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“Championship”

October 18th, 2009
Location: Powhatan High School
Participant Fee: $13.00

Spectator Fee: $6.00

COACHES FREE 

Start Time: 8 am

Placement for all teams!

Awards for Each Participant!

Cool Down area for teams after performance
Event T-shirts for purchase
Elite FAN Award
Dazzle Awards
Drawings for GREAT prizes to programs in attendance.
Coaches Gifts and Awards
Small and Large Divisions
Experienced and Certified Judges
GRAND CHAMPION AWARD with GRAND CHAMPION T-Shirts.
[image: image2.png]



“Championship”

TEAM DIVISIONS
          
RECREATION

Flag



5,6,7 years old   


No Limit


Small Minor


8 & 9 years old



Up to 15 participants


Large Minor


8 & 9 years old



16 or more participants


Small Junior


10 & 11 years old


Up to 15 participants


Large Junior


10 & 11 years old


16 or more participants


Small Senior


12, 13 & 14 years old


Up to 15 participants


Large Senior


12, 13 & 14 years old


16 or more participants

EVENT GUIDELINES

· Each participant must turn in a completed release form.  Release forms must be sent in with registration.  No participant will be allowed to compete without a form properly filled out and signed.

· Registration form and payment are due by October 1st.

· Performance order will be determined by drawing of teams prior to the competition.

· If there is only one team in a competing division, that team must score the following to receive a trophy.

1st place
160 pts

· Flag and Minors will register at 9:00 am

· The gym will be emptied between sessions

· All Juniors and Seniors will register at 11:00 am.

· Spectator Admission is $6.00 for all school age and above.

· All teams will have a 4 minute warm-up in the auxiliary gym.

· No stunting in the hallways.

· All teams will compete on a 42 x 42 regulation cheer floor.

· The only props permitted are signs.

· JEWLERY is NOT ALLOWED!

· Routine time limit is 2 ½ minutes.

Recreation divisions can mix ages.  Divisions are determined by the age of 80% of the team. (ex. Team of 15 the division is determined by the age of 12 members)
· Cheer Elite will not provide spotters.  All routines should be self-spotted.

· Cheer Elite reserves the right to combine divisions with in the age bracket due to number of teams registered.

· Placement is determined by average score.  

· In the event of a tie High and Low scores will be dropped for placement.
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“Championship”

Registration Form

Team Name:_____________________________________________________________________________________________________
Contact Name:_____________________________________________________________________________________________________

Address:__________________________________________________________________________________________________
City:_____________________________________________State:____________________________Zip:_____________________

Day Phone:_______________________________Evening Phone:________________________________________________

E-mail Address:____________________________________Fax #:_______________________________

DIVISIONS:
Please fill in the division you wish to compete in.  

Please fill out a separate registration form for each team.

Please attach a Roster and Medical Release Forms.  

Four coaches per team will be admitted free of charge.  




RECREATION - # of competitors at 13.00 each





Flag


#___________________







Small Minor

#___________________





Large Minor

#___________________





Small Junior

#___________________





Large Junior

#___________________





Small Senior

#___________________





Large Senior  

#___________________



Number of competitors 



  X $13.00 each = 

Number of extra coaches


  X $6.00 each = 

TOTAL ENCLOSED: 

                                  Make Checks Payable to:  C E S

Mail Payment and Registration to:     CES, 7614 Whitepine Road, Richmond  VA  23237
Registration form, waivers and payment are due by October 3
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             Team Name:___________________________
 “Championship”  __________     Division:______________________________

	

	
	
	
	
	


Stunts and/or Partner Stunts (1-15)


             Good Timing

Work on Timing

Technique, Dismounts, Variety




Solid Stunts

Stunts not Solid








Good Technique

Weak Technique


Running and Standing Tumbling (1-5)



Good Squad Tumbling    Work on getting more involved

 Variety, Technique
   





Good Variety

Timing Off








Strong Technique
        Work on perfecting technique


Jumps (1-10)






Good Height on Jumps
Need more Height

Height, Variety, Technique





Nice Variety of Jumps
Add more variety









Nice Form

Point Toes


Dance (1-10)






