
SCHOOL / REC CHEER JUDGING SHEET

Team Name

Division Judge No.

Crowd Leading - (10 Points) Points Score
Crowd Effective Material & Motion Technique - Ability to engage the crowd with 
practical and relevant material that elicits a response; Precision, sharpness, 
placement, strength & synchronization of motions/movement

5
 Ability to Lead the Crowd & Proper Use of Signs, Poms, Megaphones, Rally Towels, 
and/or Flags; Timing and Execution 5

Skill Incorporations - (15 Points) Points Score

Execution, Proper Technique, Synchronization, Stability & Spacing 10
Proper Use of Skills to Lead the Crowd; Clean and Crowd Effective 5

Category Impression (5 Points) Points Score
Flow, Overall Crowd Effectiveness, Leadership to Engage & Connect with the 
Crowd, & Difficulty of Practical Skills 5

Total  Possible 30

This score sheet is the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and 
approved by Varsity Spirit.



SCHOOL / REC BUILDING JUDGING SHEET

Team Name

Division Judge No.

Partner Stunts - (25 Points) Points Score

Execution, Proper Technique, Synchronization & Spacing 15
Difficulty - Level of Skill, Number of Stunts Performed, Number of Bases Used, 
Creativity, Transitions & Variety , Use of Coed Skills (Coed Divisions Only) 10

Pyramids - (25 Points) Points Score

Execution, Proper Technique, Synchronization & Spacing 15
Difficulty - Level of Skill, Number of Stunts Performed, Number of Bases Used, 
Creativity, Transitions & Variety , Use of Coed Skills (Coed Divisions Only) 10

Total Possible 50

This score sheet is the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and 
approved by Varsity Spirit.



SCHOOL / REC OVERALL JUDGING SHEET

Team Name

Division Judge No.

Standing / Running Group Tumbling - (10 Points) Points Score
Execution, Proper Technique, Synchronization & Spacing 5
Difficulty - Level of Skill & Number of Skills Performed 5

Jumps - (5 Points) Points Score
Execution,  Proper Technique, Synchronization & Spacing 3
Difficulty - Type of Jump(s), Connections / Combos or Variety 2

Category Impression (5 Points) Points Score
Overall Choreography, Motions/Dance, Visual Appeal, Flow, Formations & 
Transitions 5

Total Possible 20
This score sheet is the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and 

approved by Varsity Spirit.



GAME DAY / CROWD LEADING 

Team Name

Division Judge No.

Crowd Leading (35) Points Score Comments

Game Day Relevance of Situational Sideline
Proper response to the sideline cue 5
Motion Technique 
Precision, sharpness, placement, strength & synchronization of 
motions/movement

5
Crowd Leading Tools
Proper use of signs, poms, megaphones, rally towels, and/or flags
Timing and execution

5
Crowd Effectiveness 
Ability to engage the crowd with practical and relevant 
material that elicits a response
Voice, pace, flow, effective crowd coverage

10

Effectiveness & Execution of Skills Incorporated
Practical and relevant  skills used to lead the crowd
Technique, stability, synchronization & spacing

10

Overall Impression (5) Points Score Comments

Leadership to engage & connect with the crowd; crowd focused
Genuine school spirit & energy; difficulty of practical skills
Transitions between Game Day components (minimal & clean)

5

Total Possible 40

This score sheet is the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and 
approved by Varsity Spirit.



GAME DAY / BAND CHANT

Team Name

Division Judge No.

Band Chant (25) Points Score Comments

Game Day Material & Crowd Effectiveness
Ability to engage the crowd with practical and relevant material 
that elicits a reponse

5
Motion Technique 
Precision, sharpness, placement, strength & synchronization of 
motions/movement

5
Crowd Leading Tools
Proper use of signs, poms, megaphones, rally towels, and/or flags
Timing and execution

5
Formations & Spacing
Effective crowd coverage
Precise spacing and seamless transitions

5
Visual Appeal & Routine Composition
Creative movements and musicality
Use of level changes, ripples, & other techniques

5

Overall Impression (5) Points Score Comments

Leadership to engage & connect with the crowd; crowd focused
Genuine school spirit & energy; difficulty of practical skills
Transitions between Game Day components (minimal & clean)

5

Total Possible 30

This score sheet is the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and 
approved by Varsity Spirit.



