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Previous all star and college athlete and coach in Quebec (CAN)
Founder of CheerStarters

15+ years judging cheerleading in US, Canada, Australia and more
Certified with United, Open, Cheer Canada, IASF and ICU

Served as a panel judge and head judge for multiple Worlds and
Summit bid events.

Co-chair of the Officials and Scoring Committee for CC

Content creator and educator behind the @Judge.Mimi account on
TT and IG



DIFFERENT CHEERLEADING

SCORING SYSTEM
COMPARATIVE HYBRID RUBRIC
e Cheer Canada e Australia e Open Championship
e USASF Worlds e |CU-Team Canada e United Scoring

* |IASF Worlds e All Varsity events

e The Summit US and
International



ON THE CHEER CANADA SCORING
SYSTEM, YOU START OFF WITH ...

0

POINTS



HOW YOU BUILD YOUR SCORES ?

+ -

e Building Scores e | egality
e Tumbling Scores e Deductions
e QOverall Scores



WHAT'S THE TOTAL NOMBER OF POINTS?

15 o POINTS




Long-term
development

Podium Pathway

Building a solid foundation

Long-Term Development in
Sport and Physical Activity

< sport forLife

Active for Life

Competitive
for Life
«Train to Win

<Train to
Compete

First Involvement

Train
toTrain

FUNdamentals

Active Start

Awareness

Physical Literacy for Life

Developing Physical Literacy
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Novice

<Train to Win

«Train to
Compete

Train
to Train

FUNdamentals

Active Start

First Involvement

Awareness




Novice
Information

TIME LIMIT: Tm30sec

TUMBLING:
e Allowed - Follow L1
 Not required

BUILDING:
e Follow modified L1 rules
e Single leg stunt at waist level or below
e No 2 legs above prep level
e Y twisting - excluding the exceptions in rules
 No transition to prone
e No straight pop down dismount
e No waist-level cradle

CLARIFICATIONS:
e U6 Novice - only CW and FWRDroll
e U6 Novice - No building skills allowed
e Can only be scored once in a single or multi-day event
e No crossover allowed to All-star or Prep



Novice
Scoresheet

GOAL: Falling in love with the sport

Focus only on execution

Building blocks of a cheer routine: stunt,
pyramid, jump, tumbling, dance,
showmanship

Acquiring skills

Getting comfortable on the mat and in
front of an audience

STUNT EXECUTION

Execution of skills

Stability, control and stance of bases

Top person execution, alignement and control

Synchronization / uniformity

PYRAMID EXECUTION

Execution of skills

Stability, control and stance of bases

Top person execution, alignement and control

Synchronization / uniformity

JUMP EXECUTION
Leg and arms positiens
Landing / control
Speed and height

Synchronization/uniformity

TUMBLING EXECUTION

Execution of skills
Positioning, control
Landings

Speed

Synchrenization f uniformity

DANCE EXECUTION

Precision and technique
Energy, confidence and entertainment

Synchronization / uniformity

ROUTINE IMPRESSION

Mermarization of the routine
Energy, genuine expression
Confidence and eye contact

Consistency of showmanship

J000 (000 (00000 0000 0000 0000

NOVICE

JU00 (000 00000 0000 0000 0000 s

J000 000 00000

0000 exceten

U000 0000

Comments




Novice
Strategies

Easy routine with above-average execution
Ensure athletes know their routine without the coach's input
Slow it down
Make it fun :)
Practice the elements that are going to be building blocks
o Energy and showmanship
o Transitions and how you move between sections
o Proper technique for skills



Prep
Information

TIME LIMIT: 2mO00sec

RULES: Follow IASF rules for their level

BUILDING:

No tosses allowed

CLARIFICATIONS:

e Can only be scored once in a single or multi-day event

U6 and U8 prep will not be scored

Recommended shorter season (8 months)
Recommended less costly uniform
Recommended one practice a week

