2.5-3.0| LOW SKILLS AND 2 STRUCTURES
2 DIFFERENT LEVEL APPROPRIATE SKILLS PERFORMED BY MOST 16-19 > 3 A
3.5 | OF THE TEAM AT THE SAME TIME RIPPLED OR SYNCHRONIZED - 3 DIFFERENT LEVEL APPROPRIATE
- WITHOUT RECYCLING ATHLETES 20-23 3 A 5 3.0-3.5| MID |SKILLS AND 2 STRUCTURES
e T T AR
4.0 - 4 DIFFERENT LEVEL APPROPRIATE
WITHOUT RECYCLING ATHLETES 24-27 4 5 6 3.5-4.0| HIGH | SKILLS AND 2 STRUCTURES
3 DIFFERENT LEVEL APPROPRIATE SKILLS PERFORMED BY MOST 28-31 5 6 7 PERFORMED BY MOST OF THE TEAM
4.5 | OFTHE TEAM AT THE SAME TIME RIPPLED OR SYNCHRONIZED
. WITHOUT RECYCLING ATHLETES, PLUS A COED STYLE STUNT 32-38 6 7 8
PYRAMID DIFFICULTY DRIVERS
COED QUANTITY CHART DEGREE OF DIFFICULTY:
« MAXIMIZING THE NUMBER OF GROUPS PERFORMING
# MALES ON # OF STUNTS O IZING LEVEL APPROPRIATE STUNTS INTO
L]
0 THE TEAM COMBINATION OF ST SQEVEL AND NON-LEVEL
MAX PARTICIPATION 0 S M POINTS, . .
OUTLINED IN THE CHARTS BELOW FOR A TOTAL OF 1.5 POINTS, 10R MORE 1 . AERRORIATE) 10N OF SKILLS PERFORMED
) » OF D D-0.8 « BASED ON A GROUP OF 3. CONSISTING OF A BASE, TOSS DIFFIC
TOP PERSON AND SPOTTER. géyfgfgggymﬂégw PORTI THE ROUTINE WHERE SKILLS FROM A SKILL
ADVANCED SKILL BY MOST ELTTE SKILL BY MOST « ENTRY MUST BE A TOSS OR WALK-IN. 1.0 | LESSTHAN AMAJORITY OF THE TEAM PERFORMS
SKILL1 0.1 OR 0.2 .0 | aT0ss
* DR REORVINING SORFACE: BASE STARTS With O
SKiLL 2 0.1 OR 0.2 HANDS ON TOP PERSONS' WAIST, SPOTTER MAY 1.5 | NAZORITY OF THE TEAM PERFORMS
o 53 NOT START UNDER THE TOP PERSONS FOOT. A LEVEL APPROPRIATE TOSS
KILL ) R .
Sl i + wacin Top pEreon npaase starTFACNG | [ o | HARRG SFTHETAPERORME A LEVEL,
ADVANCED COED STYLE ELITE COED STYLE - . IN THE SAME SECTION* WITHOUT RECYCLING
o BASE MUST BE DIRECTLY UNDER THE STUNT. ATHLETES
0.1 OR 0.2 .
BASE AND SPOTTER MAY NOT BE CHEST TO CHEST ADDITIONAL INFORMATION
DEGR U L SKILLS THAT ARE NOT REQUIRED TO BE SYNCHRONIZED MAY
STUNT MAX PARTICIPATION (0_0 7) ] ) » ) BE CUMULATIVE TO MEET A DIFFICULTY REQUIREMENT.
(RIPPLED OR SYNCHRONIZED IN THE SAME SECTION WITHOUT RECYCLING ATHLETES) * ONLY SKILLS LISTED UNDER COED STYLE WILL COUNT. TD?F'FchCUEﬂ\_{E CzRgEHSEEéT%JLRF%CJIHFSa% ENE%%%AI\IPEICDTED BY 2
LEVEL APPROPRIATE SKILL BY MAX OR ADVANCED skiLLBY MosT | 0.3 ||’ NTHOUT RECY CLING ATHLET RS H1E SAME SECTION OR MORE TOP PERSONS
. L6 - ALL PYRAMID SKILLS THAT ARE LEVEL APPROPRIATE IN
* T TRUTIOEERCRA U s U | | 594, B2 GRENLEVEC ArPrcbrine e,
ADVANCED SKILL BY MAX OR ELITE SKILL BY MOST 0.5 o EX:TOSS HANDS- COUNTS BEGIN WHEN THE STUNT BODY POSITIONS
SOr R Te e
ST 07 || - RESEAT R EERaEeeon| | | SRR '
« COED STUNTS MUST DISMOUNT/POP OFF TO THE
PERFORMANCE SURFACE TO RECEIVE FULL COED CREDIT
« COED STUNTS THAT BECOME A PYRAMID WILL NOT
RECEIVE COED CREDIT.




