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Introduction to Judging, duties and requirements of conduct 

What is Judging? 

Judging is the way in which we assess whether a gymnast has mastered routines and skills to a 
reasonable standard.  
The growth from very new inexperienced judges to expert judges is not unlike any other 
development process. If we try to progress too quickly we feel inadequate and overwhelmed. To 
minimize this we have a progression system for judges. Beginner judges evaluate beginner gymnasts, 
thus gaining experience and getting their eyes in by judging less complicated routines.  
Judges are required to understand the technical skills of gymnastics.  Judges are advise to spend 
time in the gym watching gymnasts train and asking coaches questions (be sure to seek . first). 

What are the requirements necessary to gain accreditation as a Gymstar Judge? 
Any person wishing to seek accreditation as a Gymstar Judge must attend a Gymstar Judging Course. 
The Gymstar Judging Course is run by Gymnastics Victoria. The course will involve a face to face 
workshop with practical demonstrations of elements. 
All judges will be notified of any changes through contact from the GfA Coordinator. Judges are also 
encouraged to check the Gymnastics Victoria website for the most recent updates and clarifications.  

Who is eligible to judge at Gymstar events in 2019? 

 If you are a currently accredited Gymstar judge then you are eligible to judge Gymstar 
events in 2019 

 If you are currently a WAG or MAG intermediate judge then you are eligible to judge 
Gymstar events in 2019 

 If you are a Beginner judge then you must complete a Gymstar judging course to be eligible 
to judge Gymstar events in 2019 

 If you have never judged before then you must complete a Gymstar judging course to be 
eligible to judge Gymstar events in 2019 

Judges Payments 

Gymstar judges will receive an honorarium for their time when judging at Gymnastics Victoria events 
in 2019. 

Judges Requirements 

It is a requirement for all coaches, judges and volunteers to carry their Working With Children Check 
(WWCC) Card whilst at events.  
All coaches, judges and volunteers will be required to present their WWCC card at sign in. Failure to 
do so will result in no updating points or honorarium and removal from the competition floor. 
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Duties of the Gymstar Judge 

 Be prepared – have sound knowledge of the technical requirements. 

 Maintain a fair judgment during the entire competition. Evaluate equally and do not tax the 
last gymnast higher than the first. Judge only what you see, not what you know the gymnast 
is capable of. i.e. Judge the performance and not the performer.  

 Execution is the main consideration. A gymnast should attempt all the requirements.  

 Do not communicate at all with any member of the public or with any gymnast during the 
competition. Any communication must be through the coach at the end of the competition. 

 Record your D and E scores on the scores sheets for all gymnast by using shorthand (STC) on 
paper. Any scores alternation, simply strike a line through the original score,rewrite the new 
score and initial this changed made. Use the international number 7 (7). Write clearly and 
legibly. You may need to refer back to these during the competition and to ensure placings 
are correct. Write in pen, not pencil. 

 Judge fairly, quickly, accurately and decisively. 

 Wear correct judges’ uniform: Judges should be dressed in professional attire   

 Arrive at the competition at the beginning of the scheduled warm up time and attend the 
judges meeting at the beginning of the warm up.  

 If a judge feels that any gymnast/team is competing in the wrong level they are to advise 
the Floor Manager. Appropriate action will be taken to ensure the Gymstar philosophy is 
followed.  

 Spotting or standing in is permitted to insure the safety of the gymnast, however active 
spotting will incur a deduction. Except where explicitly stated in the manual. 

 The most important criteria for where each judge sits is the view of the apparatus. If the 
situation in the gym is such that the judge cannot see the gymnast on the apparatus clearly, 
then they should adjust their position after consultation with the Floor Manager prior to the 
commencement of the competition. 

 After the evaluation of the exercise, the judge must complete the Judge’s score sheet and 
ensure the sheet is collected by the runner and taken to the scoring table. 

 If no runner is available, Judges can give the sheet to the coach to take to the scoring table. 

- The minimum E score for Gymstar 1-3 is 10.0 
- The minimum E score for Gymstar 4-10 is 8.0 

 All Judges should study the General Table of Faults (p15) and understand the correct and 
ideal execution of an element in order to be able to rate the performance as satisfactory. 
This requires Judges to: 

o Know what the skill looks like when it is performed correctly 
o Know when the skill does not satisfy the minimum technical requirements.  

This knowledge can only be gained by constant exposure to gymnastics, in the gym, reading 
and talking to knowledgeable people. Gymnastics is always evaluated negatively by 

deducting faults. 
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Ideal Execution 

There are five aspects that a judge must look for in every element or routine.  

1. Amplitude 

This is concerned with the height, stretch and flexibility of an element. Factors considered are the 

completeness of the magnitude of a skill, and total stretch and largeness of the movement. There 

are two types of amplitude: 

Internal amplitude – the amount of flexibility of the gymnast and the stretch within the body itself.  

External amplitude – the magnitude of the movement of the body away from the apparatus, the 

height off the floor or beam in leaps, the distance the gymnasts swings away from the bars.  

2. Posture 
Proper form includes pointed toes, stretched legs, and body alignment. Correct posture includes 

composure and balance. Exact body positions such as tuck, pike or stretch are required by specific 

skills.  

3. Timing 
Pertaining to the rhythm and coordination of the movement, the smoothness of execution and the 

flow from one skill to the next. 

4&5. Precision & Control 
The precision and crispness with which the elements are performed. A skill must be completed 

confidently and the entire movement should be well controlled. Is the movement performed with 

ease? 

Requirements of Conduct for Gymnasts and Coaches 

Gymnasts: 
 All gymnasts must present themselves to the apparatus Judge at the start and end of exercise. 

 If it is necessary to leave the competition floor the gymnast, their coach is required to seek 
permission from the Floor Manager. 

Coaches: 

 Must conduct themselves in a fair and sportsmanlike manner at the apparatus, during the march 
to the apparatus and from/out of the arena.  

 Must know the judging code and requirements and act according to the rules. 

 Coaches are permitted to: 

o Accompany gymnasts/teams during competition 

o Be on the podium to prepare the uneven bars or for the removal of the beat board (after 
which the coach should immediately leave the podium) 

o Be on the podium to assist in lifting the gymnast to the apparatus at Horizontal Bar and Rings 

o Be on the podium in so far as assistance is necessary after falls, in case of injuries or defect of 
the apparatus 

o Spotting or standing in is permitted to insure the safety of the gymnast, however active 
spotting will incur a deduction except where explicitly stated in the manual 

 Coaches are not permitted to: 

o Obstruct the view of the judges. 

o Enquire to the judging panels concerning the evaluation during the competition 

o Protests are not accepted at Gymstar events  
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Evaluation of Gymstar Routines 

Requirements 

D and E Scores: 

There are two scores that are combined to give the gymnast’s total apparatus score: 

D-Score = Value / Difficulty score 

E-Score = Execution score (10 minus execution deductions) 

The final score is calculated by adding the D-score and the E score together.  

A gymnast’s final score shall be no lower than 10.0 for levels 1-3 or 8.0 for levels 4-10, and no higher 

than 16.0 at any Gymstar level. 

Gymstar 1, 2 & 3 (Neutron) 

Vault 

The D-score is 5.0 if all skill requirements are attempted. If any skill requirements are omitted the 

gymnast will not receive a vault score. The E-score is calculated by adding up all execution 

deductions and subtracting this value from 10.0. The final score is then calculated by adding the D-

score and the E-score together. 

Bars, Beam, P-Bars, Rings and Floor 

The D-Score is 5.0 if all skill requirements are attempted. Omission of a core skill will result in a 1.5 

deduction from the D-score. Any attempted skill which can be clearly recognised as a skill 

requirement will be counted for that requirement with execution deductions taken. The 0.5 

deduction for failing to meet the technical requirements of a skill should apply if the gymnast does 

not fulfill a minimum technical (not amplitude-based) requirement, such as if a gymnast performing 

a scorpion kick did not have both feet leave the floor.  

The minimum D-score is 0.0. Routines may include other skills but these will not contribute to the D-

score. The E-score is calculated by adding up all execution deductions and subtracting this value 

from 10.0. The final score is calculated by adding the D-score and E-score together. 

Note:  

At Gymstar 1 & 2, gymnasts will receive a banded coloured star (instead of a numerical score) for 

each apparatus, based on their final apparatus score. 

At Gymstar 3, gymnasts will receive numerical scores. 
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Gymstar 4-8 Halos (Challenge)  

The D-score and the E-score are calculated and added together to produce the final score. 

Vault 

The D-score for each vault is indicated in the Gymstar requirements. At Levels 4 & 5, the D-score for 

all vaults is 15.0. 

The E-score is calculated by adding up all execution deductions and subtracting this value from 10.0. 

The score for each vault is calculated by adding the D-score and the E-score together. The final vault 

score is the best score out of the two vaults performed. 

Bars, Beam, P-Bars, Rings and Floor 

Routines will need to fulfil both skill requirements and composition requirements. A routine fulfilling 

all requirements will have a D-score of 5.00. Any routine that includes a star skill that is paid by the 

judge will be awarded a star on the gymnast’s certificate to indicate that the routine is a ‘Star 

Routine’. 

1.5 points will be deducted from the D-score for skill requirements not attempted and 0.5 will be 

deducted from the D-score for composition requirements omitted. A break-in-series will incur a 0.3 

point deduction each time. One skill can fulfill more than one requirement in Gymstar.  

The E-score is calculated by adding up all execution deductions and subtracting this value from 10.0. 

The final score is then calculated by adding the D-score and the E-score together. 

Gymstar 4-10 Titans (Competition) 

The D-score and the E-score are calculated and added together to produce the final score. 

Vault 

The D-score for each vault is indicated in the Gymstar requirements. At Levels 4 & 5, the D-score for 

all vaults is 15.0. 

The E-score is calculated by adding up all execution deductions and subtracting this value from 10.0.  

The score for each vault is calculated by adding the D-score and the E-score together. The final vault 

score is the best score out of the two vaults performed. 

Bars, Beam, P-Bars, Rings and Floor 

Routines will need to fulfil both skill requirements and composition requirements. A routine fulfilling 

all requirements but without any star skills will have a D-score of 4.00. A higher D-score can be 

achieved by performing star skills. For any star skill performed 0.5 is added to the D-score until the 

maximum D-score of 5.00 is reached. This means that only 2 star skills per routine will receive the 

bonus, regardless of how many are performed. The only exception to this is at Level 10 where a 

maximum of 3 star skills may be performed, allowing a D-score of 5.5. 

1.5 points will be deducted from the D-score for skill requirements not attempted and 0.5 will be 

deducted from the D-score for composition requirements omitted. A break-in-series will incur a 0.3 

point deduction each time. One skill can fulfill more than one requirement in Gymstar.  
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The E-score is calculated by adding up all execution deductions and subtracting this value from 10.0. 

The final score is then calculated by adding the D-score and the E-score together. 

Notes on awarding star skills and determining D-scores 

Star Skills (Titans events only) 

If a star skill is not performed to technical requirement it shall still be awarded a bonus with 

deductions taken. If a star skill is performed to technical requirement following which the gymnast 

falls, it shall still receive a bonus. A star skill performed with non-permitted spotting assistance shall 

not receive a bonus. 

o At Gymstar 4-8 a max of 2 star skills will be awarded bonus for a max start score of 15.00 

o At Gymstar 9 a max of 3 star skills will be awarded bonus for a max start score of 15.50 

o At Gymstar 10 a max of 4 star skills will be awarded bonus for a max start score of 16.00 
o At Gymstar Open a max of 2 star skills will be awarded bonus regardless of level 

Skill Requirements 

If a skill requirement is omitted entirely a deduction of 1.50 from the D-score shall apply. If a skill 

requirement is attempted but not performed to technical requirement, a deduction of 0.5 from the 

D-score shall apply (this should be not be applied in the case of amplitude deficiencies unless the 

amplitude of the skill is specified in the skill requirement). 