No crossover to All-Star or Novice



Prep
Scoresheet

STUNT
DIFFICULTY

Mo skills performed

Low difficulty

Average to above
average

Excellent difficulty

PYRAMID
DIFFICULTY

Mo skills performed

Low difficulty

Average to above
average

Excellent difficulty

GOAL: Falling in love with competing

e Starting to introduce more difficulty in some categories
e Larger focus on execution
e Building blocks of a cheer routine: stunt, pyramid, jump,

tumbling, dance, showmanship
e Perfecting and developing skills
e Learntowin/ Learn to lose

BUILDING DIFFICULTY - PREP

% Participation (+4), Degree of difficulty, Use of bases, Variety of skills / loa
transition/ dismounts, Combo of skills [ Pace

02-4

40-8

BO-10

/10

% Participation (+4), Degree of difficulty, Use of structures, Minimal of bases, Variety of
skills / loads / transition/ dismounts, Combo of skills / Pace

02-4
40-8
§.0-10
/10
TOTAL f20

STUNT
EXECUTION

Mo skills performaed

BE 10 above

Excellent execution

PYRAMID
EXECUTION

Ho skills performed

Below average
execution

AWErAge Lo above
average

Excellent execution

BUILDING EXECUTION - PREP

Execution of skills, Bases: stabx ||'lj|l. control, stance/posture, catch t]u-ih'ly. Top:
alignment, body control, flexibility, stability, Synchronization / timing, Speed & Fuidity

04-8

16.0-20
{20
Execution of skills, Bas tability; control, stance/postunt

alignment, body control, flexib: lity, stability, Synchronization J
connections, Speed & fluidity

h quality, Top:
iming, Quality of

80-18

16.0 - 20

/20
TOTAL /40

JUMP

DIFFICULTY

Ho skills o
Lo 02

EXCLUDED IN NON-TUMBLING DIVISION

TUMBLING
DIFFICULTY

Noskills performed

Lo ditficuliy

Excellern dilfeculry

TUMBLING
EXECUTION

Belgw average execution

Exceliors execution

£ above average

TUMBLING - PREP

JUMP
EXECUTION

o shills o

/5 " £0-5 /5

pation, Degree of o xity, Usape of synehrenited pa

Maristy,

e /5

Expcution of ghills, Positioning /| body contml, Heght, Landings, Speed,
technique

cheonization | tising, Uniforemity of

TOTAL {20

DANCE EXECUTION

Below average

Average

Excellent

FORMATIONS f TRANSITIONS

Below average

Avarage to above
average

Excellent

OVERALL IMPRESSION +
SHOWMANSHIP

Low dilficulty

Average to above

g

Excellent difficulty

OVERALL - PREP

Perfection, Synchrorination, Technique of maticnimavermant, Unifcemity of technigua, High energy and

perfonmance

ity Sefined,

acy of fefrrations, Precision of spac

agho

/3

T Movemer i

TOTAL

/5
/20



Prep
Strategies

Balance difficulty and execution

Stress strong technique before focusing on progression
Ensure athletes know their routine without the coach's input
Slow it down if needed

Learn how to win and lose



Allstar
Information

TIME LIMIT:
e 2m30sec
e 2mO00sec for non-tumbling

RULES: Follow IASF rules for their level

CLARIFICATIONS:
e No crossover to Novice or Prep



Allstar
Scoresheet

STUNT
DIFFICULTY

Mo skills performed

Low difficulty

Average

average

o above

Excellent difficulty

FYRAMID
DIFFICULTY

Mo skills performed

Low difficuly

Average to above
average

Excellent difficulty

TOss
DIFFICULTY

HNo skills performed

Low difficulty

Average to above
AVErage

Excellent difficulty

GOAL: Falling in love with winning

e Same weight for difficulty and execution
e Develop what excellence means
e Help develop how you manage the psychological aspect of

competition

BUILDING DIFFICULTY - ALLSTAR

% Participation (+4), Degree of difficulty, Minimal use of bases, Variety of skills f loads /

transition / dismeunts, Combo of skills [ Pace

04-8

BO-16

16.0-20

% Participation {=4), Degree of difficulty, Use of structures, Minimal use of bases,
Variety of skills / loads / transition / dismounts, Combeo of skills / Pace

