MPA Cheer Technical Guidelines

Partner Stunts & Pyramids

	Point Range
	Skills

	9 – 10

	Elite stunts include a variety of entries(may include not limited to: half ups, full ups, express ups, & inversions without a pause into extended  single leg  stunt & Into stunts and transitions, extended single leg stunt variations with above average flexibility; all girls single based extension stunts, extended co-ed single based stunts, basket tosses with twist or two positions.  All stunts performed with a high level of execution, perfection and flexibility.  Maximum participation.

Dismounts:

· Single Twisting Dismounts from extended single leg stunt variations without front spots and with maximum participation.

· Single Twisting Dismounts from extended stunt with All Girl based stunting.

Transitional and Advance Pyramids include, but are not limited to, a variety of entries, sequences at extended level using a combination of extended single leg stunt variations (without the use of front spots) and/or tick tocks, multiple transition / multiple body position, braced flips, transitions to / from horizontal position.  Pyramids performed with a high level of execution, perfection and flexibility.


	7 - 9
	Advanced stunts include a variety of less twisting entries into stunts, include but are not limited to extended single leg stunt variations with above average flexibility, multiple body positions, basket tosses, toss to hands (co-ed), single based all girls stunting at prep (half extension) level.  Elite entries with front spot or basic entries without front spots.  All stunts performed with a high level of execution, perfection and/or elite stunts performed with a sub-standard level of technique and execution.  Maximum participation. 
Dismounts:

· Single Twisting Dismounts from extended liberty variations with front spots.

· Single Twisting Dismounts from two-legged extended stunts without front spots.

· Straight Cradles from extended single leg stunt variations performed with front spots

Transitional Pyramid Sequences using a combination of single leg stunt variations with the use of front spots.  Transitions and entries at prep level.  Pyramids performed with a high level of execution, perfection, and flexibility. And/or elite pyramids performed with a sub-standard level of technique and execution.



	5 – 7

	Intermediate Stunts include basic single leg stunts with front spots with average flexibility and /or advanced entries ( may include not limited to half -ups,  inversions, switch up to prep)  into two- legged extended stunts or to prep level up to extended level.  All stunts performed with high level of execution and flexibility and/or advanced stunt with sub-standard level of technique.

Dismounts:

                - Single twisting dismounts from extended two-legged stunts.

                - Single twisting dismounts from single legged stunt variations. 

                - Straight cradle dismounts from extended stunts.

Pyramid sequences using single legged stunt variations performed from ground up with no transitions.  Transitional two-legged pyramid sequences.  And/or advanced pyramid with sub-standard level of technique.


	3 -5 
	Beginner - Intermediate Stunts include traditional two-legged extended stunts or any combination thereof, chairs, and single leg stunts mostly at prep level, single skill basket tosses.  All stunts performed with a high level of execution, perfection, and flexibility, and/or intermediate stunts performed with a sub-standard level of technique and execution.
Dismounts:

· Single Twisting Dismounts from prep (half extension) level.

· Single Twisting Dismounts from two-legged extended stunts.

· Straight cradles from extended single leg stunts.

· Straight cradles from two-legged extended stunts.

Pyramid sequences using liberty / liberty variations performed from the ground up with no transitions.  Entries/transitional at prep level or basic transitional two-legged pyramid sequences and/or intermediate pyramids performed with a sub-standard level of technique and execution.


	1 – 3
	Beginner Stunts include prep (half extension), thigh stand, shoulder stand, shoulder sit, pop up splits, straddle press, 1 legged variations at the prep (half extension) level.  And/or pyramid sequences built from the prep (half extension) level.  And/or beginner - intermediate stunts or pyramids performed with a sub-standard level of technique and execution.  Maximum participation.

Dismounts:  

· Straight Cradles from two-legged stunts or single leg prep
· Pop downs
Pyramid sequences built from the prep (half extension) level and below, basic entries and transitions, and/or intermediate pyramids performed with a sub-standard level of technique and execution.