GAME DAY / FIGHT SONG 

Team Name

Division Judge No.

Fight Song (25) Points Score Comments

Game Day Material & Crowd Effectiveness
Ability to engage the crowd
Practical & relevant to the Game Day environment

5
Motion Technique 
Precision, sharpness, placement, strength & synchronization of 
motions/movement

5
Crowd Leading Tools
Proper use of signs, poms, megaphones, rally towels, and/or flags
Timing and execution

5
Formations & Spacing
Effective crowd coverage
Precise spacing and seamless transitions

5
Effectiveness & Execution of Skills Incorporated
Practical and relevant  skills used to lead the crowd
Technique, stability, synchronization & spacing

5

Overall Impression (5) Points Score Comments

Leadership to engage & connect with the crowd; crowd focused
Genuine school spirit & energy; difficulty of practical skills
Transitions between Game Day components (minimal & clean)

5

Total Possible 30

This score sheet is the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and 
approved by Varsity Spirit.
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2026 – 2027 Point Deductions 
 

Deductions will be given prior to, during, or after a performance. 

Teams that fall from skill(s) at the end/after the performance will receive applicable 

deductions. 

 
Athlete Fall (AF) – 0.25 
Drops to the performance surface during tumbling and/or jump skills 

Includes Does Not Include 

• Hand or hands down in tumbling or jump skills. 

• Knee or knees down in tumbling or jump skills. 

• Tumbling transitions in and/or out of a building skill. 

• Multiple body parts down in tumbling or jumps. i.e. hands & knees, seat & hands 
etc. 

• An athlete that trips while walking during a transition. 

• An athlete that trips/falls following a controlled 
completion of a tumbling or jump skill. 

 
Building Bobble (BB) – 0.5 
Building skills that almost drop but are saved 

Includes Does Not Include 

• Base or spotter drops to the performance surface during a building skill. 

• Top person leans and/or bears weight on base/spotter and is pushed back up into 
the stunt/skill. 

• Lowering of a stunt from an extended position to prep level (not a timing issue). 

• Pyramid skills that would fall without the bracer or bracer’s support. 

• Both feet of the top person come in contact with the performance surface during 
a cradle/prone (excluding one foot). 

• Hand(s) of the top person come in contact with the performance surface during a 
cradle/prone. 

• Drops to the performance surface from a nugget, thigh stand and/or waist level 
style stunt to their feet (not timing issues). 

• Incomplete twisting that lands prone (on stomach) position during a dismount. 

• An omitted skill. 

• Drop in body position by top person. 

• Excessive movement by bases. 

• Balance check by top person. 

• Single based/coed style skill that never results in contact 
beyond a toss/load grip (omitted skill). 

 
Building Fall (BF1) – 1.0 
Drops from a building skill or transition 

Includes Does Not Include 

• Drops to a cradle / load in / prone position. 

• Drops/lowering of a stunt, including single based/coed style skills, in a controlled 
manner to the performance surface with assistance from the base and/or 
spotter. 

• Top person is set out of a building skill/transition and drops to the performance 
surface. 

• Stunts that almost drop but are saved. 

• All  other  items  listed  in  the  building  bobble  or  major 
building fall “includes” sections. 

 
Major Building Fall (BF2) – 2.0 
Drops to the performance surface from a building skill by the top person and/or base(s)/spotter(s) OR drops to a compromising position not included in a 
Building Fall 

Includes Does Not Include 

• Multiple bases and/or spotters drop to the performance surface. 

• Top person lands on base and/or spotter who drops to the performance surface. 

• Tosses that land in prone (on stomach), upright (feet down) or inverted (head 
down) position. 