04-8

BO-16

16.0-20

% Participation (+5), Degree of difficulty, Variety, Additional skills / tosses, Combo
of skills f Pace, Height, Pace of entry (for L2)

/20

/20

b |

o s

g

=

02-2 z

g

20-4 g
40-5 15

TOTAL /45

HO TOSSES fa

STUNT
EXECUTION

Mo skills performed

Below average
execution

Average Lo above
average

Exncellent execution

PYRAMID
EXECUTION

Mo skills performed

Below average
execution

Average to above
average

Excellent execution

TOSS
EXECUTION

Mo skills performed

Below average
execution

Average to above
average

Excellent execution

BUILDING EXECUTION - ALLSTAR

Execution of skills, Bases: stability, control, stance/posture, catch quality, Tops:
alignment, body control, flexibility, stability, Synchronization / timing Speed & fluidity

04-8
8.0-16

16.0- 20 Jlfzo

Execution of skills, Bases: stability, control, stance/posture, catch quality, Tops:
alignment, body control, flexibility, stability, Synchronization / timing, Quality of
connections, Speed & fluidity

o
04-8
8.0-16

16.0 =20

—
%]
o

Execution of skills, Bases: stability, control, stance/posture, catch guality, Tops:
alignment, body control, flexibility, stability, skills at the top of tass, Uniformity:
rechnique, angles, amplitude, Synchrenizatien / Timing

1]

2.0-4

o
ba
s
EXCLUDED IN LL AND US L2

40-5 15
TOTAL 145

O TOSSES 140

TUMBLING - ALLSTAR

JUMP % of team participation, Degree of difficulty, JUMP Prectsion of position, Height | Speed, Lan
Varkety, Combinations, Nusnber ef conmections, 1, Sy w timing, Unif

PIFREULTY Ordur of skils, Speed of connactiond ENECUTION

HNo siills o Ho skolls o

Low 02-2 o 0z2-2

Average 20-4 Average Z0-4

High 08 st Migh st

EXCLUDED IN NON-TUMBLING DIVISION

STANDING TUMBLING

DIFFICULTY

No skills performed

Low difficulty

Average to above average

Exc

difficulty

RUNNING TUMBLING
DIFFICULTY

No skills performed

Low difficulty

Average to above average

Exc difficulty

TUMBLING
EXECUTION

Mo skills perfarmed

Balow

warage expcution

% of team participation, Degnee of deficul
Combinations

J complexity, Usage of synchronized passes, Variety.

40-5 fs

% of Leasn participation, Degres of difficulty / complaxity, Usage of synchronited pasies, Variety,
Combinations

| ey contrel, Hegght, Landings, Speed, Syne

40-5 f5
TOTAL /25

OVERALL - ALLSTAR

DAMNCE % Team participation, Use of visual elemenis, Pace, DANCE Perfection, Synchrorization, Techrigque of
DIFFICULTY EXECUTION T
Low Berlow

e 0-2 soan o-2
difficulty average
Average 20-4 Average 20-4
Ven

4 4.0-5

cult

ROUTINE CREATIVITY

v elarsnts (F

patterns af movemant

Minimal 0-4
Average 1o above 40-8
average
Excellent creativity 80-10 ,Illlo
FORMATIONS f TRANSITIONS Variety, difficulty and intricacy of formatians, Precision of spacing througheut, Movement ks
Interdional, seamless and chearty defined, Timing. pace and flow, Use of floor
Below average 0-4
Average to above
sl 40-8
average
Excellent 80-10
OVERALL IMPRESSION +
SHOWMANSHIP
Low difficulty 02-2
Average Bove
verage 1o above 20-4
average
Excellent 40-5 ‘fS

TOTAL /35



Allstar
Strategies

The importance of team placement
% of team participation
Comparative philosophy

The power of upgrades

Using your team strengths






COMPARATIVE
SCORING
PHILOSOPHY

Goal: For better teams to score
higher.