A skill requirement performed with spotting assistance will receive no D-score and any relevant 

execution deductions will apply including the 1.0 deduction for spotting and the 0.5 deduction for an 

unauthorised coach on podium unless specified in the Manual  

Composition Requirements 

If a composition requirement is not attempted a deduction of 0.5 shall be taken from the D-score. If 

a composition requirement is attempted but not performed to technical requirement, the same 

deduction of 0.5 shall apply. 

All skills performed count towards elements 

A skill can be completed twice and counted as 2 elements but only once as a star skill. When 

determining if the skill is one or two elements consider if the skill can be performed in isolation.  

For example: 

Floor – Handstand forward roll is one element. Splitting up the skill makes it two different skills.  

Bars – Cast back hip circle is one skill because the back hip circle cannot be performed without the 

cast so the cast becomes the start of the skill. However a cast can be performed on its own and 

count as a skill. 

Bars/Beam – Any dismount or mount is counted as an element (i.e. jump to front support on bars 

and cast away to land dismount on bars) as long as it is completed as stipulated. 

P Bars/Rings – Straight body support hold does not fulfil the static hold requirement. 

Casts and swings count as elements. Climb up on low bar to catch high bar counts as an element at 

Gymstar 4, 5 & 6 only.  
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Clarification of evaluation of Gymstar skill requirements 

Elements 

Gymstar recognizes all skills at all levels as elements regardless of whether they are contained as 

part of the FIG code of points. A skill recognised as an element in the lower levels of Gymstar is still 

recognized as an element in the higher levels unless otherwise stipulated.  

On occasion some elements combine to form one skill. This new skill will only be counted as one 

element. To determine whether a skill should be counted as one element or two simply ask ‘can the 

skill be performed without the combination of skills?’. For example, a cast is a required skill for level 

2 bars and is therefore also recognized as a skill/element in Gymstar 4-10. A cast back hip circle is 

recognized as only one skill as the back hip circle cannot be performed correctly without the cast. 

Gymnasts can however perform a cast and then utilise another cast into the back hip circle. This 

would count as two elements. A swing is also counted as an element. A swing pullover (half giant) is 

counted as one element because you cannot perform a swing pullover without a swing. However 

two swings with the second swing going into a swing pullover will count as two elements.  

Dismounts 

Any controlled dismount that fulfils the dismount requirement of the Gymstar level will fulfill the 

dismount requirement. 

Acro Skills 

Acro skills include all rolls, handstands, cartwheels, round-offs, walkovers, front handsprings, back 

flips, and saltos.  

Large Leap or Jump (Beam) 

In Gymstar 6 one gym element on beam must be a large leap or jump. This means it cannot be a 

straight jump, flutter jump or cat leap. The other gym element can be any leap or jump including a 

straight jump, flutter jump or cat leap.  

In Gymstar 7 gymnasts may utilize any gym elements including straight jump as part of their gym 

series and must also include another large leap or jump i.e. a gymnast performing a tuck jump and 

then a series of straight jump, split jump would fulfill their requirements. 

Gym series / Passage of dance (Floor) 

In Gymstar 5-10 gymnasts may perform either a gym series or a passage of dance. A gym series is 

two directly connected leaps or jumps. A passage of dance is two leaps connected by dance.  

In Gymstar 6&7 a gym series must contain two different leaps or jumps while a passage of dance 

may contain the same leaps or different leaps.  

In Gymstar 8-10 a gym series and a passage of dance must contain two different jumps or leaps. 
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Turns and judging an insufficient turn 

If a gymnast is attempting a jump or pivot turn but does not complete the required rotation, the 

following deductions are taken: 

- If a gymnast lands within 90 degrees of completing the required turn, 0.5 deduction is taken 

- If a gymnast lands within 45 degrees of completing the required turn, 0.3 deduction is taken 

- If a gymnast lands between 45 degrees and 10 degrees of the required turn, 0.1 deduction is 

taken 

Clarification of evaluation of Gymstar 8-10  

Acro series requirements 

*Please note: There is no break-in-series deduction for Round-off or handspring to two feet, rebound 

or rebound half turn to step out, into another skill such as cartwheel. 

In Gymstar 8, one acro line must contain two directly connected acro elements (i.e. dive roll, round-

off OR round-off back flip OR round-off back sault OR front sault step out round-off etc). The other 

acro line must contain at least one flight element. This flight element can be the same as one from 

the other acro line so long as the other element is different, since the two acro lines cannot be 

identical. 

In Gymstar 9&10, one acro line must contain two directly connected acro elements (i.e. dive roll, 

round-off OR round-off back flip OR round-off back sault OR front sault step out round-off etc.) with 

flight. The two lines may not be identical. 

Remember:  

0 Acro lines can be performed in any order to fulfill either of the two skill requirements 

1 A skill can only be performed twice in the entire routine to receive value 

2 The two acro lines cannot be identical 

Coach instruction during a routine 

Level 1 

Level 1 gymnasts are not required to memorise routines and as such coaches may prompt 

participants or talk them through their routines.  

Coaches are not permitted to correct skill technique by either verbal or nonverbal cues (e.g. 

gestures). 

Level 2 

No prompting (this includes coaches, gymnasts, other judges or spectators) is allowed. Any coach 

interaction during routine will incur an execution deduction of 0.5 once only.  

Level 3 and above 

No prompting (this includes coaches, gymnasts, other judges or spectators) is allowed. Any coach 

interaction during routine will incur an execution deduction of 0.5 per prompt.  
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Coach interaction with judges 

Although coaches are not allowed to protest at Gymstar competitions, should a coach wish to ask 

your advice or wish to discuss some routines or D-scores with you they must first get the approval of 

the Floor Manager. You should be able to explain the deductions you have taken (although you are 

not obliged to do so if you do not wish to), and be confident in your ability to evaluate the 

performance. 

General Deductions 

As set out in the General Table of Faults, these fall into certain categories 

 Amplitude 

 Posture  

 Timing  

 Precision and Control  

Small Faults: 0.1 

 Slight bending of knees 

 Poor foot or arm work, incorrect head position 

 Relaxed leg or body position 

 Minor instability on landings 

 Small steps on landing 

Medium Faults: 0.3 

 Distinct deviation from perfect technique (low amplitude, height of leaps or jumps, turns 

ending too late etc.) 

 Distinct form breaks such as strong knee faults and open legs 

 Distinct relaxed leg or body position 

 Medium to large steps or jumps on landing (shoulder width or greater) 

Large Faults: 0.5 

 Severe deviation from correct technique  

Falls: 1.0 

If a gymnast falls to their hands, knees, hips onto or from the apparatus, the deduction is 1.0. 

Abbreviations 
Throughout the manual the apparatus shall be denoted by the following abbreviations: 

 VT: Vault 

 UB: Uneven Bars 

 HB: High Bar 

 BB: Balance Beam 

 PB: Parallel Bars 

 R: Rings 

 FX: Floor Exercise  
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Horizontal 

90º (Handstand) 
45º above horizontal 

60º below horizontal 

45º below horizontal 

Clarification of cast and swing requirements 

Bars – Cast height (taken from shoulders to feet height) 

 

 

 

 

 

 

 

 

P-bars – Swing height (taken from shoulders to feet height) 
 

 

 

 

 

 

 

 

 

Rings – Swing height (taken as ankle height from lower vertical) 

  

Horizontal 

90º (Handstand) 

45º above horizontal 

60º below horizontal 

45º below horizontal 

Lower vertical 

180º 

horizontal 

45º below 

horizontal 

60º below 

horizontal 30º from lower 

vertical 
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Clarification of Floor skill amplitude requirements 

Backwards roll towards handstand 

 

 

 

 

 

 

 

 

Leap requirements 

 

 

 

 

 

 

 

 

Arabesque height 

 

 

 

 

  

Within 30º of handstand 

180º horizontal 

 

135º split 

Leg at 90º 

Leg at 45º 
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General Table of Faults 
 

SMALL 
FAULTS 

0.1 

MEDIUM 
FAULTS 

0.3 

LARGE FAULTS  
0.5 or more 

TECHNICAL FAULTS (deduct once only) 
   

Failure to present (before and/or after) 
 

0.3 
 

Overtime (BB, FX) 0.1 
  

Failure to start within 30 sec of signal 
 

0.3 
 

Incorrect attire 
 

0.3 
 

Exceeding intermediate fall time (30 sec) 
 

0.3 
 

General lack of Artistry                                                                        0.01    

COACH/GYMNAST BEHAVIOUR 
   

Actively spotting during exercise and/or dismount (UB, BB, PB, SR, 
FX) (unless specified) 

  
1.0 

(Element still receives value) 

Spotting assistance during vault 
  

No Vault 

Coach remaining on podium unauthorised 
  

0.5 

Use of unauthorized supplementary landing mats 
  

0.5 

Unsportsmanlike conduct 
 

0.3 0.5   1.0 

Any prompting or signaling from coach 
  

0.5 once only 

EXECUTION FAULTS (deduct each time) 
   

Bent arms  0.1 0.3 0.5 

Bent knees  0.1 0.3 0.5 

Leg or knee separations 0.1 0.3 
 

Legs crossed  0.1 
  

Insufficient extension (internal amplitude) 0.1 0.3 
 

Insufficient height of elements (external amplitude) 0.1 0.3 
 

Insufficient height (VT) 0.1 0.3 0.5   0.8 

Insufficient length (VT) 0.1 0.3 0.5 

Inexact tuck/pike/stretch position 0.1 0.3 
 

Insufficient split when required 0.1 0.3 
 

Failure to maintain stretched body position 0.1 0.3 
 

Incomplete turns 0.1 0.3 0.5 

Incorrect position of legs in dance elements 0.1 0.3 
 

Body posture (body alignment, feet not pointed/relaxed, legs in split 
not parallel) 

0.1 
  

Hesitation during jump, press or swing to handstand 0.1 
  

Lack of Precision 0.1 
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LANDINGS (all elements including dismount)       

NOTE: IF THERE IS NO FALL THE MAXIMUM LANDING DEDUCTION MAY NOT EXCEED 0.80   

Legs apart on landing  
(If legs are very slightly apart for safety, no deduction) 

0.1 0.3 
 

Too close to the apparatus 0.1 0.3 
 

MOVEMENTS TO MAINTAIN BALANCE 
   

Small steps, slight hop 0.1 each 
time 

 
Max 0.8 

Large jump or step (more than shoulder width) 
 

0.3 Max 0.8 

Extra arm swings (per landing, not per arm circle) 0.1 
  

Additional trunk movements to maintain balance 0.1 0.3 
 

Body posture fault 0.1 0.3 
 

Deep squat (Hips below knee height) 
  

0.5 

Not falling against apparatus but brushing  
apparatus with arms/hands 

 
0.3 

 

Grasp to avoid fall   0.5 

Fall on to one or both hands, knees, hips, back or 
against apparatus 

  
1.0 

Performance of connection with a fall 
  

No Connection 

Failure to land feet first from a salto/vault 
  

No Value 

LANDING FAULT Clarifications: 
   

Body Posture fault: Head at hip level 0.1 
  

Body Posture fault: Head at knee level 
 

0.3 
 

PRESENTATION (deduct once only) 
   

Insufficient dynamics (making the difficult look easy: UB, 
BB, PB, R, FX) 

0.1 0.3 
 

Insufficient dynamics (VT) 0.1 0.3 0.5 

BREAK IN CONNECTION (D-score deduction)    

Break in connection in connected series  0.3  

 

  



19 

 

Apparatus Requirements and Deductions 

Vault 

Components of vault 

Run – Regular stride pattern. Last step will be longer and more accentuated than previous 
steps to lead into hurdle step/jump onto springboard. The run is not judged but must still be 
watched. 