• Skills in which the event spotter is the primary catcher/saves an athlete while 
falling. 

• Top person comes in contact with the performance 
surface during a transitional stunt and/or pyramid that is 
continuous without interruption/ stopping. 

• Top person is set out of a building skill/transition and 
drops to the performance surface. 

 
Pyramid Fall (PF) – 3.0 
When multiple building deductions should be assessed during a pyramid skill, then the sum of those deductions will not be greater than 3.0. Building 

deductions will be used until a single pyramid has received 3.0 or more points in deductions where the fall(s) affect other parts of the same pyramid. When 

multiple pyramids are built at the same time, each pyramid will be treated separately. Once a pyramid is rebuilt and shows stability, additional deductions 

can be given. 
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2026 – 2027 Point Deductions 
 

Deductions will be given prior to, during, or after a performance. 
 

 
 

Out of Bounds – 0.5 

• Any part of the seat/torso or any combination of two hands and/or feet completely outside of the performance surface. 

• Out of bounds deductions are called by line judges and decisions are final. 

**Props – 0.5 

• Hard props/megaphones released from an athlete while loading, dismounting or stationary in a stunt. 

• A person on the ground throwing to another person or discarding a hard prop/megaphone with the intent of distance. 

• Athletes performing/landing stunts, tumbling or jumps on props. 

• Examples of Hard Props: corrugated plastic signs, megaphones, poster board signs, flags/banners with poles. 

Note: Props may be placed off the performance surface by someone standing inside the performance surface. 

**Unsportsmanlike Behavior – 1.0 

• When a coach is in a discussion with an official, other coaches, athletes, or parents/spectators, they must maintain professional conduct. 

Increased behavior could result in removal or disqualification. 

**Excessive Celebration / Team Introductions – 1.0 

• Introductions (organized entrances, chants, spells outs, etc.) are considered part of the routine and will be timed as part of the performance. 

Team breaks, rituals, traditions, and handshakes need to take place prior to entering the mat. 

• Teams should take the floor immediately with spirit and enthusiasm, but without excessive gestures (handshakes, dances, rituals, etc.). 

• Teams should refrain from any type of excessive celebration following the team’s performance (team huddles, alternates/coaches entering the 

competition floor, falling to the ground, dancing, head/hair swings, split drops, etc.). 

Time Limits – 0.25/0.5/1.0/2.0 

• Timing will begin with the first movement, voice or note of the music, whichever comes first. Timing will END with the last movement, voice or 

note of the music, whichever comes last. 

• Judges will not issue a deduction until their stopwatches show a time of 3 seconds over the allotted time. If a routine has multiple time limits, 

each section could receive a deduction. 

• 1 – 5 Seconds over – 1.0; 6 seconds or more – 2.0 

• Game Day timing will not include the team spiriting, rallying, jumping, kicking, tumbling or single-based lifts prior to the start of the routine. 

Game Day Routine timing will end with the last synchronized voice or note of music. This would include call backs after the music has ended. 

• Teams have 30 seconds from the team’s introduction to start the routine and 30 seconds after routine completion to exit the performance area. 

If a team exceeds this time limit, a penalty of a .25 deduction for 1-5 seconds or a .5 deduction for 6 seconds and over will be assessed. 

• If a routine is retimed as part of a review, the exact time will be used without the 3 second allowance listed above. 

Game Day Format Violation – 1.0 

• Skills that do not meet the additional skill restrictions for a Game Day Performance (See Rules and Regulations for skill restrictions). 

Additional Format Violations will include: 

o Exceeding 3 consecutive 8-counts of incorporation during the fight song (High School and Below) 

▪ Building Skills that are stationary prior to the end of the 3rd 8-count may remain stationary until the end of the routine. 

Dismounts following the completion of the routine will not be included for timing purposes. 

o Stunting/tumbling outside the allotted restrictions. 