Compare teams to one another in the
same division and against the
level/division standard.

Script

All skills

*
o [
Rank

Teams against one another with
appropriate space in between
them

O

MY

Compare

To teams in the division, the level
standard and the Jumping Off Point

Score

Add scores to your rankings




UNDERSTANDING THE LINGO

Level
Standard

Reasonable expectation of a level
Could progress during the season

Goal: Understanding what skills are
of level

Industry
Average

Common performance seen in
competition

Goal: Consistency across the
country

Jumping Off
Point

NON-FIXED starting range of
scores that can be adjusted up or
down based on judging
considerations, division norms and
competition needs.

Goal: Assist new judges in their
development




ALLSTAR / PREP / CHEERABILITIES BUILDING DIFFICULTY REFERENCE SHEET

« * JUMPING OFF POINT: A non-fixed starting range that can be adjusted up or down based on judging considerations, division norms and

CHEER CANADA

STUNT PARTICIPATION GUIDE

ATH # MAJ MOST MAX

5to7 1 1 1
8to1l 2 2 2
12to 15 2 2 3
16to19 3 3 4
20to23 3 4 5
24t027 4 5 6
28to 31 - 5 7
32to 35 5 6 8
36to 38 5 7 9

TOSSES PARTICIPATION GUIDE

ATH # MAJ MOST MAX
5t09 1 1 1
10to14 2 2 2
15t019 2 2 3
20to24 3 3 4
25t029 3 4 5
30to 34 a 5 6
35t0 38 4 6 7

competition needs

INDUSTRY AVERAGE: The common performance standard seen in competition

MEDIAN SCORE: The midpoint of the average-to-above-average scoring range where half the possible scores fall below and half above.

CONSIDERATIONS are listed in order of importance and are worked through from top to bottom.

Note on DISMOUNTS - Dismounts are difficult skills and should be rewarded in difficulty. Reminder the definition of a dismount is “dismount
involves a release to a cradle or the performing surface where the top person lands on their feet”.

STUNT Cheer "
DIEFICULTY ALLSTAR PREP Abilities CONSIDERATIONS 20pts 10pts JUMPING OFF POINT
No skills performed 0 0 o] 0 o] No skills performed
« % Participation (+4)
« Degree of difficulty " fth q
Low difficulty 04-8  02-4  02-4 -Useofbases 8 4 ostof the team does an
- Variety of skills / element at level
loads / transition/
Average to above 8.0-16 40-8 40-8 dismounts 12 6 4 d.\ffe.rent levetskms'by
average = Combo of skills / majority non cumulative
Pace
Excellent difficulty 16.0-20 8.0-10 8.0-10
PYRAMID ALLSTAR PREP LT CONSIDERATIONS 20pt: 10pt: JUMPING OFF POINT*
DIFFICULTY Abilities [ (=
No skills performed o] 0 0 0 o] no skills performed
* % Participation (+4)
= Degree of difficulty t least il at level
N
Low difficulty 0.4-8 0.2-4 0.2-4 * Use of structures 8 4 : teastones iHatleve
« Minimal of bases structures
= Variety of skills /
Average to above 80-16 40-8 40-8 loads / transition/
average dismounts
= Combo of skills /
Pace
Excellent difficulty 16.0- 20 8.0-10 8.0-10
Cheer
TOSS DIFFICULTY ALLSTAR PREP Abilities CONSIDERATIONS JUMPING OFF POINT*
No skills performed 0 * % Participation (+5)
« Degree of difficulty . -
< Variety 3.0 - skill at level by majority
Low difficulty 02-2 « Additional skills / 35- skwill at level by most
tosses 4.0 - skill at level by max
- -  Combo of skills / or level skill by most + other tosses
Average to above 20-4 Pace 4.0 - 4.5 - 2x skill at level by most
average  Height 4.5 - 2x skill at level by max
or skill at level by max + other tosses
« Pace of entry (for
Excellent difficulty 4.0-5 L2)