Flashy/Exciting Dance
Need more excitement

Synchronization, Formations, Energy, Rhythm



Nice Levels

Need more level changes






Together   

Not Together – Timing Off









Nice Tight Motions

Loose Motions


Voice Projection (1-10)





Strong Voices

Need to be louder

Voice, Expression, Crowd Appeal




Creative Cheers/Chants
Slow words down


Motions (1-10)






Strong Motion Execution
Work on Technique

Levels, Sharpness, Timing





Nice Variety of Motions
Need more variety









Everyone Together

Timing off

Formations/Transitions
(1-10)




Good use of floor

Use more of the floor

Timing, Flow






Good Formations

Watch Spacing









Smooth Transitions

Transitions Sloppy









Good Flow

Too Fast/Too Slow


Showmanship/ Visual Appeal (1-10)



Excellent Spirit

Keep the spirit going









Good Expressions

More Smiles


Overall Effect (1-10)





Solid Routine

Choppy – doesn’t flow

Entertainment, Variety, Creativity




Very Creative











Good Use of Skills



JUDGES INITIALS:___________
                       SCORE:
Final Comments:

MEDICAL TREATMENT/LIABILITY and PHOTO RELEASE

Each participant must turn in a completed release form at registration; otherwise they may not participate in any 
Cheer Elite Starz  and Dance All-Star Inc.
I, the undersigned parent or guardian, do hereby grant permission for my daughter/son whose name is:

First Name______________________________________________ Last Name_____________________________________

School/Organization Name________________________________________________________________________________

Date of Birth_______/_______/_______ 




Event Attending______________________________________
Event Date___________________________________

And hereafter shall be referred to as ‘participant’ in the Cheer Elite Chesterfield Championship.  In order that the participant receive the necessary medical treatment in the event of an injury or illness, I hereby release the event coordinator, facility and its representatives from any liability associated with the exercise of this authority.

I further acknowledge and agree that in taking part in this event, there is the possibility of physical illness or injury (minimal, serious, or catastrophic) and that the participant is assuming the risk of such illness or injury by participating.

I further hold harmless, Cheer Elite Starz and Dance All-Star Cheerleading, Inc.  including its officers, directors, staff, agents and the facilities in which the event is held for any illness or injury incurred by participating in the event.

Medical History of Participant – Please circle all that apply and, provide details/explanation.

Allergies


Asthma


Diabetes


Heart Trouble

Contact Lenses


High Blood Pressure
Convulsions/Seizures
Mental Disorders

Pre – existing injury

Other


List Medications participant is taking__________________________________________________________________

I give Cheer Elite Starz and Dance All-Star Cheerleading, Inc  the right and permission to film, photograph and or video the participant, or me (advisor/coach/director/parent) at the event and during the entire event schedule, for any reproductions associated in or any way connected with said televised or filmed event; to be used for the sole purpose of Cheer Elite Starz and Dance All-Star Cheerleading Inc. and all promotional materials.

Signed this _________________________________ in the presence of:


   


                  Day  /
     Month    /
Year


Parents/Guardian Signature: _____________________________________________________________


Participants Signature: __________________________________________________________________


Participants Printed Name_______________________________________________________________


Address: _____________________________________________________________________________

City: ______________________________State___________________Zip________________________

Home Phone_____________________________ Work Phone__________________________________

E-Mail______________________________________________________________________________

Insurance Carrier______________________________________________________________________

Policy/Group Number__________________________________________________________________
“Cheer Elite Championship”

Rules and Guidelines
There may be up to a 20-point* deduction for each different Safety Guideline infraction. (Jewelry is a 5-point penalty). 

SPOTTERS: For stunts requiring spotters, the spotters must be squad members.

For any stunt that requires a spotter, the spotter must be looking at the flyer at all times. The spotter cannot be looking at the crowd; he/she must remain focused on the flyer. The spotter must also be in a position to catch the flyer should he/she begin to fall. The spotter must either be bracing the stunt, or have his/her hands in position to catch the flyer. An inattentive spotter will result in a 5-point penalty per infraction.

