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WELCOME MESSAGE

On behalf of the lowa Cheerleading Coaches Association, welcome to the
ICCA State Cheerleading Championships!

Congratulations to every athlete, coach, and school represented here today.
Competing at the state championships is an incredible accomplishment in
itself and a testament to your commitment, perseverance, and countless
hours of hard work. From summer practices, to early mornings & late nights,
to football games, local events, and everything in between, you have
proudly represented your schools throughout the fall season. Your
dedication has inspired school spirit, supported your teams, and
strengthened your communities.

Today is a celebration of all that you've achieved together. While you'll have
the opportunity to showcase your routines on the competition floor, |
encourage you to take time to enjoy the entire experience. Watch the other
teams perform. Learn from one another. Celebrate each other's successes.
Cheer loudly, not just for your own team, but for every athlete who has
worked tirelessly to earn the chance to be here.

The friendships you build, the lessons you learn, and the memories you
create today will stay with you long after the awards have been presented.
Trophies recognize a moment in time, but the experiences, teamwork,
resilience, and pride you share with your teammates will last a lifetime.

Thank you to our coaches, families, judges, volunteers, and supporters who
make this championship possible and who continue to invest in the growth
of cheerleading across lowa.

Best of luck to all of our competitors. Perform with confidence, support one
another with enthusiasm, and most importantly, enjoy every moment of this
unforgettable day.

Cheers!

Dara. d.ogom.

Dana Logan
ICCA President
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Your high school squad is invited to attend and compete in
the 36th annual lowa Cheerleading State Championships
sponsored by the ICCA and supported by the IHSAA. The
championships will be held on November 7, 2026, at the
Jacobson Exhibition Center on the lowa State Fairgrounds in
Des Moines, and is open to lowa high school cheerleading
squads. This championship is designed to give recognition to
the excellent high school cheerleading squads in the state of
lowa and is the only state recognized championship.

GENERAL INFORMATION

All championship performances will be held in the Jacobson
Exhibition Center. The Championships will be in two sessions.
Start and finish times for the day are dependent upon the
number of schools participating. Placement of divisions in
the day’'s schedule and times of performance will be
determined after registrations are received. The morning
session will most likely include 1A and 2A divisions in
Cheer/Dance, Game Time Spirit, and Stunt Groups. The
afternoon/evening session will most likely include 3A, 4A, and
Coed Cheer/Dance, Game Time Spirit, and Stunt Group
divisions.

Parents and fans are encouraged to attend! The admission
charge is $10.00 per person for the day. Under school age are
admitted free. Administration passes will be accepted for
admission with the proper credentials and ID at the Team
Pass Gate. Once all registrations are complete, the schedule
for the competition day will be posted on the ICCA website.

Please read ALL of the following information carefully.
Coaches are responsible for knowing and complying with all
of the following information. Be sure to look through all of
the general requirements (which are alphabetized) and the
more specific requirements/rules for the individual
categories.



SPORTSMANSHIP
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Sportsmanship Policy: The ICCA expects all events involving a member
school to be conducted without compromise to any fundamental element
of sportsmanship. Such fundamental elements include but are not limited
to integrity of competition, civility toward all, and respect, particularly
toward opponents and officials. Coaches are educators as well, and there
is an expectation that they set the example for students and others in the
area of sportsmanship.

Participating cheerleaders, their
coaches, and fans are expected to be
good sports at all times, which
means supporting not only their
school but all participating schools.
This includes supporting
cheerleaders and squads in a
manner that is appropriate, rather
than reactive where a negative
implication may occur. Cheerleaders,
coaches and fans are expected to be
respectful to ICCA officials, workers
and each other. Any unsporting act
may result in a rules violation as
sportsmanship is one of the National
Federation Spirit Rules (1-2-1). If a
violation is considered severe by
judges or ICCA officials, a deduction
of up to five (5) points or
disqualification may occur.

The ICCA has adopted and will follow
the IHSAA expectations of conduct
of spectators, participants, and
coaches. Any person violating these
expectations will be asked to leave
the premises. This includes the
IHSAA rules of no signs, noise
makers, or bare chests allowed in
the spectator crowd.




PARTICIPANT

REQUIREMENTS

o All participating coaches (head, assistant, volunteer) must be
registered members of the ICCA.

o All participating coaches (head, assistant, volunteer) must have
completed the current online spirit rules meeting (August 3-August
28, 2026) and the National Federation concussion video training. All
coaches must have rules meeting and concussion training certificates
on file with ICCA. REMEMBER: The online rules meeting AND the
concussion video will be available through the National Federation
website (NFHSlearn.com).

e The school and coaches must be in good standing with the ICCA in
regards to the National Federation and ICCA/IHSAA Spirit Rules to
participate in ICCA events involving cheerleaders.

e One head coach registers ALL participants for ALL ICCA events. ICCA
expects ONE school registration for all the ICCA Events in which the
school wishes to participate. ALL COACHES MUST BE LISTED UNDER
THEIR SCHOOL'S CURRENT MEMBERSHIP. Each ICCA Event where the
school is represented must have a head coach attend the event. All
registered assistant coaches may supervise participating athletes if
necessary.