20 pts

(0.4)

92
88
B4

8.0

0.4

0.0

9.2

9.0

8.8

86

84

48

46

4.4

42

40

02

0.0

5pts

(0.1)
5.0
4.9
4.8
47
4.6
4.5
4.4
43
4.2

41

40

01

0.0

NEW THIS YEAR

JUMPING OFF POINTS

NON-FIXED starting range of scores that can be adjusted up or down
based on judging considerations, division norms and competition needs.

20pts 10pts JUMPING OFF POINT*

No skills performed

Most of the team does an
element at level

4 different level skills by
majority non cumulative

12 6

WHAT IT IS NOT

A rubric
Something coaches can argue about at accuscore
Definitive









EAGLE VS MOUSE




EAGLE VS MOUSE




EAGLE VS MOUSE

JUDGES COACHES

®




EAGLE VS MOUSE

e TRAFFIC STOPPED

* NOMBER OF.CARS

o MOVING SLOWLY

* LOTS OF NOISE

* 20RMORE
OCCURRENCES

* IN THE SAME SPOT



EAGLE VS MOUSE

e TRAFFIC STOPPED

* NOMBER OF.CARS cu ES
o MOVING SLOWLY

* LOTS OF NOISE

* 20RMORE

OCCURRENCES
* IN THE SAME SPOT




GOING BACK TO CHEERLEADING...

CUES




GOING BACK TO CHEERLEADING...

CUES, CONSIDERATIONS




NOT NEW THIS YEAR

ALLSTAR / PREP / CHEERABILITIES BUILDING DIFFICULTY REFERENCE SHEET —e | oR L

_on | w2 | o | CONSIDERATIONS are listed in order of importance and are worked

« *JUMPING OFF POINT: A non-fixed starting range that can be adjusted up or down based on judging considerations, division norms and 20.0 10.0 5.0
competition needs 196 0.8 40
+ INDUSTRY AVERAGE: The common performance standard seen in competition 102 0.6 48 t h ro u g h fro I I I to p to b O tt O I I I .
* MEDIAN SCORE: The midpoint of the average-to-above-average scoring range where half the possible scores fall below and half above.
188 9.4 4.7
O e * CONSIDERATIONS are listed in order of importance and are worked through from top to bottom.
CHEER CANADA * Note on DISMOUNTS - Dismounts are difficult skills and should be rewarded in difficulty. Reminder the definition of a dismount is “dismount 14 92 e
involves a release to a cradle or the performing surface where the top person lands on their feet”. 18.0 2.0 45
176 88 4.4
172 86 43
STUNT PARTICIPATION GUIDE STUNT Cheer .
DIEFICULTY ALLSTAR PREP Abilities CONSIDERATIONS 20pts 10pts JUMPING OFF POINT 168 54 s
ATH # MAJ MOST MAX
164 82 41
5to7 1 1 1 No skills performed 0 0 o] 0 o] No skills performed T o e CUNSI DERATIO NS
« % Participation (+4) :
8to11 2 2 2 = Degree of difficulty " fth q 156 7.8 3.9
Low difficulty 04-8  02-4  02-4  +Useofbases 8 4 ost of the team does an R
12t015 2 2 3 - Variety of skills / element at level
loads / transition/ 148 7.4 37
16t019 3 3 4 . - -
fomeeewoe aous a0 s Smen 2 s faeeredn
20t023| 3 4 5 g + Combo of skills / jority
Pace
w2z | 4 5 6 Excellent difficulty ~ 16.0-20 8.0-10 80-10 .. .
S P B » % Participation (+4)
32to0 35 5 6 8 PYRAMID Cheer . - .
SRy ALLSTAR  PREP .. =~ CONSIDERATIONS 20pts  10pts JUMPING OFF POINT: an | o= - ] D (=] g ree o f d I ff (CuU I‘tyr
36to 38 5 7 9 120 6.0 3.0
No skills performed 0 0 0 0 o] no skills performed 16 58 20 . UEE’ I:}f bases
* % Participation (+4)
TOSSES PARTICIPATION GUIDE - Degree of difficulty 12 | 56 28