SAFETY PEOPLE:  recommend that squads whose routines include stunts have at least 2 Safety People (do not have to be squad members) standing behind the performing squad who can move in to assist cheerleaders who may fall. Safety is their sole purpose. They cannot touch or assist climbers unless they are falling. Failure to abide by this rule will result in a 5-point penalty per infraction. Safety People must have waiver forms.

VULGARITY: Vulgar/suggestive/offensive movements, words or music are not permitted. 

Routine should be appropriate for family viewing. There will be a 5-point penalty assessed for infraction of this rule.

STUNT/TOSS FALLS (5-point penalty per occurrence):

1. Falls to the performance surface in which the flyer does not land on his/her feet.

2. For stunts that require assisted landings: An obvious loss of control in which the flyer lands on his/her feet, but is unassisted in the dis-mount.

3. If base(s) falls to the performance surface and the majority of the flyer’s weight is caught by the falling base(s).

STUNT/TOSS BOBBLES (1-point penalty per occurrence):

1. Flyer/base(s) exhibits obvious instability, loss of control or body position during a stunt but does not fall.

2. Flyer performs an obvious early dismount/cradle.

3. Flyer exhibits obvious loss of control during cradle which causes flyer to land in a prone position.

TUMBLING FALLS (3-point penalty per occurrence):

1. Tumbler lands on the performance surface on any body part other than his/her feet.

2. After skill is landed, forward/backward momentum causes an obvious loss of control in which the tumbler falls to the performance surface. (If the tumbler’s hands are the only part of his/her body that touches the performance surface, a 1-point tumbling bobble penalty will be incurred.)

TUMBLING BOBBLES (1-point penalty per occurrence):

1. Tumbler lands skill on his/her feet, but touches the performance surface in a manner that was not a part of the intended skill.

GENERAL

1. Participants must wear soft-soled shoes while competing. Jazz shoes, boots or any hard-soled shoes are not permitted. Gymnastics slippers (or similar type shoe) are not permitted.

2. Participants cannot wear jewelry of any type. This includes, but is not limited to, ear, nose, tongue, belly button or facial rings, clear plastic jewelry, bracelets, necklaces and pins on uniforms. Jewelry cannot be taped over; it must be removed. Exceptions: medical ID tags/bracelets (must be taped to body) and rhinestones on uniforms

3. Drops including, but not limited to, knee, seat, thigh, front, back and split drops from a jump, stunt or inverted position are not permitted unless the majority of the weight is first borne on the hands/feet, which lessens the impact of the drop.

4. With the exception of a competition spring floor, the use of any height increasing apparatus is not permitted.

5. Flags, banners, signs, poms and megaphones are the only props permitted. Props with poles or similar support apparatuses cannot be used when stunting or tumbling. All props and signs must be discarded in a safe manner to insure that they do not interfere with the performance or harm participants/spectators/event staff.

6. Casts, braces, etc. that are hard and unyielding or have rough edges or surfaces shall be appropriately covered.
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Cheer Elite Championship! Rules

	STANDING TUMBLING 
	1) No flips or aerial skills permitted. 

2) When passing through the inverted position of an airborne trick, tumbler must have both hands on the performance surface. 

3) Twisting while airborne is prohibited. Exception: Round-offs, Block Cartwheels 

4) Front and back handspring series are permitted.(Prohibited in a direct combination with a jump) 

5) Front and back handspring, when in direct combination with a jump, are permitted. (no series) 



	RUNNING TUMBLING 
	1) No flips or aerial skills permitted. 

2) When passing through the inverted position of an airborne trick, tumbler must have hand support with performance surface. 

3) Front and back handspring series are permitted. 

4) Twisting while airborne is prohibited. Exception: Round-offs, Block Cartwheels 



	STUNTS 
	1) Stunts are limited to 2 persons high. 

2) Single-leg stunts above prep level are permitted.(no twist cradles are permitted in the release move)
3) At least one base must remain in contact with the flyer. 

4) Transitions and twisting entries are limited to a ½ twist by the flyer. 



