CONNECTICUT YOUTH FOOTBALL LEAGUE
CHEERLEADING SCORE SHEET
C Teams and Mighty Mites

TOWN ________________________________ TEAM_____________________________

DIVISION  ________   JUDGE NUMBER ______
	JUDGE 2
	Scoring Range/Categories
	Score

Max Score
	Comments

	Partner Stunts

Skill Level, % of Team Involved, Timing, Variety, Technique, Dismounts
# Members

# of Stunts

20

5

16-19

4

12-15

3

8-11

2

4-7

1

If technique and/or non-adherence to the number of stunt guidelines above, the scoring range can move down to the next scoring range.
**Basket Tosses are NOT allowed at C level and below**

**Pyramids are NOT required at C level and below**
	____ 0: No Partner Stunts
____ 1 – 3: Below Shoulder Height Stunts 

____ 4 – 7: Shoulder Height Stunts, Straight Cradles,  Majority of Participants used in stunts,

____ 8 – 10: Extensions, prep level Liberty, prep level Torch, prep level Heel Stretches, Maximum  participants used
	____
10
	Comments:
□ Solid stunts                         □ Stunts not steady

□ Good incorporation            □  Needs polish

□Clean discounts                   □ Shaky dismounts

□ Proper Technique               □ Improper Technique                 

	Jumps

Skill Level, % of Team Involved, Timing, Technique, Height,  Execution

Jumps must be performed by majority of the team

Skills performed by less than a majority of the team may move the score into a lower range.
	____ 0:  No jumps

____ 1 – 4: Basic - 1 Jump: Tuck, Straddle, Eagle

____ 5-7: Intermediate – 1-2 Jumps. Herkie, Toe Touch, Front or Side Hurdlers, or a combination of 2 or more Intermediate and/or Beginner jumps
____ 8-10:  Advanced – 2-3 Jumps. Pike, Double Nine, Around the World, or a combination of 2 or more Advanced and/or Intermediate jumps
	____
10
	Comments:

□ Strong  jumps                □ Jumps need height

□ Good height                   □ Need Variety
□Good incorporation        □Point toes
 □ Good variety                 □ Knees bent
                                           □ Sloppy landings

                                           □ Watch arms

	Tumbling

Skill Level, % of Team Involved, Timing, Technique, Execution

*If the entire team does a clean forward roll then they automatically get 2.5 points*

Skills performed by less than a majority of the team may move the score into a lower range.
	____ 0: No Gymnastics Performed
____ 1 – 2.5:  Forward/Back Rolls, 
____ 2.5 – 3.5: Intermediate: Splits, Cartwheels performed by majority of  team
____ 3.5-4.5:  Advanced: Front/Back Walkovers performed by majority of team

____ 4.5-5: Elite: Backhand springs performed by majority of team


	____
5
	Comments:
□ Good incorporation       □ Touchdowns/fall
□ Good use of  skills         □ Perfect Skills
□ Strong tumbling             □ Synch off

□ Good timing                   □ Legs/Toes Sloppy

□ Good synchronization of tumbling              


	Overall Effect/Overall Appeal
	Overall work on partner stunts and pyramids.  Consider the execution, variety and difficulty of the partner stunts and pyramids performed, the jumps and tumbling performed, and the overall effect they had in the routine.
	____
5
	

	TOTAL
	
	    /30
	