General Safety Violation – 1.0 

• When skills are performed illegally, usually due to performer error, however the skill itself is legal. Examples include: 

o Braced flip where one of the bracers happens to fall during the flip. 

o Incorrect spotter grips on a single base style stunt. 

o Tumbling/Building in a Non-Tumbling/Non-Building Division. 

o Skills performed in the Intermediate division that do not meet the division skill restrictions 

Specific Safety Violation – 3.0 

• When a skill is not performed in a legal manner. Examples include: 

o Braced flipping pyramid with only 7 people or a bracer in a shoulder sit. 

o Release transitions landing inverted. 

o Missing a Required Spotter – does not include incorrect spotter grip. 

**These deductions may only be issued one time per performance. However, all others may be received multiple times with no max: Props, 

Unsportsmanlike Behavior, Excessive Celebration / Team Introductions. 



 

 
 

 

 

STUNT SCORING GUIDELINE 
*Skill list is NOT all inclusive and NOT comparable across different styles. 

*Skills are listed least difficult at the top to most difficult at the bottom. 

 

 
  

INVERSIONS 
 

RELEASES 
 

TWISTING 
 

COED STYLE 
 

 
  

Inversions below prep level 
 

Release moves to below prep 
Twisting transitions to 

side/prone/cradle 

 
Walk in/toss chair 

 

Below prep level inversions out of 

stunts (yo-yo, back walkover, etc.) 

Release moves to prep (Load, Switch 

Up, Quick Toss) 

 
1/4 -1/2 up to prep 

 
Walk-in hands 

 
Inverted dismounts 

 
Load release to extended 

 
1/4-1/2 up to extended 

 
Toss hands 

 
Suspended Rolls 

 
Switch Up release to extended 

 
Vertical full twisting transitions down 

 
Press extended 

 
Ground inversion to prep level 

 
Quick toss to extended 

Full Up variations to stunt (cross leg, 

bases moving) 

 
Walk-in/toss Extended 

Released inversions to below prep 

level 

 
Stunt to stunt release moves 

 
Full Up to prep 

 
Press to extended single leg 

 
Prep level inversions 

Stunt Tick Tock release moves (High 

to Low, Low to High. High to High) 

 
Full Up to extended 

 
Walk-in to extended single leg 

Ground released inversions to prep 

(Ex: Roll, Roundoff, BHS entries) 

Stunt Tick Tock release moves to 

body positions 

 
Prep full around to stunt 

3/4 to full twisting entries and 

transitions 

 
Ground inversions to extended 

Up to 1/2 twisting release moves to 

stunt (Load, Switch Up, Quick Toss) 

 
1 1/2 up to stunt 

 
Toss to single leg extended 

Twisting ground inversions to 

extended (1/2 Twisting or more) 

Full twisting release moves to stunt 

(Load, Switch Up, Quick Toss) 

 
Extended full around to stunt 

Walk-in to extended single arm 

variations 

Prep level inversions release to 

extended 

Full twisting release moves to body 

position 

 
Prep 1 1/2 around to extended 

 
Tick Tock Low to High 

Ground inversions released to 

extended (Ex: Roll, Roundoff, BHS 

entries) 

Full twisting Tick Tock stunt to stunt 

(High to Low, Low to High) 

 
Double up to extended 

 
1/2 twist released stunt/transition 

Prep level Hand in Hand inversions 

release to extended 
 Extended full around single leg 

(lib-to-lib) 

 
Tick Tock High to High 

Elite entries to Hand to Hand stunt 

release to stunt (Ex: Diamadov) 

  
Prep double around to extended 

Toss to extended single arm 

variations 

Cartwheel/forward  momentum entry 

ground inversions released to stunt 

  
Double Dragon prep to extended 

 
Toss Full Up to stunt 

Hand in Hand inversions forward 

release to stunt 
 Extended full around more than 1 

twist and/or including BP 

 
Hand In Hand release to extended 

Inversions released with up to 1/2 

twist to extended 
  

Double Dragon all extended 
 

Full twist released stunt/transition 

Inversions released with full twist to 

extended 
  Ground released inversion to 

extended 

   Twisting released inversions to 

extended 

 
 

 

*Entries into skills listed in order is 

consistent when adding in factors 

such as landing prep, extended, 

single leg, body position, or adding 

twisting. 