	PYRAMIDS 
	1) Must follow Stunt and Dismount rules. Extended single-leg stunts are permitted. Bracer at prep level MUST be in a two-leg stunt. Exception: Shoulder and Straddle Sits are permitted. The connection to prep can be hand, arm or foot. 

2) Are limited to 2 persons high. 

3) Flyers must maintain constant contact with a base or bracers and cannot lose contact with a person at or below prep level when changing positions. 



	DISMOUNTS 
	1) Pop downs, basic straight cradles and single twist cradles are the only dismounts permitted. 

2) All other skills are prohibited. 



	RELEASE MOVES 
	1) Release moves other than those permitted under DISMOUNTS and TOSSES are prohibited. 

2) Helicopters are prohibited. 

3) Tick-tocks are prohibited. 



	INVERSIONS 
	1) No inversions above prep level are permitted. Exception: Transitions from ground or prep level inversions to non-inverted positions are permitted and must stay connected by one of the bases. All front inversions must land in a cradle position or released to the floor staying braced and connected to at least one base.

Inversions that have released to a cradle position may be reloaded in a squish/sponge position.

Inversions may only be done in a front execution. Forwarded suspended roll.



	TOSSES

	1) All types of tosses (i.e. basket, sponge, squishy and/or scrunch) are allowed. 

2) When executing a toss, the only skill allowed is a straight ride. Exception: Different arm positions (i.e. blowing a kiss, etc.) are allowed. 

3) A single twisting log roll that begins and ends in a cradle position is permitted. 

4) Helicopter and flipping tosses are prohibited. 





GLOSSARY

A-G

Aerial Flip: Aerial (free from contact) hip-over-head rotation.

Airborne/Aerial: To be free of contact with a person or the performing surface.

Awesome: An extended stunt where a flyer has both feet together in the hand(s) of the base(s). Also referred to as a “Cupie.”

Back Spot: Person in the back of a stunt who is mainly responsible for protecting the head and the shoulder of a flyer during a controlled dis-mount or fall.

Base: A person who is in direct weight bearing contact with the performance surface* who provides primary support for anther person. The person(s) that holds, lifts or tosses a flyer into a stunt. *Exception: All Star Level 6: A second level base in a 2 ½ high pyramid.

1. Main Base: When using 2 or 3 bases, the main base has the most control over the flyer, and in some stunts, is directly under the flyer.

2. Secondary Base: When using multiple bases, the secondary base is across from the main base and will usually be on the foot (single leg stunt) or have one of the feet (two leg stunts).

Basket Toss: A toss initiated by 2-4 people, 2 of which have their hands interlocked to wrists.

Block: A gymnastic term referring to the increase in height created by using one’s hand(s) and upper body power to push off the performance surface during a tumbling skill. The momentary airborne position created by blocking is legal for all levels.

Brace(d): Touching, connecting or supporting some weight of another person.

Braced Flip: A transitional stunt/pyramid involving hip-over-head rotation in which a flyer is in direct contact with at least two members at shoulder level or below. Primary weight cannot be borne at the second level.

Cartwheel: A non-aerial acrobatic skill involving hip-over-head rotation in which a person rotates sideways in a straddle position with support from one or both hands.

Chair: A stunt in which the flyer is sitting on the hand(s) of the base(s).

Cradle: Catcher(s), with palms up, catches a flyer by placing one arm under the back and the other under the thighs of a flyer. The flyer must land face up in a pike position.

Cupie: See “Awesome.”

Dirty Bird: Toss to a laid out X-position to the back of the base, through the base’s legs and typically transitioning to a scooper.

Dismount: The movement from a stunt or pyramid to a cradle or the performance surface. The movement from a cradle to the performing surface is not considered to be a dismount.

Dive Roll: An aerial forward roll where the hands and feet are off of the performing surface simultaneously.

Double Cartwheel: Flyers perform cartwheel(s) while holding each other's thighs, waist, etc.

Downward Inversion: A stunt or pyramid in which an inverted flyer’s center of gravity is moving toward the performing surface.