Hurdle and Take off – From feet (springboard) pushing through ankles. It is here that 
horizontal force turns into vertical lift. 

Pre-flight – Dynamic lift from spring board in preparation for hand support. 

Repulsion – From arms (after contact with vault) caused by blocking action in shoulders. 

Post flight – Tight body position in preparation for landing 

Landing – Must be controlled. If landing on feet, slight flexion at knees. Head in neutral 
position if landing on back. 

*With level 1&2 vaults the important factors include control of body at all times, open hips and 
straight body lines. Elevation, dynamics and correct arm action will assist in determining the caliber 
of the vault.  

Level 1 

A.) Landing off 60cm box 

Look for: 

- Co-ordination 
- Control of body 

- Held landing 

 

Specific Deductions: 
Under arm action not shown    0.3 
Lack of height     0.1 / 0.3 / 0.5 / 0.8 
Feet apart     0.1 / 0.3 
Lack of body tension    0.1 / 0.3 
Lack of stretch     0.1 / 0.3 
Bent Arms     0.1 / 0.3 
Steps on landing    0.1 / 0.3 each time (max 0.8) 
Deep squat     0.5 

 

B.) Rebounding on board x 3 

Look for: 

- Use of ankles and knees for landing 
- Straight back and tight body 
- Control in landing (landing may be on board or on floor) 
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Specific Deductions: 

(Deductions should be taken for each rebound) 
Two Rebounds     1.0 
One Rebound     2.0 
Insufficient body tension   0.1 / 0.3 
Body alignment     0.1 / 0.3 
Insufficient dynamics    0.1 / 0.3 / 0.5 
Insufficient height    0.1 / 0.3 / 0.5 / 0.8 
Bent arms/legs      0.1/0.3  
 

C.) Walk feet up wall, hold shape for 3 seconds (handstand against wall with only toes touching) 

Entry (the walk up) and exit (walk down) are not judged, although should be neat. Judge the 

finished product.  

Look for: 

- Chest in 
- Feet together 
- Straight arms 
- Straight line from shoulder to feet (shoulder angle not judged) 

 

Specific Deductions: 

Hand placement uneven   0.1 
Arms not shoulder width apart   0.1 
Pike/arch     0.1 / 0.3 
Insufficient body tension   0.1 / 0.3 
Legs/knees not together   0.1 / 0.3 
Bent knees / bent arms    0.1 / 0.3 / 0.5 
Not held 3s     0.3 

Level 2 

A.) Run, rebound from board, land on landing mat 

Look for: 

- Smooth entry and run leading into a hurdle take off (run is not judged) 
- Underarm swing 
- Straight back and tight body 
- Use of ankles and knees for landing 
- Held landing 

 

Specific Deductions: 

Underarm action not shown     0.3 
Hurdle from two feet (double jump)   0.5 
One foot takeoff     2.5 from D-score 
Insufficient dynamics     0.1 / 0.3 / 0.5 
Insufficient height     0.1 / 0.3 / 0.5 / 0.8 
Steps on landing     0.1 / 0.3 each time (max 0.8)   
Body alignment      0.1 / 0.3 
Body tension      0.1 / 0.3 
Bent arms / legs     0.1 / 0.3 / 0.5 
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B.) Handstand on board (minimum 2 seconds) 

Coaches must assist gymnasts by catching the top of the handstand but they should not lift the 

gymnast up to handstand. Exit is optional (i.e. may flatback or step down). 

Look for: 

- Position in handstand – straight body line 
- Underarm entry 
- Degree of coach assistance 

 

Specific Deductions: 

Reattempt handstand     1.0 each time 
Overarm entry      0.3 
Head touching beat board    2.5 from D-score 
Hesitation when kicking to handstand   0.3 
Bent arms / bent legs     0.1 / 0.3 / 0.5 
Body alignment      0.1 / 0.3 
Lack of body tension     0.1 / 0.3 
 

 Level 3 

A.) Handstand Flatback  

Look for: 

- Handstand position – straight body line 
- Tight body position in landing 
- Feet must be in vertical when in handstand (before flatback) 

 

Specific Deductions: 

Second attempt at handstand     1.0 
Handstand roll to back      1.0 
Off direction in landing      0.1 / 0.3 / 0.5 
Underarm action not shown     0.3 
Head touching beat board     No Vault 
Insufficient dynamics      0.1 / 0.3 / 0.5 
Feet not in vertical when in handstand    0.1 / 0.3 
Arched back       0.1 / 0.3  
Pike in hips       0.1 / 0.3 / 0.5 
Poor body tension      0.1 / 0.3  
Sitting up in landing      0.5  
 

Level 4 & 5 

A.) Dive Roll from board to 60cm crash mat (Level 4) 

A.) Dive Roll from board to 30cm crash mats (Level 5)  

Look for: 

- Height and length (idea height should be head height, ideal length should be height with 
arms extended for hand placement)  

- Extension in flight, stretched body position  
- Smooth controlled roll  
- Finish in a standing position 
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Specific Deductions: 

Underarm action not shown   0.3 
Insufficient height    0.1 / 0.3 / 0.5 / 0.8 
Insufficient length    0.1 / 0.3 / 0.5 / 0.8 
Lack of extension    0.1 / 0.3 / 0.5 
Pike in hips (takeoff and flight)   0.1 / 0.3 / 0.5 
Staggered hand placement   0.1 / 0.3 
Lack of control in roll    0.1 / 0.3 / 0.5 
Loss of balance in roll    0.1 / 0.3 
Failure to stand up from roll   1.0 
Use of hands to stand up   0.5 
Insufficient dynamics    0.1 / 0.3 / 0.5 
Incorrect timing of rotation   0.1 / 0.3 / 0.5 
  

B.) Handspring flatback on 60 – 90cm crashmats (Level 4) 

B.) Handspring flatback on 90 cm crashmats (Level 5 & 6) 

Look for: 

- Fast run 
- Extension and height in pre-flight 
- Instantaneous strong repulsion 

- Good body tension throughout 
 

Specific Deductions: 

Pre-flight:  Underarm action not shown  0.3 
  Body position faults   0.1 / 0.3 / 0.5 / 0.8 
  Poor technique:  Pike  0.1 / 0.3 / 0.5 / 0.8  
     Pike >90o 1.0 
     Arch  0.1 / 0.3 
     Legs apart 0.1 / 0.3 
Repulsion:  Staggered hand placement  0.1 / 0.3 
  Shoulder angle    0.1 / 0.3 
  Bent arms    0.1 / 0.3 / 0.5 
  Too long in support   0.1 / 0.3 / 0.5 / 0.8 
Post-flight: No flight    1.0 
  Lack of height    0.1 / 0.3 / 0.5 / 0.8 
  Lack of distance    0.1 / 0.3 / 0.5 
  Legs separated    0.1 / 0.3 
  Bent Knees    0.1 / 0.3 / 0.5 
  Lack of length    0.1 / 0.3 / 0.5 
Landing:  All body parts not landing 
  simultaneously    0.1 / 0.3 / 0.5 
  Lack of body tension   0.1 / 0.3 
  Sitting up immediately   0.5 
  Landing in sitting position  1.0 
Dynamics:      0.1 / 0.3 / 0.5 
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Level 6-10 

A.) Handspring flatback and Handspring to feet (including twisting) 

Look for: 

- Fast run 
- Hands contact early in upward phase, instantaneous repulsion 
- Good body tension throughout 

 

Specific Deductions: 

Pre-flight:  Poor technique -  Pike   0.1 / 0.3 
     Tuck / Pike >90o  1.0 
     Arch   0.1 / 0.3 
     Legs apart  0.1 / 0.3 
  Bent knees     0.1 / 0.3 / 0.5 
  Incomplete LA twist    0.1 
Repulsion:  Staggered hand placement   0.1 / 0.3 
  Shoulder angle     0.1 / 0.3 
  Failure to pass through vertical   0.1 / 0.3 
  Bent arms     0.1 / 0.3 / 0.5 
  Too long in support    0.1 / 0.3 / 0.5 / 0.8 
  Touch with only one hand   2.0 
  LA twist begun too early   0.1 / 0.3 
Post-flight: No flight     2.0 
  Lack of height     0.1 / 0.3 / 0.5 / 0.8 
  Legs or knees separated    0.1 / 0.3 
  Legs crossed     0.1 
  Bent knees     0.1 / 0.3 / 0.5 
  Failure to maintain stretch   0.1 / 0.3 
  Exactness of LA twist    0.1 
Landing:  Lack of length     0.1 / 0.3 / 0.5 
  Handspring flatback: 
  Landing in sitting position   2.0 
  Body not landing simultaneously   0.1 / 0.3 / 0.5 
  Handspring to feet with or without twisting: 
  Deviation from a straight line   0.1 
  Legs apart on landing    0.1 
  Extra arm swings    0.1 
  Additional trunk movements  
  to maintain balance     0.1 / 0.3 
  Extra step, slight hop    0.1, max 0.8 
  Large step or jump (>shoulder width)   0.3, max 0.8 
  Body posture fault    0.1 / 0.3 
  Deep squat     0.5 
  Fall      1.0 
Dynamics:       0.1 / 0.3 / 0.5 
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B.) Front Salto (tuck, pike or layout with or without twist) 

Look for: 

- Fast run 
- Height and Dynamics 
- Fast rotation 
- Good body tension throughout 

 

Specific Deductions:  

Height, Length and Dynamics: 

Insufficient extension before salto  0.1 / 0.3  
Lack of height     0.1 / 0.3 / 0.5 / 0.8 
Lack of dynamics    0.1 / 0.3 / 0.5 
Too much length relative to height  0.1 / 0.3 / 0.5 
 

Body Position in Inversion: 

Legs and / or knees apart:   0.1 / 0.3 
Legs crossed     0.1  
Lack of preciseness in body position  0.1 / 0.3 / 0.5 
Lack of body tension    0.1 / 0.3 / 0.5 
Arch      0.1 / 0.3 
Pike / tuck >90o or stretched position  
not shown (for layout attempt)   Credit front pike or tuck   
Failure to maintain stretch   0.1 / 0.3 / 0.5 
Bent knees (other than tuck)   0.1 / 0.3 / 0.5 

  
Rotation 

Twisting in axis other than intended  0.1 / 0.3 
Slow Rotation     0.1 / 0.3 / 0.5 
Insufficient extension before landing   0.1 / 0.3 / 0.5  
Lack of preparation for landing   0.1 / 0.3 
Hands touching mat during rotation  Credit dive roll or No Vault 
 

Landing 

Step on landing     0.1 / 0.3 each,  max 0.8 
Fall      1.0 
Feet not landing first    No Vault 
Landing back on beat board   No Vault 
Landing on mat, then falling onto board 1.0 
 

Salto with twists only 

Insufficient twist    Credit lower DV 
Precision of LA twist    0.1 / 0.3  
 

At each level deductions in accordance with the General Table of Faults also apply. 
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Bars 
The gymnast should demonstrate a flowing action. The strength required to perform the skills must 

be masked by the use of movement and technique. The gymnast should float from one skill onto the 

next showing good extension of all body lines and great amplitude in all movement.  

There are no deductions for empty swings. In the Gymstar program swings are considered skills and 

count as elements accordingly. 