Maximum participation required for maximum points:

20 cheerleaders – 4 or 5 stunt groups


12-14 cheerleaders – 2 or 3 stunt groups

16-19 cheerleaders – 3 or 4 stunt groups


10-11 cheerleaders – 2 stunt groups

15 cheerleaders – 3 stunt groups



9 or less cheerleaders – 1 or 2 stunt groups


Single leg stunt variations = ex:  arabesque, scorpion, scale, heel stretch, etc.

Tumbling
	Point Range
	Skills

	9 – 10
	Elite Tumbling Skills include:  standing tucks, X-outs, series passes with advanced / elite skills, whips, layouts and full twisting layouts.  Jumps into back tucks.

· 100% of team with back handspring skills or above, majority of team with back tuck skills or above, and numerous back layouts or above skills performed with a high level of execution and perfection.



	7 – 9
	Advanced Tumbling Skills include:  round-off back tucks, round-off back handspring back tucks, standing back tucks, and standing back handspring back tucks.  Jumps into back handsprings.

· 100% of team with back handspring skills and only some back tuck skills performed with a high level of execution and perfection.

· And/or – majority of team with back handspring skills and several back tuck / back layout or better skills performed with a high-level of execution and perfection.  

· And/or – elite skills performed at a sub-standard level of execution and perfection. 



	4 – 7
	Intermediate Tumbling Skills include:  standing back handsprings, round-off back handsprings, and round-off multiple back handsprings.  

· 100% of team with back handspring skills only, performed with a high level of execution and perfection.

· And/or – 100% of team with rolls / cartwheels or better, majority of team with back handspring skills, and minimal back tuck or above skills performed with a high level of execution and perfection.  

· And/or – advanced level skills performed at a sub-standard level of execution and perfection.



	2- 4
	Basic / Intermediate Tumbling Skills include:

· Less than majority of back handspring, may include some back tuck or above skills.

· And/or – intermediate tumbling skills performed at a sub-standard level of execution and perfection.



	1 – 2
	Basic Tumbling Skills include:  forward rolls, round-offs, and cartwheels.
· 100% of team with basic skills performed at a high level of execution and perfection.




	Definitions

	Whole team  =  100% of team

	Majority  =  half of team plus one

	Some  =  more than 1 indefinite amount

	Minimal = least amount 

	Numerous  =  more than several

	Several  =  more than a few

	Few  =  three (3)

	Couple  =  two (2)


Motion Technique
	Point Range
	Skills

	7 – 10
	Motions performed by the whole team with the majority of the team executing with strong technique.  Motions executed with sharp precision, excellent timing, proper placement and sharp, executed at fast pace, strong level of technique, difficult foot work and body movement during transitions, strong use of a variety of moves, motions and level changes to enhance the visual effects of the team’s movements.  Overall excellent use of floor, multiple advanced formation changes.


	4- 7
	Motions performed by the whole team with the majority of the team executing with average technique and timing.  Motions executed at an average pace, average to good level of technique, moderate amount of food and body movement during transitions, minimal use of floor, moderate variety of moves, motions, level changes.



	1 - 4
	Motions performed by the whole team with the majority of the team below average at a slow pace, below average level of technique, lack of movement during transitions, minimal variety of moves, motions, level changes, footwork or floor work.  A lack of snap and sharpness in motions.  Motions are dragged and slow.  Below average use of floor.


Dance
	Point Range
	Skills

	7 - 10
	Dance performed by the whole team with the majority of the team executing with strong technique.  Motions executed with sharp precision and at a fast pace.  Strong level of technique, difficult foot and body movement during transitions, strong use of moves and a strong variety of motions and strong use of floors. Multiple formation changes and level changes to enhance the visual effects of the team’s movements.  Excellent timing.



	4 – 7
	Dance performed by the whole team with the majority of the team executing with average technique.  Executed at an average pace, average to good level of technique, moderate amount of foot and body moves during transitions, moderate variety of moves, motions level changes, minimal formation changes and use of floor.


	1 – 4
	Dance performed by the whole team with the majority of the team executing with below average technique.  Executed at an average – slow pace, average to below-average level of technique, moderate amount of foot and body moves during  transitions, little variety of moves, motion level changes, minimal formation changes.