*Load entry starting two feet in bases' 

hands.Switch up starts one foot in 

load and one foot on the ground and 

switches standing legs on the way 

up. Quick Toss starts both feet on the 

ground. 

 

 
*This skill list is not all inclusive. 

Additional skills performed in various 

styles may fall between listed skills. 

 

*A coed style skill Assisted would 

always come before Unassisted. 

*Skills listed as multi-base styles 

would come before the single based 

version of the same skill. 

 

 
These Scoring Guidelines are the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, 

for events not sponsored and approved by Varsity Spirit. 
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STUNT SCORING GUIDELINE 

  

                        

Stunt Group Expectations     

  

Division Full Team Stunt 
Groups   

  Rec/Club       

  All Divisions   

    36 #/4*   

  

Junior 
High 

Full Team Stunt 
Groups   

  Small Junior High   

    16 4   

  Large Junior High & Non-Tumbling   

    30 6 or 7   

  

Junior 
Varsity 

Full Team Stunt 
Groups   

  Small Junior Varsity   

    16 4   

  
Large Junior Varsity & Non-
Tumbling   

    30 6 or 7   

  

Varsity Full Team Stunt 
Groups   

  Small Varsity & Non-Tumbling   

    15 3   

  Medium Varsity & Non-Tumbling   

    19 4   

  Large Varsity & Non-Tumbling   

    23 5   

  Super Varsity & Non-Tumbling   

    30 6 or 7   

  

Coed Male/Total Coed/ 
Group   

  Coed Non-Tumbling   

    4/30 C-4 Gr-4   

  Junior Varsity Coed   

    1+/30 C-4   

  Small Coed   

    4/20 C-4 Gr-2   

  Large Coed   

    5+/30 C-5   

          
These Scoring Guidelines are the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole,  

for events not sponsored and approved by Varsity Spirit.  

Stunt Group Expectations 

• The number of stunt groups listed for each division shows the number 
of stunt groups possible when the division number is maxed out. 

• The stunt group number is not a requirement but is a consideration 
when comparing teams who utilize less stunt groups than the max for 
the division.  

• The minimum stunt groups by any individual team should be total 
number of participants on the floor divided by 4 rounded down.  

o Rec/Club divisions are not expected to max out with 36 members. 
• Coed Stunt Expectations are a minimum number of coed style/single-

based groups performing skills simultaneously. 
o Small Coed and Coed Non-Tumbling stunt expectations combine coed 

groups with multi-based groups based on number of males allowed in 
those divisions. 

Additional Difficulty Considerations 

• Landing position can increase degree of difficulty of a skill. Positions in 
order from prep, extended, single leg, to body position. 

• Number of bases affects the difficulty of the skill. It is harder to do a 
skill with less bases. 

• Credit for inversion stunts is only given when weight of the top person is 
held in the upper portion of the body and the skill is inverted at the dip.  

• When comparing inversions, the entry style is a factor that affects 
difficulty. See “Inversions” column on page 1 for a reference of various 
inversion entry styles listed in order.  

• Other factors that affect difficulty: variety of skills, pace between and 
connection of skills, the total number of skills performed, the number 
of bases in a skill, and types of dismounts. 

• Coed style/single based skill difficulty is affected by the stunt being 
assisted or unassisted.  

• Coed divisions stunt difficulty is driven by coed/single-based skills. 
Small Coed and Coed Non-Tumbling divisions should include multi-
based stunts, difficulty is driven first by coed and then by multi-based 
skills.   

Pyramid Difficulty 

• Pyramid difficulty factors include: difficulty of stunts being performed, 
number of bracers, variety of skills performed, entries and dismounts 
into skills, and pace of transitions.  