General Bars Deductions: 

Adjusted grip position       0.1 
Brush on apparatus with feet      0.3 
Brush on mat        0.5 
Hit on apparatus       0.5 
Hit on mat        1.0 
Adjustment of hand position      0.1 each 
Intermediate swing (leg swings in support)    0.5* 
*At Level 2 taken once per skill, at Level 3 and above taken each time 
Empty swing        no deduction 
Poor rhythm in elements      0.1 / 0.3 
Pause in routine       0.3 / 0.5 
Insufficient extension in kips      0.1 
Amplitude of swings       0.1 
Amplitude of casts       0.1 / 0.3 
 

Level 1 

 A.) Three bent knee swings 

Look for: 

- Knees bent and hips open 
- Re-grip on each swing 
- Good rhythm and timing 
- Arms straight throughout 
- No pulling on bar 

 

Specific Deductions: 

No re-gripping    0.3 each time 
Dismount at front of swing   0.5 
Closed shoulders / hips   0.1 / 0.3 

 

B.) Jump to front support (3sec) 

Look for: 

- Straight arms throughout 
- Rounded shoulders 
- Body control 
- Straight legs extending behind bar 

 



26 

 

Specific Deductions: 

Bent arms      0.1 / 0.3 / 0.5 
Body piked, arched, loose   0.1 / 0.3 
 

C.) Tuck hang (3sec) 

Look for: 

- Straight arms 
- No pulling on the bar 
- Knees to chest 

 

Specific Deductions: 

Tuck not held 3sec    0.5 
Knees not above horizontal   0.5 

Level 2 

A.) Glide swing (no deduction or bonus for tuck return)  

Look for: 

- Good Rhythm, feet close to floor in glide 
- Tight body 
 

Specific Deductions: 

Lack of extension at front of glide  0.1 
Touching floor:  
  Brushing   0.3 / 0.5 
  Hitting    0.5 / 1.0 
Lack of rhythm     0.1 / 0.3 

 

B.) Pullover (no deduction for assistance) 

Look for: 

- Fast rotation around the bar 
- Finish in front support 

  
Specific Deductions: 

Bent legs     0.1 / 0.3 / 0.5 
Intermediate swings / pause    0.3 / 0.5 
Lack of control     0.1 / 0.3  
Second attempt     1.0 
 

C.) 2 small casts 

Look for: 

- Hips leaving the bar 
- Straight body position & arms 
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Specific Deductions: 

Lack of amplitude (external)   no deduction 
Hips not clearing bar    1.0 
Body piked, arched, loose   0.1 / 0.3  
Beats on bars between casts   0.5 per skill 
 

D.) Cast away dismount (no height requirement) 

Look for:  

- Straight arms 
- Held landing 
- Hips must leave bar 

 

Specific Deductions: 

Lack of height     0.1 / 0.3 
Arch or pike     0.1 / 0.3 
Bent arms     0.1 / 0.3 / 0.5 
Landing deductions    See general table of faults 
 

Level 3 

A.) Glide swing 

Look for: 

- Good Rhythm 
- Tight body 
- Feet close to floor in glide 

 

Specific Deductions: 

Lack of extension at front of glide  0.1 
Touching floor:  
  Brushing   0.3 / 0.5 
  Hitting    0.5 / 1.0 
Lack of rhythm     0.1 / 0.3 
Tuck return     0.5 
 
 
 

B.) Pullover 

Look for: 

- Fast rotation around the bar 
- Finish in front support 
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Specific Deductions: 

Bent legs     0.1 / 0.3 / 0.5 
Intermediate swings /pause   0.3 / 0.5 
Lack of control     0.1 / 0.3  
Second attempt     1.0 
 

C.) Cast to 60 degrees below horizontal 

Look for:  

- Height 60o below horizontal 
- Straight arms 
- Correct body position with chest in and hips open 

 

Specific Deductions: 

Lack of height     0.1 / 0.3 
Arch or pike     0.1 / 0.3 
Bent arms     0.1 / 0.3 / 0.5 

 

D.) Forward roll to tuck hang (held 2 seconds) 

Look for: 

- Straight arms 
- Knees to chest in tuck hold 
- Control into tuck hang 

 

Specific Deductions: 

Lack of control     0.1 / 0.3 
Bent arms     0.1 / 0.3 / 0.5 
Body arched/loose    0.1 / 0.3 
Tuck not held     0.5 
Knees below horizontal in tuck   0.1 / 0.3 / 0.5 
 

Level 4 & 5 

Skills likely to be seen 

A.) Cast 

Look for:  

- Minimum height requirement of 60o below horizontal 
- Straight arms 
- Straight body position 

 

Specific Deductions: 

Lack of height     0.1 / 0.3 
Arch or pike     0.1 / 0.3 
Bent arms     0.1 / 0.3 / 0.5 
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B.) Back hip circle 

Look for: 

- Maintained body tension 
- Rotation should be smooth and even 

 

Specific Deductions: 

Bent arms and/or legs    0.1 / 0.3 / 0.5  
Body piked / arched / loose   0.1 / 0.3 
Lack of control     0.1 / 0.3 
 

C.) Toeshoot dismount 

Look for: 

- Feet close to hands 
- Powerful swing and extended body for flight 
- Control on landing 

 

Specific Deductions: 

Bent legs     0.1 / 0.3 / 0.5 
Lack of height     0.1 / 0.3 
Poor body position    0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
 

D.) Undershoot dismount 

Look for: 

- Extended position prior to release 
- Powerful swing and extended body for flight 
- Control on landing 

 

Specific Deductions: 

Lack of amplitude    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
90o or greater pike    1.0 
 

E.) Cast feet on to catch high bar 

Look for: 

- Feet and knees together  
- Demonstration of clear cast phase with hips above knees  
- Jump (not fall) to catch high bar  
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Specific Deductions: 

Feet apart     0.1 / 0.3 
Knees apart     0.1 / 0.3 
Hips below knees    0.1 / 0.3 / 0.5 
No cast phase     0.3 
Fall towards high bar    0.1 / 0.3 / 0.5 
Failure to catch high bar   No star skill awarded 
 

Level 6-10 

Skills likely to be seen: 

A.) Long Swings (also known as Tap Swings) 

Look for: 

- Straight arms and legs throughout 
- Strong tap 
- Correct body shapes 
- Head remaining in neutral position throughout 

 

Specific Deductions: 

Lack of height    0.1 / 0.3 / 0.5 
Bent arms     0.1 / 0.3 / 0.5 
Bent legs    0.1 / 0.3 / 0.5 
Insufficient body tension  0.1 / 0.3 
Incorrect body positioning  0.1 / 0.3 

B.) Long swing pullover  

Look for: 

- Straight arms and legs throughout 
- Fast and smooth rotation around the bar 
- Straight hip angle throughout 

 

Specific Deductions: 

Bent arms       0.1 / 0.3 / 0.5 
Bent legs      0.1 / 0.3 / 0.5 
Chest falling forwards after lifting up to support  1.0 
Legs apart or crossed     0.1 / 0.3 
Insufficient body tension    0.1 / 0.3 
 

C.) Kip  

Look for: 

- Extension during glide 
- Straight arms and legs throughout 
- No obvious use of strength 
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Specific Deductions: 

Bent arms      0.1 / 0.3 / 0.5 
Bent legs     0.1 / 0.3 / 0.5 
Obvious use of strength    0.1 / 0.3 
Pause after kip     0.1 
Intermediate swing after kip    0.5 
Legs apart      0.1 / 0.3 
Insufficient extension in glide   0.1 
 

D.) Sole Circle 

Look for: 

- High cast 
- Straight arms and legs throughout 
- Fast and smooth rotation around bar 

 

Specific Deductions: 

Bent legs     0.1 / 0.3 / 0.5 
Lack of amplitude in cast   0.1 / 0.3 
Insufficient rotation around bar    0.1 / 0.3 
 

E.) Flyaway 

Look for: 

- Rotation above bar height 
- Fast rotation 
- Extension in preparation for landing 

 

Specific Deductions: 

Lack of height       0.1 / 0.3 
Lack of exactness in body position    0.1 / 0.3 
Slow rotation      0.1 / 0.3 
Lack of extension in preparation for landing   0.1 
 
F.) Clear hip circle 

Look for: 

- Straight arms 
- Concave shape throughout 
- Hips open 
- Finishing at horizontal cast position 

 

Specific Deductions: 

Finishing below horizontal     0.3 
Bent arms and/or legs     0.1 / 0.3 / 0.5 
Body piked/arched/loose    0.1 / 0.3 
Lack of control      0.1 / 0.3 
If hips touch bar in rotation    0.3 
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G.) Hiccup 

Look for: 

- Straight legs  
- Good rhythm throughout  
- Good amplitude  
- Catch bar with rounded chest and open hips  
- Continuation into following skill (no empty swing allowed)  

 

Specific Deductions: 

Bent legs      0.1 / 0.3 / 0.5 
Lack of height      0.1 / 0.3 
Poor rhythm      0.1 / 0.3 
Failure to catch bar     1.0 
Empty swing      0.5 

 
 
 

At each level deductions in accordance with the General Table of Faults also apply. 

 

NB: The Composition Requirement “Grip Change (High Bar Only) refers only to gymnasts 

performing on a single rail (MAG High Bar)”. 
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Beam 

Focus and proper body alignment are the keys to successful beam work. The skills for beam 

come from acrobatic and dance categories. A judge looks for good balance, amplitude in 

movements, co-ordination, rhythm and posture.  

General Beam Deductions: 

Run approach with touch on springboard or beam without mounting 1.0 
Grasp on beam to avoid falling      0.5 
Additional support of leg against beam     0.3 
Break in series        0.3 
Concentration pause (longer than 2 seconds)    0.1 each 
Poor rhythm in connections      0.1 each 
Additional movements to maintain balance     0.1 / 0.3 / 0.5 
No attempt at dismount      0.5 
 

Artistry: 
Insufficient variation in rhythm     0.1 
Sureness of performance     0.1 / 0.3 
Insufficient artistry of presentation throughout   0.1 / 0.3 
Inappropriate gesture not corresponding to movement  0.1 

Level 1 

Mount not judged 

A.) Walk forwards on toes (4 steps) 

Look for: 

- Straight legs 
- Good balance and rhythm  

 

Specific Deductions: 

Poor body tension    0.1 / 0.3 
Bent supporting leg    0.1 / 0.3 / 0.5 
Missing one step    0.3 
Not on toes throughout    1.0 

 

B.) Walk sideways (4 steps) 

Look for: 

- Straight legs, good balance and rhythm 
 

Specific Deductions: 

Poor body tension    0.1 / 0.3 
Bent supporting leg    0.1 / 0.3 / 0.5 
Missing one step    0.3 

C.) Four small step kicks 
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Look for: 

- Stable balance, legs straight 
 

Specific deductions: 

Poor body position   0.1 / 0.3 
Lack of rhythm    0.1 / 0.3 
Lack of co-ordination   0.1 / 0.3 
Missing one kick   0.3 
Bent legs    0.1 / 0.3 / 0.5 
 

D.) Front Passé Hold 

Look for: 

- Straight support leg 
- Stable balance 
- Held for 2 seconds 

 

Specific Deductions: 

Bent support leg   0.1 / 0.3 / 0.5 
Loss of balance    0.1 / 0.3 / 0.5 
Toe not next to knee   0.1 
Passe not held 2 seconds  0.3  
 

E.) Straight jump dismount 

Look for: 

- Stretched position 
- Vertical take off 
- Two foot take off 
- Controlled and held landing 

 

Specific Deductions: 