AMERICA 2023-2024
UNITED SCORING: TUMBLING

JUMP DIFFICULTY JUMP/TUMBLING
JUMPS MUST USE A WHIP APPROACH TO BE CONSIDERED CONNECTED.
WHIP APPROACH- CONTINUOUS MOVEMENT THROUGH SWING, CONNECTING 2 OR MORE JUMPS. QUANTITY CHART ONCE A STANDING TUMBLING DIFFICULTY SCORE IS DETE

RM
SOF SKILL/PASS WILL BE EVALUATED BASED ON IT'S DEGREE OF DI
ATHLETES | MAJORITY| MOST | MAX EACH CATEGORY HAS A MAXIMUM NUMBER OF POINTS, OUTLINED IN
0.5 | SKILLS PERFORMED DO NOT MEET 1.0 REQUIREMENT THE CHARTS BELOW FOR A TOTAL OF 1 POINT.
5-11** 5 6 7
1.0 | MOST OF THE TEAM PERFORMS 1 ADVANCED JUMP 12-15 6 7 9 ANDIN UJMBLIN
] R 0 ) U U

MOST OF THE TEAM PERFORMS 2 CONNECTED ADVANCED JUMPS. - - - B EA DA g
1.5 | MUST BE SYNCHRONIZED AND INCLUDE A VARIETY. 16-19 8 10 |12 O RECEIVE CREDIT FOR EACH ON BELO

H”g_{rgLNéYngaagﬁégEDTSGPD%EES%)?\{EES_?OD\éé,\é%E\lDN_E%EFESOR 20-23 10 13 16 LEVEL APPROPRIATE BY MAJORITY | ADVANCED/ELITE BY MAJORITY

INCLUDE A VARIETY. 24-27 12 15 | 19 SKILL 1 0.2 OR 0.4

MAX OF THE TEAM PERFORMS 3 CONNECTED ADVANCED JUMPS OR - ELITE BY MOST
2.0 | 2 CONNECTED ADVANCED JUMPS, PLUS 1 ADDITIONAL ADVANCED 28-31 14 18 | 22 ADVANCED BY MOST

JUMP. MUST BE SYNCHRONIZED AND INCLUDE A VARIETY. 32.38 16 20 | 25 SKILL 2 0.4 OR 0.6

TINY/MINI: MAX OF THE TEAM PERFORMS 3 ADVANCED JUMPS

MLéST BE SYNCHRONIZED, BUT DO NOT NEED TO BE CONNECTED OR

INCLUDE A VARIETY.