Drops: Dropping to the knees, seat, thigh or split position onto the performing surface from a jump, stand or inverted position without first bearing most of the weight on the hands/feet which breaks the impact of the fall.

Extended Stunt: When the entire body of the flyer is extended in an upright position over the base(s). (Chairs, torches, flatbacks, and straddle lifts

are examples of stunts where the bases arms are extended overhead, but are NOT considered to be extended stunts).

Extension Prep, Prep or Half: When the flyer is being held at shoulder level by the base(s).

Flatback: A stunt in which the flyer is lying horizontal face up and is usually supported by two or more bases and one continuous back spotter.

Flip: An aerial skill involving hip-over-head rotation.

Flyer: A person who receives primary support from another person anytime during a stunt. Also referred to as the top person or partner.

Free Falling Flip: An aerial flip where the person flipping is not in constant contact with a base(s).

PAGE 3 OF 5.Front Spot: Person who is in position to add additional strength to keep a stunt up or to add additional height to a toss. Front spot is not involved in the cradling process.

Full: 360-degree twisting rotation.

Ground Level Inversion: While inverted, flyer’s hands must maintain contact with ground, with the exception of transitioning into a stunt.

H - S
Hanging Pyramid: A pyramid in which one or more persons are suspended off the performing surface by one or more flyers.

Helicopter Toss: A flyer, in a horizontal position, is tossed then rotates around a vertical axis (like helicopter blades) before being caught by original bases.

Inverted: When the flyer’s head is below his/her waist. Arch-back dismounts to a cradle are not considered to be inverted.

Jump: A non-flipping maneuver in which a person becomes airborne by pushing off the performance surface with his/her own power through his/her legs and feet.

Kick Arch: Type of trick that involves the straight ride to a kick with one leg and an arch out of the trick into the cradle position.

Kick Full: Skill, typically in a toss, that involves a kick and a 360-degree twisting rotation.

Leap Frog: A stunt where the flyer (while connected to a base) is transitioned from one set of bases to another or back to the original bases.

Prep Level Leap Frog: Same as above but performed at any level above ground level.

Log Roll: A flyer, in a horizontal position, is tossed then rotates parallel (twists) to the performance surface before being caught by the original bases.

New Base: Base(s) previously not in direct contact with the flyer of a stunt(s).

One-Arm Stunt: Any extended single-based stunt in which one arm of the base has primary support of the flyer.

Onodi: A gymnastic skill starting from a back handspring position. After pushing off, the tumbler performs a ½ twist to the hands, ending the skill as a front handspring step out.

Pendulum: A pendulum is a stunt in which the flyer falls forward/backward to at least a 4-person catch while maintaining constant hand-to-foot contact with the base. Pendulums must be performed from shoulder stand level or lower. For a half pendulum, the flyer is then pushed back up to a vertical position. A full pendulum involves the flyer then falling to at least a 4-person catch on the other side (front or back) of the base.

Pitch: A throwing motion by a base to increase the height of a person with the person becoming free of contact with the base(s).

Pooper Scooper: A stunt transition in which a person (usually a flyer) passes between the legs of another person (usually a base).

Pop: A controlled pushing upward motion by a base to increase the height of the flyer or to release the flyer to a cradle position (an assisted prep).

Prep-Level: The height of the base’s hands and at least one foot of the flyer are at shoulder-level (also known as shoulder-height).

Prone Position: A face down, flat body position.

Prop: An object that can be manipulated.

Punch: See “Rebound.”

Pyramid: Multiple connected stunts.

Rebound: A maneuver, not involving hip-over-head rotation, in which a person becomes airborne by bouncing off the performance surface (usually performed from his/her feet during tumbling).

Re-Catch: Landing from a multi-based toss in a new toss, stunt or any position other than a dismount

Release Move: When the base(s) and flyer become free of contact with each other and the flyer comes back to the original set of bases. A single base toss to a stunt from the ground is neither considered a release move nor a toss. This interpretation only applies to “stunts.” It does not apply to “pyramids.”

Reload: Returning to the loading position with both feet of the flyer in the hands of the bases.