Bent legs     0.1 / 0.3 / 0.5 
Poor body position in the air   0.1 / 0.3 
Lack of amplitude    0.1 / 0.3 
One foot take off    0.5 
 

Level 2 

A.) Mount: Jump to front support, lift leg over to sit, feet behind to stand 

Look for: 

- Straight arms in jump to front support 
- Knee not touching beam and leg lifted high over beam to sit 
- Hands should not move/shuffle across beam in beam mount 

 
 
 



35 

 

Specific Deductions: 

Bent arms and/or legs     0.1 / 0.3 / 0.5 
Leg brushing beam as it is lifted over beam  0.3 
Hand movements in mount    0.1 per hand movement  
 

B.) Walk backwards (minimum 4 steps each, may be flat foot or on toes)  

Look for: 

- Straight arms and legs 
- Good rhythm 
 

Specific Deductions: 

Bent legs      0.1 / 0.3 / 0.5 
Poor body posture     0.1 / 0.3 
Lack of rhythm      0.1 / 0.3 
Missing one step     0.3 
 

C.) Two step kicks 

Look for: 

- Stable balance 
- Leg at horizontal 
- Legs straight 

 

Specific deductions: 

Poor body position     0.1 / 0.3  
Lack of rhythm      0.1 / 0.3 
Lack of co-ordination     0.1 / 0.3 
Bent legs      0.1 / 0.3 / 0.5 
Leg not at horizontal     0.5 

 

D.) 1/2 turn on two feet 

Look for: 

- Turn on toes 
- Smooth turn 
- Straight legs 
- Turn whole body as one unit 

Specific Deductions: 

Incomplete turn    0.1 / 0.3 

 

E.) Balance on one foot 

Look for: 

- Stable balance 
- Held for 2 seconds 
- Posture 
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Specific Deductions: 

Not held for 2 seconds    0.5 
Bent support leg    0.1 / 0.3 / 0.5 
 

F.) Small tuck handstand (hips do not need to reach vertical)   

Look for: 

- Straight arms 
- Feet touching bottom 
- Weight on hands 

 

Specific Deductions: 

Feet do not leave the beam   0.5 

G.) Straight jump 

Look for: 

- Square hips 
- Vertical take off 
- Body vertical during landing 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
 

H.) Dismount - Star jump 

Look for: 

- Vertical take off 
- Control on landing 
- Legs wide in star 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
One foot take off    0.5 
 

Level 3 

A.) Optional mount (Not judged) 

B.) 4 steps backwards on toes 

Look for: 

- Straight arms and legs 

- Good rhythm 
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Specific Deductions: 

Bent legs       0.1 / 0.3 / 0.5 
Poor body posture      0.1 / 0.3 
Lack of rhythm       0.1 / 0.3 
Missing one step*      0.3 per step 
Note: performing a step not on toes counts as missing the step 
Not on toes throughout all 4 steps    1.0 
 

C.) Low to beam 

Look for: 

- Torso (hip to shoulder) must contact with beam 
- Good control 
- Stable balance 

 

Specific Deductions: 

Poor body posture      0.1 / 0.3 

 

D.) 1/2 turn on 2 feet 

Look for: 

- Turn on toes 
- Smooth turn 
- Straight legs 
- Turn whole body as one unit 

 

Specific Deductions: 

Incomplete turn     0.1 / 0.3 
 

E.) Balance on one foot 

Look for: 

- Stable balance 
- Held for 2 seconds 
- Posture 

 

Specific Deductions: 

Not held for 2 seconds     0.5 
Bent support leg     0.1 / 0.3 / 0.5 
 

F.) Scorpion 

Look for: 

- Lunge position at start 
- Weight on hands 
- Back leg higher than front leg 
- Both feet to leave the beam 
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Specific Deductions: 

Bent legs      0.1 / 0.3 / 0.5 
Bent arms     0.1 / 0.3 / 0.5 
Feet not leaving beam    0.5 
 

G.) Straight jump 

Look for: 

- Square hips 
- Vertical take off 
- Body vertical during landing 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
 

H.) Dismount - Tuck jump 

Look for: 

- Vertical take off 
- Control on landing 
- Knees to chest in tuck 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
One foot take off    0.5 

Level 4 & 5 

A.) Gym/Dance skill (jump or leap) 

Look for: 

- Good amplitude 
- Good rhythm 

 

Specific Deductions: 

Lack of amplitude     0.1 / 0.3  
Lack of rhythm      0.1 / 0.3  
Lack of balance      0.1 / 0.3 / 0.5 
 

B.) 1/2 Turn 

Look for:  

- Level 4 requirement – two feet 
- Level 4 star skill – one foot 
- Level 5 requirement – one foot 
- Stretched body 
- Supporting leg straight 

- Turn body as one unit 
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Specific Deductions: 

Poor Rhythm      0.1 / 0.3 
Incomplete turn     0.1 / 0.3 

  

C.) Lunge towards handstand 

Look for:  

- Level 4 star skill – one leg vertical and the other at or above horizontal 

- Level 5 requirement – one leg vertical and the other at or above horizontal 

- Lunge entry and exit 

- Straight arms and legs 

 

Specific Deductions: 

Insufficient amplitude      0.1 / 0.3 
Bent arms and/or legs     0.1 / 0.3 / 0.5 
Feet not leaving beam     0.5 
 

D.) Locomotion activity 

Look for: 

- Minimum 4 repetitions or 1/2 length of beam covered 
- Good rhythm of movement 

 
 

Specific Deductions: 

Less than 4 repetitions or less than 1/2 length of beam covered   0.5 
Poor rhythm of movement       0.1 / 0.3 
 

E.) Balance on one foot 

Look for: 

- Stable balance 
- Held for 2 seconds 
- Posture 

 

Specific Deductions: 

Not held for 2 seconds     0.5 
Bent support leg     0.1 / 0.3 / 0.5 
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F.) Low to beam 

Look for: 

- Torso (hip to shoulder) must contact with beam unless gymnast is performing V-sit or split 
- Good control 
- Stable balance 

Specific Deductions: 

Poor body posture      0.1 / 0.3 
 

E.) Alternate direction (Level 4 only) 

Look for: 

- Good rhythm 
- Movement travelling in a direction other than forwards 

 

Specific Deductions: 

Lack of rhythm     0.1 / 0.3  
Lack of movement along beam   0.5 
 

F.) Round-off dismount (Level 4 and 5 star skill) 

Look for: 

- Good rhythm 
- Flight between hand support and feet landing 
- Good landing 
- If skill is performed without flight bonus will be awarded and deduction will be taken 

 

Specific Deductions: 

No flight      0.5 
Poor body position     0.1 / 0.3 
Bent arms and/or legs     0.1 / 0.3 / 0.5 
Legs not together on landing    0.1 / 0.3 
Off direction      0.1 / 0.3 
 

G.) Handstand (Level 5 star skill) 

Look for: 

- Straight arms and legs throughout 
- Straight, vertical bodyline 
- Straight hip angle throughout 
- Head remaining in neutral position throughout 

 

Specific Deductions: 

Bent arms      0.1 / 0.3 / 0.5 
Bent legs     0.1 / 0.3 / 0.5 
Amplitude     0.1 / 0.3           
Pike / arch      0.1 / 0.3 
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H.) ½ ½ Turn or Passe ½ Passe ½ Turn (Level 5 star skill)  

Look for: 

- Alignment of toes, hips and shoulders 
- Completion of turn  
- Smooth turn on toe 

 

Specific Deductions: 

Insufficient turn     Credit Lower DV 
Over turning     No deduction 
Bent support leg    No deduction 
Lack of body tension    0.1 / 0.3 
Lack of precision in turn    0.1 
Break in body alignment   0.1 / 0.3 / 0.5 
 

Level 6-10 

Additional skills likely to be seen 

A.) Cartwheel 

Look for: 

- Straight arms and legs throughout 
- Straight hip angle throughout 
- Head remaining in neutral position throughout 

 

Specific Deductions: 

Bent arms      0.1 / 0.3 / 0.5 
Bent legs     0.1 / 0.3 / 0.5 
Not passing through vertical   0.1 / 0.3 / 0.5 
Pike / arch     0.1 / 0.3 
 

B.) Forwards roll and Angel roll 

Look for: 

- Neat, tight tuck 
- Control 

 

Specific Deductions: 

Knees and/or feet apart    0.1 / 0.3 
Lack of rhythm in roll    0.1 / 0.3 
 

C.) Turns 

Look for: 

- Alignment of toes, hips and shoulders 
- Completion of turn  
- Smooth turn on toe 
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Specific Deductions: 

Insufficient turn     Credit Lower DV 
Over turning     No deduction 
Bent support leg    No deduction 
Lack of body tension    0.1 / 0.3 
Lack of precision in turn    0.1 
Break in body alignment   0.1 / 0.3 / 0.5 

D.) Split jump or split leap 

Look for: 

- Square hips  
- Straight legs 
- Control of body  
- Chest vertical 

 
Specific Deductions: 

Lack of amplitude    0.1 / 0.3 
Bent legs     0.1 / 0.3 / 0.5 
Uneven leg height    0.1 
Poor body control in landing   0.1 / 0.3 

 

E.) Change Leg Leap 

Look for: 

- Front leg reaching 45o before swinging through 
- Height off the beam 
- 180o split 
- Legs parallel with beam, straight 

 

Specific Deductions: 

Front leg not reaching 45o before swinging through Credit Split Leap 
Leg bent as swinging through    Credit Split Leap 
Split between 135o and 180o     0.1 / 0.3 
Split less than 135o      No Value 
Insufficient height     0.1 / 0.3  
Bent legs in split     0.1 / 0.3 / 0.5 
 

F.) Backward Walkover or Forwards Walkover 

Look for: 

- Straight arms and legs 
- Flexibility 
- Open shoulders, no twisting 

 

Specific Deductions: 
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Bent arms     0.1 / 0.3 / 0.5 
Bent legs     0.1 / 0.3 / 0.5 
Insufficient flexibility    0.1 / 0.3 
Poor rhythm     0.1 / 0.3 
 
 
 
 
 

G.) Tic-toc 

Look for: 

- Straight arms and legs  
- Flexibility  
- Open shoulders  
- No twisting  
- Good control  
- Good rhythm  
- One leg must point to vertical and leg at vertical must be straight  

 

Specific Deductions: 

Bent arms     0.1 / 0.3 / 0.5 
Bent legs     0.1 / 0.3 / 0.5 
Insufficient flexibility    0.1 / 0.3 
Poor rhythm     0.1 / 0.3 
 

H.) Front Salto Dismount 

Look for: 

- Strong tuck position 
- Height off the beam 
- Opening out in preparation for landing  
- Solid landing 

 

Specific Deductions: 

Inexact tuck position    0.1 / 0.3 
Insufficient height    0.1 / 0.3 
Landing too close to beam   0.1 / 0.3  

 

At all levels deductions in accordance with the General Table of Faults also apply. 
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P-Bars 
Parallel bar exercises consist predominantly of swing and flight elements above, below and 

transitioning from above to below and vice-versa. P-Bars is largely a swinging apparatus, but does 

also contain static holds, which are particularly important at lower levels. 

Gymnasts’ legs should in general not touch the rails, and care should be taken to ensure that the 

exercise is ‘swingful’ without excessively using strength uncharacteristically. 