RUNNING TUMBLING DRIVERS

ONCE A RUNNING TUMBLING DIFFICULTY SCORE IS DETERMINED, EACH
S SKILL/PASS WILL BE EVALUATED BASED ON IT'S DEGREE OF DIFFICULTY
JumP e BT eEs R et ChARTE BT o MRS P P
e VARIETY- ATLEAST 2D IFFERENT JUMPS. PERFORMING THE SAME JUMP WITH - -
DIFFERENT LEGS DOESN'T CONSTITUTE AS VARIETY. (I.E.LEFT/RIGHT HURDLER)
RUNNIN :
e JUMP SKILLS MUST LAND ON FEET TO BE CONSIDERED LEVEL APPROPRIATE AND RUNNIN -
RECEIVE DIFFICULTY CREDIT (I.E., JUMPS THAT LAND ON KNEE(S) OR SEAT, ETC. ) REE U ) U=-U
WOULD NOT COUNT).
ADVANCED BY MOST ELITE BY MOST
¢ BASIC JUMPS: SPREAD EAGLE, TUCK JUMP r
SKILL /PASS
e ADVANCED JUMPS: PIKE, RIGHT/LEFT HURDLERS (FRONT OR SIDE), TOE TOUCH, . Or 0.5
DOUBLE NINE
STAN DI NG TU M BLI NG DI FFICU LTY SKILLS|PASSES ARE CUMULATIVE THROUGHOUT THE ROUTINE.
1.5 SKILLS PERFORMED DO NOT MEET 2.0 REQUIREMENT LEVEL APPROPRIATE - SKILL/PASS BY MAX 0.3
2.0 LESS THAN A MAJORITY OF THE TEAM PERFORMS A LEVEL
. APPROPRIATE PASS ADVANCED/ELITE LEVEL APPROPRIATE - SKILL/PASS BY MAX 0.5
2.5 MAJORITY OF THE TEAM PERFORMS A LEVEL APPROPRIATE PASS
3.0 | MOST OF THE TEAM PERFORMS A LEVEL APPROPRIATE PASS ADDITIONAL INFORMATION

** JUMPS: TEAMS WITH 5-6 MEMBERS CAN RECEIVE MAX PARTICIPATION BY UTILIZING ALL OF THEIR
ATHLETES IN THE JUMP SKILLS

RUNN I NG TUMBLING DI FFICULTY STANDING/RUNNING TUMBLING DIFFICULTY AND THE DEGREE OF DIFFICULTY DRIVER CAN BE ACHIEVED

BY A CUMULATIVE APPROACH
1.5 SKILLS PERFORMED DO NOT MEET 2.0 REQUIREMENT CUMU OAC

TUMBLING PASSES MUST LAND ON FEET TO BE CONSIDERED LEVEL APPROPRIATE AND RECEIVE
2.0 LESS THAN A MAJORITY OF THE TEAM PERFORMS A LEVEL DIFFICULTY CREDIT 8.T., JUMP 3/4 FRONT FLIP TO SEAT, BACK HANDSPRINGS WHICH LANDS IN A PRONE
. APPROPRIATE PASS POSITION, ETC W. WOULD NOT COUNT).
2.5 MAJORITY OF THE TEAM PERFORMS A LEVEL APPROPRIATE PASS JUMPS WITHIN A PASS WILL NOT BREAK UP THE PASS (I.TE., TOE TOUCH-BHS-TOE TOUCH-BHS

IS1TPASS IN L3)
3.0 MOST OF THE TEAM PERFORMS A LEVEL APPROPRIATE PASS T-JUMPS ARE NOT CONSIDERED A JUMP AND WILL BREAK UP A PASS INTO TWO SEPARATE PASSES.




AMERICA 2023-2024
UNITED SCORING: EXECUTION

EXECUTION
STUNT/PYRAMID & STANDING/RUNNING TUMBLING

ATHLETES ARE EXPECTED TO DEMONSTRATE EXCELLENT TECHNIQUE WHEN PERFORMING
EACH SKILL. A TEAM’'S EXECUTION WILL BE DETERMINED BY ALL ATHLETES PERFORMING
THE SKILL.

4.0 * SCORES WILL START AT A 4.0 AND MAY BE REDUCED BY 0.1, 0.2 OR 0.3 BASED ON THE
LACK OF TECHNICAL EXECUTION OF EACH DRIVER

e 0.1- MINOR TECHNIQUE ISSUES BY THE TEAM, NOT JUST 1 ATHLETE IN TUMBLING OR 1

ATHLETE IN STUNTS/ PYRAMID

0.2 - MULTIPLE TECHNIQUE ISSUES BY THE TEAM

0.3 - WIDESPREAD TECHNIQUE ISSUES BY THE TEAM

NO MORE THAN 0.3 WILL BE TAKEN OFF FOR A SINGLE DRIVER.

STYLISTIC DIFFERENCES WILL NOT FACTOR INTO A TEAMS' EXECUTION SCORE.