At least four (4) eight-counts of full team dance must be performed, two (2) of those eight-counts must be done  

consecutively.  Males must participate in a way that compliments the dance moves.
Strong Technique = Unique and original dance moves that fit the style of music selected.  Moves are well defined.  

Body positions and movements are hit uniformly.  Execution of dance moves is clean and precise.

Jumps

	Point Range
	Skills

	9 -10
	Three different advanced jumps performed by the whole team with the whole team executing strong technique.
Criteria:  Three (3) jumps MUST be performed consecutively (stamina) with NO prep in-between AND must be performed by the whole team OR the whole team must perform two (2) advanced consecutive (stamina) jumps with no prep in-between AND a separate third advanced jump into a back handspring or above.   


	7 - 9


	Three different advanced jumps (see examples below) performed by the whole team with the majority of the team executing with strong technique.

Criteria:  Two (2) jumps MUST be performed consecutively / stamina with no prep in-between.  The third jump may be performed with the two (2) consecutive / stamina jumps and/or may be performed at another time during the performance BUT must be performed by the whole team.  And/or Substandard technique of the 9 - 10 point range.



	5 – 7
	Three different Advanced jumps performed by the whole team with the majority of the team executing at waist level with strong technique.  

Criteria: Two jumps MUST be performed consecutively / stamina with no prep in between.  The third jump may be performed with two consecutive / stamina with no prep in between.  The third jump may be performed with the two consecutive / stamina jumps and / or may be performed at another time during the performance.  And/or Substandard technique of the 7 -9 point range.



	3-5
	Two different advanced jumps performed by the whole team with a majority below waist level. 

Criteria: Must perform 3 jumps total, but at least 2 different jumps and may have a prep in between. And/or Substandard technique of the 5 - 7 point range.

 

	1 – 3
	Three different basic / Advanced jumps performed by the whole team and/or intermediate / advanced jumps executed with sub-standard technique and perfection.  The jumps in this range may be performed / executed separately. And/or Substandard technique of the 3-5 point range.



The whole team performing an advanced jump into tumbling will increase the difficulty and score higher in the range the team is attempting to fulfill.  Each skill will also be judged in the category it fulfills.
Strong Technique = Pointed toes in air, feet together on landing, use of absorption in landing, height / air time with
                                      proper body position, legs level or better, correct arm positions during jump execution.

Jump Examples:

Basic Jumps = Tuck, Spread Eagle, Herkie, Double-Hook

Advanced Jumps = Toe Touch, Side Hurdler, Front Hurdler, Pike, Double Nine

	Point Range
	Transition / Flow
	Formation / Spacing
	Voice /  Projection
	Expression / Showmanship
	Overall Effect / Performance Appeal

	4-5 

(Above Average / Excellent)
	Clean transitions, smooth flow
	Strong Variety, perfected use of floor & alignment, clean symmetry
	Strong and loud relative to numbers on floor, clear projection and enunciation, strong pitch & tone.
	Strong expressions, showy, spirited, genuine, enthusiastic expressions throughout the routine.
	Above average confidence & energy level, strong sense of ownership in presentation of routine.  Executed clean, solid, wide range of creative variety throughout the routine (1 or 2 minor mistakes OR no mistakes)



	3 (Average)
	Not perfected, some timing issues, some pauses, average flow
	Some variety, not perfected, some mistakes, not all centered and/or some spacing off.
	Average pitch, clarity & volume, not consistent throughout the routine.
	Occasionally fades, weak, not consistently confident, unsure sections.
	Average performance, may include minor and few major mistakes.  Lack of confidence throughout the entire routine.  A few minor mistakes and/or a couple of major mistakes.



	1-2 

(Below Average)
	Major issues, bumping, delayed with pauses, unsure.
	Major errors in spacing / use of center line.  Little or no variety.
	Weak, winded, drawn out and unclear, words sung, not projected towards crowd.
	Fades, unconfident, low energy.
	Weak routine, not clean, executed with many minor & major mistakes.  Bobbles / falls / timing issues.  Many minor mistakes and many major mistakes.