General P-Bars Deductions: 

Stepping or hand adjustment (each step)  0.1 
Brushing apparatus with legs    0.3 
Hitting apparatus with legs    0.5 
 

Clarification of skill from above to below bars: 

A skill shall be deemed to be from above to below the bars if: 

- it begins with shoulders above the bar and finishes with shoulders below the bar; or 
- it is a release element beginning with shoulder above the bars which passes below 

the bar height (e.g. Moy) 

The skill may be directly connected to a dismount (e.g. Swing from support through hang to 
flyaway) 

 

Level 1 

A.) Cross support  

Look for: 

- Arms straight 
- Body tension 
- Straight body 
- Good control 

 

Specific Deductions: 

Lack of body tension     0.1 / 0.3  
Bent arms      0.1 / 0.3 / 0.5 
Bent legs      0.1 / 0.3 / 0.5 
Lack of control      0.1 / 0.3  
Not held 2s      0.3 
Hold not shown (no stop in position)   No Value (1.5 from D-score) 

 

B.) Bear walk 

Look for: 

- Good control 
- Straight legs 
- Feet relatively close to hands 
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Specific Deductions: 

Lack of control       0.1 / 0.3 
Insufficient flexibility      0.1 / 0.3 
Bent legs       0.1 / 0.3 / 0.5 
Bent arms       0.1 / 0.3 / 0.5 
Lack of Continuity / Rhythm     0.1 / 0.3 
 

C.) Swing through to Crab walk 

Look for: 

Swing through   - Feet together  
   - Arms and legs straight  
   - Open hips during swing through 
   - Feet placed on bars at the same time 
Crab walk  - Good control 
   - Straight line from knees to shoulders 
 

Specific Deductions: 

Lack of control       0.1 / 0.3 
Feet apart during swing through     0.1 / 0.3 
Closed hips       0.1 / 0.3 
Bent arms        0.1 / 0.3 / 0.5 
Bent during swing through     0.1 / 0.3 / 0.5 
Feet placed on bars at different times    0.5 
 

D.) Second cross support 

Look for: 

- Arms straight 
- Body tension 
- Straight body 
- Good control 

 

Specific Deductions: 

Lack of body tension      0.1 / 0.3  
Bent arms       0.1 / 0.3 / 0.5 
Bent legs       0.1 / 0.3 / 0.5 
Lack of control       0.1 / 0.3  
Not held 2s       0.3 
Hold not shown (no stop in position)    No Value (1.5 from D-score) 
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Level 2 

A.) Jump to cross support  

Look for: 

- Arms straight throughout 
- Body tension 
- Straight body 
- Good control 
- Absence of swing 

 

Specific Deductions: 

Lack of body tension      0.1 / 0.3 
Bent arms       0.1 / 0.3 / 0.5 
Bent legs       0.1 / 0.3 / 0.5 
Lack of control       0.1 / 0.3 
Not held 2s       0.3 
Hold not shown (no stop in position)    No Value (1.5 from D-score) 
 

B.) Tuck support  

Look for: 

- Good control 
- Knees to chest 
- Kick out through L position into swings 

 

Specific Deductions: 

Lack of control       0.1 / 0.3 
Poor body tension      0.1 / 0.3 
Bent arms       0.1 / 0.3 / 0.5 
Knees bent <90°      0.1 / 0.3 
Not held 2 seconds      0.3 
 

C.) Two Swings 

Look for: 

- 45° below horizontal bar height at front and back of swings 
- Extension through hips and legs 
- Good rhythm 

 

Specific Deductions: 

Insufficient height (front and back)   0.1 / 0.3 / 0.5     
Lack of control      0.1 / 0.3 
Feet apart      0.1 / 0.3 
Bent legs      0.1 / 0.3 / 0.5 
Bent arms      0.1 / 0.3 / 0.5 
Insufficient extension     0.1 / 0.3 
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D.) Dismount at backswing  

Look for: 

- Feet at bar height at back of swing before pushing back to land  
- Straight arms and legs 
- Good rhythm 
- Push away through front support shape 
- Good landing 

 

Specific Deductions: 

Insufficient height     0.1 / 0.3 / 0.5 
Feet apart     0.1 / 0.3 
Bent legs     0.1 / 0.3 / 0.5 
Bent arms     0.1 / 0.3 / 0.5 
 

Level 3 

A.) Jump to cross support 

Look for: 

- Arms straight throughout 
- Body tension 
- Straight body 
- Good control 
- Absence of swing 

 

Specific Deductions: 

Lack of body tension      0.1 / 0.3 
Bent arms       0.1 / 0.3 / 0.5 
Bent legs       0.1 / 0.3 / 0.5 
Lack of control       0.1 / 0.3 
Not held 2s       0.3 
Hold not shown (no stop in position)    No Value (1.5 from D-score) 
 

B.) Tuck support  

Look for: 

- Good control, knees to chest 
- Kick out through L position into swings 

 

Specific Deductions: 

Lack of control       0.1 / 0.3 
Poor body tension      0.1 / 0.3 
Bent arms       0.1 / 0.3 / 0.5 
Knees bent <90°      0.1 / 0.3 
Not held 2 seconds      0.3 
Hold not shown       No Value (1.5 from D-score) 
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C.) Three Swings 

Look for: 

- Swings must be at bar height 
- Extension through hips and legs 
- Good rhythm 
- Finish final swing at front and straddle legs onto rails 

 

Specific Deductions: 

Insufficient height (front and back)   0.1 / 0.3 / 0.5 
Lack of control      0.1 / 0.3 
Feet apart      0.1 / 0.3 
Bent legs      0.1 / 0.3 / 0.5 
Bent arms      0.1 / 0.3 / 0.5 
Insufficient extension     0.1 / 0.3 
 

D.) Swing to stride support, move hands in front of legs and hold support shape for 2 seconds 

Look for: 

- Straight legs  
- Legs should swing through and over bars at the back  

 

Specific Deductions: 

Bent legs      0.1 / 0.3 / 0.5 
Bent arms      0.1 / 0.3 / 0.5 
Lack of control      0.1 / 0.3 
Feet touch bar      0.3 
 

E.) Lift legs together into 1.5 swings, dismount at back of final swing 

Look for:Feet at bar height at back of swing before pushing back to land  

- Straight arms and legs 
- Good rhythm 
- Push away through front support shape 
- Good landing 

 
 

Specific Deductions: 

Insufficient height     0.1 / 0.3 / 0.5 
Feet apart     0.1 / 0.3 
Bent legs     0.1 / 0.3 / 0.5 
Bent arms     0.1 / 0.3 / 0.5 
 

Level 4 & 5 

A.) Mount  
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Look for: 

- Control 
 

Specific Deductions:  

Lack of control    0.1 / 0.3 

 

B.) Static hold  

Look for: 

- Good body tension 

- Good body position 
- Held for 2 seconds 

 

Specific Deductions: 

Poor body tension    0.1 / 0.3  
Poor body position    0.1 / 0.3  
Not held 2s     0.3 
Hold not shown (no stop in position)  No Value (1.5 from D-score) 
 

C.) Support Swings 

Look for: 

- Feet to bar height at front and back of swings 
- Extension through hips and legs 
- Good rhythm 
- Straight arms 
 

Specific Deductions 

Insufficient height (front and back)  0.1 / 0.3 / 0.5 
Lack of control     0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Poor body position    0.1 / 0.3 
Poor body tension    0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 / 0.5 
Use of strength     0.1 / 0.3 
 

D.) Penguin walk (Level 4 star skill) 

Look for: 

- Straight body 
- Excellent body tension 
- No leg separation 
- Small steps 
- Straight arms 

Specific Deductions: 

Poor body tension (each time)   0.1 / 0.3  
Bent arms (each time)    0.1 / 0.3 
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Bent legs (each time)    0.1 / 0.3 
Leg separation (each time)   0.1 
Lack of rhythm     0.1 / 0.3 
Legs separated (each time)   0.1 
 

E.) Dismount over the side (Level 4 & 5 star skill) 

Look for: 

- Level 5 star skill – feet to back at horizontal 
- Push with straight arms over one rail 
- Flight with straight body to land 

 

Specific Deductions: 

Insufficient height        0.1 / 0.3 / 0.5 
Bent knees        0.1 / 0.3 
Bent arms        0.1 / 0.3 
Late release of hands       0.3 
No release before landing      0.5 
Brushing against rail       0.3 
Hitting rail        0.5 
Right hand touching left rail whilst passing over (or vice versa)  No deduction 
 

F.) L-hold (Level 4 & 5 star skill) 

Look for: 

- Good control 
- Straight legs 

- Legs together 

- Legs to hip height 

 

Specific Deductions: 

Lack of control     0.1 / 0.3  
Poor body tension    0.1 / 0.3 
Bent arms     0.1 / 0.3 / 0.5 
Inexact position     0.1 / 0.3 
Not held 2 seconds    0.3 

 

G.) Support turn (Level 5 star skill) 

Look for: 

- Straight arms 
- Straight body position 

- Good rhythm 

Specific Deductions: 

Lack of control     0.1 / 0.3  
Body position     0.1 / 0.3 
Bent knees     0.1 / 0.3 
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Bent arms     0.1 / 0.3 
Falling against bars    0.3 
Lack of precision    0.1 
Body posture     0.1 
 

Level 6-10 

Additional skills likely to be seen 

A.) Cast away (Lay away) from support to swing in hang 

Look for: 

- Push back from front support or above 
- Straight arms 
- Passing through stretched horizontal 
- Not leading with feet 
- Legs straight as long as possible 

 

Specific Deductions: 

Insufficient swing amplitude   0.1 / 0.3 
Bent arms     0.1 / 0.3 
Insufficient stretch through swing down  0.1 / 0.3 
Piking      0.1 / 0.3 
Early tucking     0.1 / 0.3  
(Tucking is permitted just before reaching the bottom of the swing if aiming for tuck swings) 
Lack of control     0.1 / 0.3 
Poor rhythm     0.1 / 0.3 
 

B.) Shoulderstand / Shoulderstand forward roll 

Look for: 

- Elbows pointing out to sides 
- Support on upper arms 
- Straight hips (may pike in roll) 
- Good rhythm 
- Straight legs 
- 2s hold 

 

Specific Deductions: 

Bent legs     0.1 / 0.3 
Not held 2s     0.3 
Hold not shown (no stop in position)  No Value  
Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Poor rhythm in roll    0.1 / 0.3 

C.) Uprise (front & back) from upper arm to support 

Look for: 

- Heels driving upwards 
- Push with arms in good rhythm with swing 
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- Straight legs, open hips 
- Good control 

 

Specific Deductions: 

Lack of control      0.1 / 0.3 
Poor rhythm      0.1 / 0.3 
Arms not straight by completion of upswing  0.1 / 0.3 
Excessive use of strength    0.1 / 0.3 
Poor body position     0.1 / 0.3 
 

D.) Kip / Minikip (Kip to upper arm) 

Look for: 
- Glide action with full extension 
- Straight arms, legs 
- Good rhythm 

 

Specific Deductions: 

Bent arms (except into upper arm)   0.1 / 0.3 / 0.5 
Bent legs      0.1 / 0.3 / 0.5 
Excessive use of strength    0.1 / 0.3 
Hesitation      0.1 
Insufficient extension     0.1 
Poor rhythm      0.1 / 0.3 
 

E.) Flyaway 

Look for: 

- Rotation above bar height 
- Fast rotation 
- Extension in preparation for landing 

 

Specific Deductions: 

Lack of height       0.1 / 0.3 
Lack of exactness in body position    0.1 / 0.3 
Slow rotation      0.1 / 0.3 
Lack of extension in preparation for landing  0.1 
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F.) Peach (Felge) Dismount 

Look for: 

- Drop from any support position into basket 
- Strong basket swing with rotation 
- Extension in preparation for landing 

  
Specific Deductions: 

Lack of flexibility in basket    0.1 / 0.3 
Lack of swing in basket     0.1 / 0.3 
Shoulders below bar height in extension after basket 0.1 / 0.3 
Lack of extension in preparation for landing  0.1 
 

At all levels deductions in accordance with the General Table of Faults also apply 
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Rings 
An exercise on the Rings is composed of swing, strength and hold elements. These are executed in 

hang, support or handstand, and execution with straight arms should be predominant. The swinging 

of the cables and the crossing of the cables are not permitted. 