STUNT/PYRAMID DRIVERS
EACH DRIVER MAY INCLUDE, BUT IS NOT LIMITED TO, THE BELOW EXAMPLES.
BODY CONTROL

TOPPERSON | « UNIFORM FLEXIBILITY
o LEGS STRAIGHT/LOCKEDAND TOES POINTED

e STABILITY OF THE STUNT
BASES/SPOTTERS | « SOL

ID STANCE
e FEET STATIONARY

e ENTRIES
« CONTROL FROM SKILL TO SKILL
*SYNCHRONIZATION | © TIMING
o *TEAMS THAT DO NOT PERFORM AT LEAST 1 LEVEL

APPROPRIATE SKILL/TRANSITION BY 2 OR MORE
GROUPS IN STUNTS AND PYRAMIDS WILL
AUTOMATICALLY RECEIVE .3 OFF FOR
SYNCHRONIZATION,

STANDING/RUNNING TUMBLING DRIVERS

EACH DRIVER MAY INCLUDE, BUT IS NOT LIMITED TO, THE BELOW EXAMPLES:

e ARM PLACEMENT INTO A PASS/SKILL

APPROACH o SWING/PREP
o CHEST PLACEMENT

HEAD PLACEMENT /HIPS

M/SHOULDER PLACEMENT IN SKILLS
LEG PLACEMENT IN SKIL|
CONTROL FROM SKILL TO SKILL IN A PASS
POINTED TOES

CONTROLLED

CHEST PLACEMENT

FINISHED PASS/SKILL
INCOMPLETE TWISTING SKILLS

o TIMING
o *TEAMS THAT DO NOT PERFORM AT LEAST 1LEVEL
*SYNCHRONIZATION APPROPRIATE PASS SYNCHRONIZED IN A GROUP
TWO OR MORE ATHLETES) WILL AUTOMATICALLY
ECEIVE 0.3 OFF FOR SYNCHRONIZATION.

BODY CONTROL

LANDINGS

EXECUTION- TOSS & JUMPS

ATHLETES ARE EXPECTED TO DEMONSTRATE EXCELLENT
TECHNIQUE WHEN PERFORMING EACH SKILL. ATEAM'S EXECUTION
WILL BE DETERMINED BY ALL ATHLETES PERFORMING THE SKILL.

2.0 e SCORES WILL START AT A 2.0 AND MAY BE REDUCED BY 0.1, 0.2
OR 0.3 BASED ON THE LACK OF TECHNICAL EXECUTION OF EACH
DRIVER

e 0.1- MINOR TECHNIQUE ISSUES BY THE TEAM, NOT JUST 1

ATHLETE IN JUMPS OR 1 ATHLETE IN TOSSES

0.2 - MULTIPLE TECHNIQUE ISSUES BY THE TEAM

0.3 - WIDESPREAD TECHNIQUE ISSUES BY THE TEAM

NO MORE THAN 0.3 WILL BE TAKEN OFF FOR A SINGLE DRIVER.

STYLISTIC DIFFERENCES WILL NOT FACTOR INTO A TEAMS'

EXECUTION SCORE.

TOSS DRIVERS
EACH DRIVER MAY INCLUDE, BUT IS NOT LIMITED TO, THE BELOW EXAMPLES:

TEAMS THAT ONLY PERFORM 1 TOSS WILL AUTOMATICALLY RECEIVE 0.3 OFF FOR ANY
DRIVER THAT CONSTITUTES A REDUCTION, REGARDLESS OF THE SEVERITY OF THE ISSUE.

STRAIGHT RIDE TOSSES WILL ONLY AFFECT A TEAM'S EXECUTION SCORE IN LEVEL 2.