Retake: A one-foot reload.

Rewind: A free-flipping release move used as an entry into a stunt.

Round-Off: A basic tumbling skill that starts in a lunge, reaches to the performance surface, kicks legs over the head and finishes with the feet together to generate power. A correct round-off would snap feet together at the top of the skill.

Running Tumbling: Tumbling that is performed with a running start and/or involves a punch, hurdle, round-off, round-off handspring, front hand-spring, etc., 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.”

Scooper: An entrance/transition skill into a stunt in which a person (usually a flyer) passes between the legs and under the torso of another per-son (usually a base).

Second Level: A person being supported by one or more person(s) in contact with the ground.

Shoulder Stand Level: The height of the base’s hands and at least one foot of the flyer are at shoulder-level (also known as prep level).

Single Based Split Catch: Flyer is tossed into a straddle position and is supported in the inner thigh area by only one base.

Single Based Toss: When a flyer is tossed by one base.

Sponge Toss: A toss initiated by 2-4 people, 2 of which have both hands grabbing under each of the flyer’s feet. Also referred to as a “Scrunch.”

Spotter: Person whose primary responsibility is the protection of another during the performance of a skill.

1. Must be in direct contact with the performing surface.

2. Must be attentive to the skill being spotted.

3. All spotters must be your own team’s members and be trained in proper spotting techniques.

4. Spotters may also be considered bases in transitional stunts.

Standing Tuck: A free flying flip from ground level that is executed from anything other than a cartwheel.

Standing Tumbling: A tumbling skill (series of skills) performed from a standing position without any previous forward momentum.

Straight Ride/Cradle: The body position of a flyer in a toss that doesn’t involve any trick in the air. It is a straight-line position that teaches the flyer to reach and to obtain maximum height on toss.

Stunt: Any skill in which one or more persons support one or more persons away from the performance surface. Also referred to as a mount.

Suspended Flip/Roll: A stunt involving hip-over-head rotation in which a flyer is in direct contact with one* (*when level rules permit) or more bases who are in direct weight bearing contact with the performing surface. Bases grab any area under the flyer’s arms, hands or shoulders, and hold to continuously support the flyer during a front/back flip dismount/transition.

Suspended Split: Flyer in a split position is suspended between two bases.

Sweep: A controlled forward motion by a base(s) to release a flyer(s) to a cradle catch.

T - Z
Tension Roll/Drop: A pyramid/stunt in which the base(s) and flyer(s) lean in formation until the top person(s) leave the base(s) without assistance.

Tick-Tock: A move within a stunt in which the flyer is in an extended liberty variation and simultaneously switches (or hops) to the opposite supporting leg.

Toe/Leg Pitch: A single or multi-based toss in which the base(s) pushes upward on a single foot or leg of a flyer to increase the flyer’s height (often resulting in a hip-over-head rotation/flip).

Toss: An airborne-stunt where base(s) executes a throwing motion to increase height of flyer. Flyer becomes free from all bases. Flyer is free from performing surface when toss is initiated. (Example: basket toss or sponge toss) NOTE: Toss to hands and toss chair are not included in this category.

Transitional Stunt: Stunt involving a flyer moving from one stunt to another. The transition may involve changing bases, where level rules permit.

Tumbling: Any gymnastics or acrobatic skill executed on the performing surface.

Twist: Rotation around the body’s vertical axis.

Two Persons High Stunt: A stunt where all individuals who are not in contact with the cheering surface (flyers) and are primarily supported by one or more individuals who are in direct weight-bearing contact with the performing surface (bases).

Two ½ Persons High: A stunt/pyramid in which the flyer(s) is directly supported by another flyer(s) who is not in direct contact with the cheering surface. The total height of the pyramid cannot be than 2 1/2 body lengths.

Vault: A vault is a stunt in which the hands of the flyer are used to push off to clear the base.

Vertical Axis: When the center of the body is aligned upright and directly over the stunt.

Walkover: A non-aerial acrobatic skill involving hip-over-head rotation in which a person rotates forward/backward (usually performed with the legs in a split position) with support from one or both hands.
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