From a still stand, the gymnast must jump or be assisted to a still hang on the Rings with legs 

together, and with good form. The evaluation begins with the first movement of the gymnast from 

the moment they leave the floor. The coach is not permitted to give the gymnast an initial swing. 

General Rings Deductions: 

Coach gives gymnast an initial swing     0.1 
Crossing cables during any element     0.3 
Legs apart or other poor execution during jump or lift to Rings  0.3 
Touching cables or straps      0.3 
Supporting or balancing on cables or straps (unless stipulated)  0.5, no value for skill 

Excessive swing of the cables throughout routine   0.1 / 0.3 / 0.5  

Level 1 

A.) Hang Sequence: long hang, tuck hang, star hang 

Look for: 

- Positions held for minimum 2 seconds each 
- Straight arms and legs (long and star), knees to chest in tuck 
- Good body tension 

 

Specific Deductions: 

Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Bent arms     0.1 / 0.3 / 0.5 
Bent legs     0.1 / 0.3 / 0.5 
Not held 2s     0.3 
Hold not shown (no stop in position)  No Value (1.5 from D-score) 
 

B.) Two Small Swings  

Look for: 

- Good body tension 
- Good body position 
- Good rhythm 

 

Specific Deductions: 

Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Only 1 swing     0.5 from D-score 
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C.) Dismount at back of swing 

Look for: 

- Good landing 
- Good rhythm 

 

Specific Deductions: 

Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Dismount at front of swing   1.0 
 

Level 2 

A.) Tuck hang 

Look for: 

- Good body position 
- Good body tension 
- Knees on chest 
- Hold for 2 seconds 

 

Specific Deductions: 

Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Knees below horizontal    0.5 
Not held 2s     0.3 
Hold not shown (no stop in position)  No Value (1.5 from D-score) 
 

B.) 2x swings to inverted hang  

Look for: 

- Good body position 
- Good body tension 
- May use cables / straps to balance (state in manual) 

 

Specific Deductions: 

Poor body tension     0.1 / 0.3 
Poor body position     0.1 / 0.3  
Pushing off rings      0.5 
Supporting or balancing on cables or straps  No deduction (explicitly allowed) 
Not held 2s      0.3 
Hold not shown (no stop in position)   No Value (1.5 from D-score) 
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C.) Tuck inverted hang, lower through tuck to back swing 

Look for: 

- Good control throughout whole sequence 
 

Specific Deductions: 

Poor body tension   0.1 / 0.3 
Poor control    0.1 / 0.3 
 

D.) 2 Small Swings 

Look for: 

- Swings 30° from lower vertical 
- Good body tension 
- Good rhythm 

 

Specific Deductions: 

Insufficient height (front and back)  0.1 / 0.3 / 0.5 
Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Missing swings     0.5 each 
 

D.) Dismount at back of swing 

Look for: 

- Good landing 
- Good rhythm 

 

Specific Deductions: 

Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Dismount at front of swing   1.0  

 

Level 3 

A.) Tuck hang 

Look for: 

- Good body position 
- Good body tension 
- Knees on chest 
- Hold for 2 seconds 
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Specific Deductions: 

Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Knees below horizontal    0.5 
Not held 2s     0.3 
Hold not shown (no stop in position)  No Value (1.5 from D-score) 
 

B.) Swing to basket hang  

Look for: 

- Good body position 
- Good body tension 
- May use cables / straps to balance (state in manual) 

 

Specific Deductions: 

Poor body tension     0.1 / 0.3 
Poor body position     0.1 / 0.3  
Pushing off rings      0.5 
Supporting or balancing on cables or straps  No deduction (explicitly allowed) 
Not held 2s      0.3 
Hold not shown (no stop in position)   No Value (1.5 from D-score) 
 

C.) Basket hang 

Look for: 

- Straight legs 
- Nose to knees 
- Legs parallel to floor 
- Controlled entry & exit 
- Good body tension 

 

Specific Deductions: 

Insufficient pike     0.1 / 0.3 
Poor position of hang    0.1 / 0.3 
Poor control     0.1 / 0.3 
Not held 2s     0.3 
 

D.) Open to inverted hang, return to basket then lower to swings 

Look for: 

- Straight legs 
- Chip tucked in 
- Controlled entry & exit 
- Good body tension 
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Specific Deductions: 

Poor position of hang    0.1 / 0.3 
Poor control     0.1 / 0.3 
Not held 2s     0.3 
 

D.) Three Swings  

Look for: 

- Swings 45° from lower vertical 
- Good body tension 
- Good rhythm 

 

Specific Deductions: 

Insufficient height (front and back)  0.1 / 0.3 / 0.5 
Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Missing swings     0.5 each 
 

E.) Dismount at back of swing 

Look for: 

- Good landing 
- Good rhythm 

 

Specific Deductions: 

Poor body tension    0.1 / 0.3 
Poor body position    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Dismount at front of swing   1.0 
 

Level 4 & 5 

Additional skills likely to be seen 

A.) L-hang (Level 4 & 5 star skill) 

Look for: 

- Feet at hip height 
- Held 2 seconds 
- Straight arms and legs 

 

Specific Deductions: 

Feet below hip height    0.5 (no star skill) 
Feet >30° above hip height   0.1 / 0.3 
Not held 2s (at Gymstar 5)   0.3, no star skill 
Hold not shown (no stop in position)  No Value 
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B.) Dorsal hang (Level 4 & 5 star skill) 

Look for: 

- Open hips 
- Toes pointing towards floor 
- Good body tension 
- Straight legs, particularly in entry and exit 
- Exit optional at Level 4, return to basket at Level 5 

 

Specific Deductions: 

Closed hips     0.1 / 0.3 
Insufficient shoulder flexibility   0.1 / 0.3 / 0.5 
Poor body tension    0.1 / 0.3 
Bent legs     0.1 / 0.3 
Hold not shown (no stop in position)  No Value 
 

C.) Pull chest to rings (Level 4 and 5 star skill) 

Look for: 

- Straight body 
- Good control, no swing 

 

Specific Deductions: 

Lack of control     0.1 / 0.3 
Use of swing     no star skill 
Not held 2s     0.3, no star skill deduction at Level 5 only 
Hold not shown (no stop in position)  No Value 

 

Level 6-10 

Additional skills likely to be seen 

A.) Swings 

Look for: 

- Ring turnout at back of swing 
- Excessive ring movement 
- Straight legs & arms, sufficient amplitude 

 

Specific Deductions: 

Insufficient height (front and back)  0.1 / 0.3 / 0.5 
Lack of ring turnout    0.3 
Bent arms     0.1 / 0.3 
Bent legs     0.1 / 0.3 / 0.5 
Poor tension     0.1 / 0.3 
Poor rhythm     0.1 / 0.3 
Poor body position / shape   0.1 / 0.3 
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 B.) Cast 

Look for: 

- Dynamic open into swing  
- Body lifting up and extending into swing 

 

Specific Deductions: 

Bent knees     0.1 / 0.3 
Poor rhythm     0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 / 0.5 
Poor body tension    0.1 / 0.3 
 

C.) Salto dismounts 

Look for: 

- Release before hips pass cables 
- Strong shape 
- Opening before landing 

 

Specific Deductions: 

Late release:     0.3 / credit backward roll dismount 
Insufficient amplitude    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Lack of extension prior to landing  0.1 / 0.3 

 

D.) Dorsal hang 

Look for: 

- Open hips 
- Toes pointing towards floor 
- Good body tension 
- Straight legs, particularly in entry and exit 

 

Specific Deductions: 

Closed hips     0.1 / 0.3 
Not held 2s     0.3 
Insufficient shoulder flexibility   0.1 / 0.3 / 0.5 
Poor body tension    0.1 / 0.3 
Bent legs     0.1 / 0.3 
 
  



 

61 

 

E.) Muscle up 

Look for: 

- Continuous, even movement 
- Beginning in overgrip (false grip) 
- Hands not moving away from body out to sides 
- Absence of swing 
- Straight body position 
- Rings remaining parallel 

 

Specific Deductions: 

Poor rhythm     0.1 / 0.3 
Use of swing     0.1 / 0.3 / 0.5 
Poor body position    0.1 / 0.3 
Poor body tension    0.1 / 0.3 
Rings turning in     0.1 / 0.3 
 

F.) Holds in support 

Look for: 

- Rings parallel, not turned in 
- Exact positions 
- Good control of entry & exit 
- second hold 

 

Specific Deductions: 

Inexact tuck/pike/straight shape  0.1 / 0.3 
Poor control     0.1 / 0.3 
Not held 2s     0.3 
Rings not parallel / arms bent   0.1 / 0.3 
Not held 2s     0.3, no star skill 
Hold not shown (no stop in position)  No Value 
 

G.) Forward roll from support to inverted pike hang 

Look for: 

- Smooth roll action, good rhythm, good body shape & tension 
 

Specific Deductions: 

Bent knees     0.1 / 0.3 
Poor rhythm     0.1 / 0.3 
Use of swing     0.1 / 0.3 / 0.5 
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H.) Inlocate 

Look for: 

- Continuous heel lead, straight arms & legs, open hips 
- Continuity of swing 

  
Specific Deductions: 

Poor rhythm     0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
Piking      0.1 / 0.3 / 0.5 
Poor body tension    0.1 / 0.3 
 

I.) Dislocate 

Look for: 

- Shoulder lift, stretched body position, continuous fluid motion 
 

Specific Deductions: 

Poor rhythm     0.1 / 0.3 
Stop / long pause    0.5 
No visible shoulder lift    0.1 / 0.3 
Poor body shape    0.1 / 0.3 
 

J.) Lift to inverted hang 

Look for: 

- No swing, straight legs 
- Legs always lifting in a vertical direction (i.e. not passing through basket hang) 

 
Specific Deductions: 

Bent legs     0.1 / 0.3 / 0.5 
Passing through basket    no star skill 
Use of swing     no star skill 
Not held 2s     0.3, no star skill 

Hold not shown (no stop in position)  No Value 
 
 

At all levels deductions in accordance with the General Table of Faults also apply. 
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Floor 
The Floor exercise is composed of tumbling, dance and gymnastics moves. The judge is looking for 

good form, straight legs, pointed toes, proper body alignments, composure and balance and the 

amplitude of the movements. 