BODY CONTROL

CONSISTENT EXECUTION OF KILL/TRICK
LEGS STRAIGHT/TOES POINTED

ARM PLACEMENT

o USING ARMS/LEGS TO THROW
TOGETHER'\STIMING)

BASSED/SPOTERS | « SOLID STA

e CONTROLLED

TOP PERSON

« CRADLE

« DISTANCE BETWEEN TOP PERSONS’ FEET AND HANDS OF

HEIGHT THE BASES (THE VALUE DEDUCTED WILL NOT EXCEED 0.1)
JUMP DRIVERS

EACH DRIVER MAY INCLUDE, BUT IS NOT LIMITED TO, THE BELOW EXAMPLES:
APPROACH

CONSISTENT ENTRY

SWING/PREP

ARM POSITION WITHIN JUMP(S)

STRAIGHT LEGS/POINTED TOES
nIEF;GPI-Il_'IACEMENT/ROTATION/HYPER EXTNSION
LEGS/FEET TOGETHER

CHEST PLACEMENT

LANDINGS

ARM PLACEMENT

LEG PLACEMENT

*SYNCHRONIZATION | * TIMING (THE VALUE DEDUCTED WILL NOT EXCEED 0.1)




CHEER
AMERICA

2023-2024
UNITED SCORING: OVERALL

FORMATIONS & TRANSITIONS

1.0-2.0

o ATEAM'S ABILITY TO DEMONSTRATE PRECISE SPACING AND UNIFORM MOVEMENT

o THE FORMATIONS & TRANSITIONS SCORE WILL START AT 2.0 AND WILL BE REDUCED 0.1 FOR EACH FORMATION AND TRANSITION THAT
LACKS PRECISION.

ROUTINE CREATIVITY

1.5-2.0

« ROUTINE CREATIVITY IS THE AVERAGE OF 3 OPINIONS SUPPLIED BY THE BUILDING, TUMBLING, AND OVERALL JUDGE AND IS BASED ON THE
TEAM'S INCORPORATION OF INNOVATIVE, VISUAL, AND INTRICATE IDEAS THROUGHOUT THE ROUTINE. EACH JUDGE IS LOOKING SPECIFICALLY
AT THE SKILL SECTIONS THAT PERTAIN TO THEIR RESPECTIVE CATEGORIES AND HOW THEY ARE COMPOSED, AS DEFINED BELOW.

o OVERALL JUDGE: INNOVATIVE, VISUAL, AND INTRICATE IDEAS AS WELL AS ANY ADDITIONAL SKILLS PERFORMED THAT ENHANCE THE
OVERALL APPEAL AND FLOW OF THE ROUTINE. OVERALL JUDGES SCORES ENCAPSULATE THE ENTIRE ROUTINE FROM START TO FINISH.

o BUILDING JUDGE: INCORPORATION OF CREATIVE, INNOVATIVE, AND VISUAL ELEMENTS IN THE ENTRIES, TRANSITIONS, AND DISMOUNTS OF

ALL BUILDING SKILLS. THIS INCLUDES BOTH LEVEL AND NON-LEVEL APPROPRIATE SKILLS. PACE/CONNECTION OF SKILLS WILL BE
CONSIDERED.

DANCE WILL BE EVALUATED AS A TEAM'S ABILITY TO DEMONSTRATE A VARIETY OF DIFFICULTY ELEMENTS WITH STRONG EXECUTION, BASED ON THE ELEMENTS BELOW.

0.5-1.0 | YfRcuLIY VISUAL ELEMENTS - VARIETY OF LEVELS - FORMATION CHANGES - FOOTWORK - FLOORWORK - PARTNER WORK « PACE
0.5-1.0 EXECUTION TECHNIQUE - PERFECTION - MOTION STRENGTH/PLACEMENT - SYNCHRONIZATION - ENERGY/ENTERTAINMENT VALUE

« SHOWMANSHIP IS AN AVERAGE OF 3 SCORES PROVIDED BY THE BUILDING, TUMBLING, AND OVERALL JUDGES BASED ON THE PANEL'S
IMPRESSION OF THE ENTIRE PERFORMANCE ENCOMPASSING ALL CATEGORY AREAS FOCUSING ON THE TEAM'S ENERGY, GENUINE
ENTHUSIASM, CONFIDENCE, EYE CONTACT, AND FACIAL EXPRESSION.

1.0-2.0

o THIS CATEGORY IS NOT SKILL BASED BUT WILL TAKE INTO CONSIDERATION APPROPRIATE ATHLETIC IMPRESSION THROUGHOUT THE

ROUTINE.