™ . at least one skill at level + 1II|,|III I f k1 ”_ J||r
ATH # " \osT MAX Low difficulty 04-8 02-4 02-4 Use of structures 8 4 108 54 27 arl&ty D S I 5

« Minimal of bases 2 structures

- Variety of skills / T || 48| B I_ d ||'II it ‘||r
sro8 ! ! ! Average to above 80-16 40-8 40-8 lgads/transit\'on/ 100 5.0 25 Da S tran5| tl D rl
10t014| 2 2 2 average dismounts 96 | 48 | 24 H

+ Combo of skills / . [j Tl
151019 2 2 3 Pace - e - IS CH..I["ITS

Excellent difficulty 16.0-20 8.0-10 8.0-10

ww| 3 | s | e ss | 40 | 22 « Combo of skills /

B4 42 21
to29| 3 4 5 TOSS DIFFICULTY  ALLSTAR  PREP L CONSIDERATIONS JUMPING OFF POINT*
Abilities 8.0 4.0 2.0 FJ a C E
30to 34 4 5 6
7.6 38 19
35t0 38 4 6 7 No skills performed 0 * % Participation (+5) 2 26 1
« Degree of difficulty . -
«Varlety 3.0 - skill at level by majority 68 34 17
Low difficulty 0.2-2 . - . 3.5 - skill at level by most
t;‘;iz!w“al skills / 4.0 - skill at level by max 64 | 32 | 18
- - ) or level skill by most + other tosses 6.0 3.0 15
« Combo of skill: . -
Average to above 20-4 Pa::j: o of skills/ 4.0 - 4.5 - 2x skill at level by most
average « Height 4.5 - 2x skill at level by max
or skill at level by max + other tosses 04 02 0.1

« Pace of entry (for
Excellent difficulty 40-5 L2) 0.0 0.0 0.0




COMPARATIVE
SCORING
PHILOSOPHY

Goal: For better teams to score
higher.

Compare teams to one another in the
same division and against the
level/division standard.

Script

All skills

*
o [
Rank

Teams against one another with
appropriate space in between
them

O

MY

Compare

To teams in the division, the level
standard and the Jumping Off Point

Score

Add scores to your rankings




COMPARE

e Teams are ranked comparatively against other teams in the same division and
against level standards.
e Judges have Jumping Off Points to help support accurate scoring of the first few
teams
e \What the “comparative scoring system” is not?
o It is not a code of points.
o |t is not designed to give a certain skill a certain “worth”



HOW DOES RANKING WORK?

& OO

O

20



STUNT DIFFICULTY

18.6

19,2

3

18.8

184

18.0

17.6

ir2

16.8

164

16.0

15,6

»)

15.2

14.3

”

14.4

14.0

—
N

13,6

(

13.2

12.8

12.4

11.6

11.2

~)

10.8

10.4

10.0

8.4

7.6

T3

TRACKING SHEET



STUNT DIFFICULTY

“)

15,6

O

7N
N
~—"

(

TRACKING SHEET



CAN |
COMPARE MY
SCORES?




N“MER'CAL SCORES The impact of the first team on numerical scores




N“MER'CAL SCORES The impact of a strong or weak field of play

o




NUMER'CAL SCORES The impact of timing in the season

o

Maj Ext. 2 leg

Maj Ext. 2 leg @

Maj Ext. 2 leg