General Floor Deductions: 

Overtime      0.1 

Music with voice     No deduction 

Inappropriate language in music    1.00 

Going outside marked area of floor   0.1 (one step) 

       0.3 (both feet/hands step outside) 

       0.5 (land outside borders with both feet) 

Break in series      0.3 

Insufficient variation in rhythm    0.1 

Insufficient artistry: 

Creative choreography    0.1 / 0.3 

Personal style     0.1 

Concentration pauses prior to acrobatic series  0.1 (longer than 2 seconds) 

Excessive preparation into dance elements  0.1 

Not in time with music at end of exercise  0.1 

 

Level 1 

A.) Straight jump 

Look for:  

- Straight body  
- Good amplitude  
- Good landing  

 

Specific Deductions: 

Poor body position   0.1 / 0.3 
Leg separation    0.1 / 0.3 
Lack of body tension   0.1 / 0.3 
Insufficient amplitude   0.1 / 0.3 

 

B.) Forward roll (optional entry and exit) 

Look for:  

- Feet together 
- Neat, tight tuck 

 

 

Specific Deductions: 
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Knees and/or feet apart   0.1 / 0.3 
Lack of rhythm in roll   0.1 / 0.3 
Use of hands to stand   0.5 
 

C.) Tuck handstand 

Look for: 

- Hips above shoulders  
- Tight tuck 
- Return to feet 

 

Specific Deductions: 

Poor body position   0.1 / 0.3 
Insufficient amplitude   0.1 / 0.3 
Landing on knees   0.1 / 0.3 
Lack of body tension   0.1 
 

D.) Shoulder  stand 

Look for:  

- Good body position 
- Arms on floor 
- Good body tension 
- Control 

 

Specific Deductions: 

Lack of body tension   0.1 / 0.3 
Poor body position   0.1 / 0.3 
Lack of control    0.1 / 0.3 
Arms in air    0.1 
 

E.) Static Positions: tuck sit, L-sit, pike sit, straddle sit, angry cat (each held 2 seconds) 

Look for:  

- All positions show control 
- Good body tension 

 

Specific Deductions: 

Poor body position throughout   0.1 / 0.3 
Poor body tension throughout   0.1 / 0.3 
Poor rhythm     0.1 / 0.3 
Missing element    0.5 each (max 1.5) 

Not held 2 seconds    0.3 

 

F.) Two small step kicks 



 

65 

 

Look for:  

- Good rhythm 
- Good posture 
- Toes pointed 

 

Specific Deductions: 

Poor body position   0.1 / 0.3 
Bent legs    0.1 / 0.3 / 0.5 

 

G.) Two step hops 

Look for:  

- Supporting leg straight 
- Knee lifted high 

 

Specific Deductions: 

Poor body position   0.1 / 0.3 
Insufficient amplitude   0.1 / 0.3 
Lack of rhythm    0.1 / 0.3 

 

Level 2 

A.) Forward roll to stand 

Look for: 
- Fast rotation 
- Neat, tight tuck  
- Control 

 

Specific Deductions: 

Slow rotation    0.1 / 0.3 
Lack of body tension   0.1 / 0.3 
Lack of control    0.1 / 0.3 
Failure to stand up   1.0 
Using hands to stand up   0.5 
 

B.) Scorpion or half handstand 

Look for:  

- Straight arms and legs 
- Straight body line 
- Square hips 

 

 

Specific Deductions: 
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One leg not higher than the other  0.5 
Bent legs and/or arms    0.1 / 0.3 / 0.5 
Steps on hands     0.1 each 
Pike or arch     0.1 / 0.3 
Flexed feet     0.1 

Off direction     0.1 / 0.3 

 

C.) Cartwheel (optional start and finish) 

Look for:  

- Good rhythm 
- No arch or pike 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Poor body tension    0.1 / 0.3 
Bent legs and/or arms    0.1 / 0.3 / 0.5 
Flexed feet     0.1 
Off direction     0.1 / 0.3 

 

D.) Front support turn to back support (hold each 2 seconds) 

Look for:  

- Hold each shape 2 seconds 
- Good body position 
- Good body tension 
- Control 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Poor body tension    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Positions not held    0.5 each 

 

 

E.) Tuck jump or Star jump 

Tuck jump 

Look for:  

- Knees in tuck position 
- Good landing 

 

Specific Deductions: 
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Poor body position    0.1 / 0.3 
Lack of control     0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
Legs apart on landing    0.1 / 0.3 

 

Star jump: 

Look for:  

- Legs wide apart 
- Body vertical during landing 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Insufficient amplitude    0.1 / 0.3 
Lack of control     0.1 / 0.3 

 

F.) Jump 1/2 turn or half turn on one foot 

Jump 1/2 turn: 

Look for:  

- Body vertical during turn and landing 
- Controlled landing 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Insufficient turn     0.1 / 0.3 / 0.5 
Insufficient amplitude    0.1 / 0.3 
Lack of control     0.1 / 0.3 
Legs apart on landing    0.1 / 0.3 
 

Half turn on one foot 

Look for:  

- Alignment of toes, hips and shoulders 
- Completion of turn 
- Smooth turn on toes 

 

Specific Deductions: 

Over turning     No deduction 
Lack of precision in turn    0.1 
Break in body alignment   0.1 / 0.3 / 0.5 
 

 

G.) Pike sit (held 2 seconds) 
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Look for:  

- Good control 
- Good body tension 

 

Specific Deductions: 

Poor body position throughout   0.1 / 0.3 
Poor body tension throughout   0.1 / 0.3 
Poor rhythm     0.1 / 0.3 

Position not held for 2 seconds   0.3 

 

Level 3 

A.) Forward roll to immediate straight jump 

Look for: 

- Fast rotation  
- Neat, tight tuck  
- Control  

 

Specific Deductions: 

Lack of connection    0.3 
 

B.) Backward roll (optional entry and exit) 

Look for: 

- Smooth rotation  

 

Specific Deductions: 

Lack of continuity    0.1 / 0.3 

Poor body control    0.1 / 0.3 

Off direction     0.1 / 0.3 

C.) Half handstand or handstand 

Look for: 

- Straight arms and legs 
- Straight body lines 
- Square hips 
- Minimum one leg at vertical 
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Specific Deductions: 

Lack of amplitude    0.1 / 0.3 

Leg not at vertical    0.5 

Bent legs and/or arms    0.1 / 0.3 

Steps on hands     0.1 each 

Pike or arch     0.1 / 0.3 

 

D.) Cartwheel 

Look for: 

- Good rhythm 
- No arch or pike 

 

Specific Deductions: 

Poor body position    0.1 / 0.3 
Poor body tension    0.1 / 0.3 
Bent legs and/or arms    0.1 / 0.3 / 0.5 
Flexed feet     0.1 
Off direction     0.1 / 0.3 

 

E.) Front support turn to back support (each position held 2 seconds) 

Look for 

- Good body position 
- Good body tension 
- Control 

 
Specific Deductions: 

Poor body position    0.1 / 0.3 
Poor body tension    0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 
Positions not held    0.5 each 
 

F.) Full turn (½½ or on one foot) 

Look for: 

- Completion of turn 
- Straight supporting leg 

 
Specific Deductions: 

Bent support leg    0.1 / 0.3 / 0.5 
Overturning     No deduction 
Insufficient body tension   0.1 / 0.3 
Imprecise finish     0.1 
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H.) Balance on one foot 

Look for: 

- Stable balance 
- Held for 2 seconds 
- Posture 

 
Specific Deductions: 

Not held for 2 seconds    0.5 
Bent support leg    0.1 / 0.3 / 0.5 

 

Level 4, 5 & 6 

Additional skills likely to be seen 

A.) Split jump or split leap 

Look for: 

- Square hips  
- Straight legs 
- Control of body  
- Chest vertical 

 

Specific Deductions: 

Lack of amplitude    0.1 / 0.3 
Bent leg     0.1 / 0.3 / 0.5 
Uneven leg height    0.1 
Poor body control in landing   0.1 / 0.3 
 

B.) Handstand forward roll 
 

Look for 

- Vertical handstand 
- Tight tuck in roll 
- Straight arms 

Specific Deductions: 

Lack of amplitude    0.1 / 0.3 
Legs not vertical    0.5 
Legs not joined     0.1 / 0.3 
Bent arms and/or legs    0.1 / 0.3 / 0.5 
 

C.) Round-off 

Look for: 

- Good rhythm  
- Flight between hand support and feet landing  
- Strong rebound  
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Specific Deductions: 

No flight     1.0 
No rebound     1.0 
Poor body position    0.1 / 0.3 
Bent arms and/or legs    0.1 / 0.3 / 0.5 
Legs not together on landing   0.1 / 0.3 
Off direction     0.1 / 0.3 
 

D.) Backward roll towards handstand or to handstand 

Look for: 

- Straight arms and legs throughout  
- Chest in and smooth roll with hips lifting easily over head  

 

Specific Deductions: 

Bent arms and/or legs    0.1 / 0.3 / 0.5 
Lack of amplitude    0.1 / 0.3 
Pike / arch     0.1 / 0.3 
 

E.) Backward Walkover or Forwards Walkover 

Look for: 

- Straight arms and legs 
- Flexibility 
- Open shoulders 
- No twisting 

 

Specific Deductions: 

Bent arms and/or legs    0.1 / 0.3 / 0.5 
Insufficient flexibility    0.1 / 0.3 
Poor rhythm     0.1 / 0.3 

 

E.) Cartwheel, Cartwheel series (Level 6 requirement) 

Look for: 

- Smooth connection 
- Acceleration 
- Open hips throughout 

 

Specific Deductions: 

Pike / arch    0.1 / 0.3 for each cartwheel 
Deceleration    0.1 / 0.3 
Bent arms and/or legs   0.1 / 0.3  for each cartwheel 
Broken connection   0.3 (from D-score) 
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Level 7-10 

Additional skills likely to be seen 

Acro Elements and Connections 

A.) Backflip 

Look for: 

- Straight arms and legs throughout 
- Good rhythm and high rebound 
- Open hip angle throughout 

 

Specific Deductions: 

Bent arms and/or legs    0.1 / 0.3 / 0.5 
Piked hips     0.1 / 0.3 
Lack of amplitude in rebound   0.1 / 0.3 
Deceleration     0.1 / 0.3 
Lack of rhythm     0.1 / 0.3 

 

B.) Handspring to two feet 

Look for: 

- Arch position throughout 
- High rebound 
- Legs joining before feet reach the ground 

 

Specific Deductions: 

Bent legs     0.1 / 0.3 / 0.5 
Piked hips     0.1 / 0.3 
Landing in squat    0.1 / 0.3 / 0.5 
Insufficient height in rebound   0.1 / 0.3 

 

C.) Salto or layout 

Look for: 

- Height  
- Precise tuck or layout shape  
- Open out from tuck in preparation for landing or maintain stretch position in layout  

 

Specific Deductions: 

Body position faults    0.1 / 0.3 
Lack of height     0.1 / 0.3 
Landing in squat    0.1 / 0.3 / 0.5 
Rebound into lunge    0.1 / 0.3 each step 
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Dance Elements 

A.) Wolf Jump 

Look for: 

- Preciseness in position 
- Amplitude 

 

Specific Deductions: 

Knees not together    0.1 / 0.3 
Insufficient height    0.1 / 0.3 
Hip angle between   and 90o   0.1 / 0.3 
Hip angle greater than 135o   Credit straight jump 

 

B.) Straddle jump or pike jump 

Look for: 

- Preciseness in position 
- Amplitude 

 

Specific Deductions: 

Knees not together (in pike)   0.1 / 0.3 
Insufficient height    0.1 / 0.3 
Inexact position     0.1 / 0.3 

 

C.)Change Leg Leap 

Look for: 

- Front leg reaching 45o  before swinging through  
- Height off the beam  
- 180o  split  
- Legs parallel with beam, straight  

 

Specific Deductions: 

Front leg not reaching 45o before swinging through  Credit split leap 
Leg bent as swinging through     Credit split leap 
Split between 135o and 180o     0.1 / 0.3 
Split less than 135o      No value 
Insufficient height      0.1 / 0.3 
Bent legs in split      0.1 / 0.3 / 0.5 
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C.) Ring leap and sheep jump 

Look for: 

- Head release  
- 180 degree split (in ring leap)  
- Good amplitude  
- Good landing  

 
Specific Deductions: 

Amplitude     0.1 / 0.3 
Lack of flexibility    0.1 / 0.3 
Inexact shape     0.1 / 0.3 
Insufficient extension     0.1 / 0.3 
Body posture/alignment (hips not square)  0.1 