+« A non-refundable entry fee of $20 per competing cheerleader in
Cheer/Dance or Game Time Spirit is required. Alternates for these
divisions are $20. Stunt Groups are a $125 flat fee per stunt group.
Only register alternates that you wish to go through the warm up
process and stay with the team.

¢« School information and coach information, plus the final names of
the competitors, are due online by September 20, 2026, and must
match the money submitted for online registration. Payment for
registration and paperwork are due by September 27, 2026. Errors
in registration will cost $50 each. This includes not completing
online forms on time.

o Penalties for Late Fees begin September 21, 2026.
= Postmarked September 28-October 14, 2026 — Add $50 to fees
= Postmarked October 15-21, 2026 — Add $100 to fees
s After October 21, 2026 — No Participation

o All fees are non-refundable. Failure to pay fees will result in a school
not being allowed to enter any future event until all previous fees are
paid. If a school decides not to participate, it is still liable for ALL entry
fees.

o All required paperwork must be completed and submitted on time.
Please be sure to review the registration guidelines to assure
registration is complete.
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Two coaches are admitted free of charge. A limit of two (2)_coaches
per squad will be admitted free to the championships. All other
coaches must purchase a wristband at the pass gate. Wristbands are
required to go through the warm up process.

All squads must be accompanied by their head coach or a designated
school official at all times. No squad will be allowed to compete
without a salaried coach or a designated school official in attendance.

The coach must have a completed Medical Treatment and Release
Form for each member of the squad. It is the responsibility of the head
coach to carry medical forms. The coach will be asked to sign off
indicating the forms are in his/her possession. Teams will not be
allowed to perform without the medical forms being present at the
event.

Participants must be bona fide high school cheerleaders. (They cannot
be members of a college cheerleading squad, solely participate on an
all-star team, or exclusively on a competition squad). They may cheer
for any high school sport and be on any level high school squad
including varsity, JV, sophomore, or freshman squads. No cheerleaders
below 9th grade may participate. Participants must be high school
cheerleaders who actively participate in cheering at scheduled games
for their school. Cheerleaders may participate in up to two divisions.
(See Examples of Eligibility in Divisions for more information.)

Choreographers may NOT go into the warm up area of the State
Championships unless they are a hired school coach as well. If the
choreographer is a hired school coach, he/she must be one of the
registered coaches to go through warm up.



GENERAL RULES &
PROCEDURES
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The following rules and procedures will be used for ALL DIVISIONS at
the Championships.

APPAREL

lowa Cheerleading State Championship apparel will be available at an
online store. Coaches, cheerleaders, and fans will have the option to
purchase from a variety of clothing options. To save shipping, we
encourage coaches to put in ONE order. A shipping option will be
available for an additional cost, or orders may be picked up at the
merchandise booth the day of the competition. Apparel being shipped
may not be sent out until AFTER the actual event date. Please check the
ICCA website under State Championships to place your apparel orders; be
sure to give this information to fans, also. There will be a limited number
of apparel items available on the day of the championships at higher
prices than the online store. All apparel sales are final.

CHOREOGRAPHERS

Choreographers may NOT go back into the warm area on the day of the
Championships unless they are one of the registered coaches for their
school. Violation of this rule would invite a sportsmanship penalty for the
participating team.

COMPETITION AREA

The Championship performances in the Jacobson Arena will take place on
seven mats lined vertically for a 42' X 42’ performance mat. All permitted
skills (stunts, pyramids, tumbling, jumps) must be performed on the
competition mat. Objects cannot be thrown outside the competition area.

DIVISIONS

All teams will be divided by 2025-2026 IHSAA boys’ basketball
classifications (not the Girls’ Union).




GENERAL RULES &
PROCEDURES, CONT'D

ELIGIBILITY

To participate, all cheerleaders must be eligible under their school's Good
Conduct policy and be an official member of their school’s cheerleading
program.

*** Integrity Clause for Participation *** The lowa Championships are
made up of teams of bona fide high school (grades 9-12) cheerleaders
(both male and female) from lowa schools. ICCA requires all participating
cheerleaders to be bona fide cheerleaders. Bona fide cheerleaders cheer
at scheduled games for an entire season, and participate in ALL cheer
activities as team members. They cannot be cheerleaders who cheer now
and then, step in to stunt, or only cheer on a competition squad. The
cheerleader cannot be a college cheerleader or only cheer for a non-
school all-star squad. To place someone other than a bona fide
cheerleader on a squad will open the school to possible
disqualification, probation from ICCA Events, and the rescinding of
trophies and medals won by the school at the Championships.

FAMILY VIEWING

All routines must be appropriate for family viewing. This includes
choreography, music selection, and outfitting cheerleaders. Up to a five
(5) point penalty or possible disqualification will be assessed for vulgar or
suggestive choreography, words, or music lyrics which are unsuitable for
family viewing/listening. Replacing improper words from a song with
sound effects or other words still constitutes inappropriate and
deductions will be assessed.

MASCOTS

A squad may include a school mascot. Mascots must appear in the
uniform of the mascot and cannot stunt or spot stunts. The mascot is
required to follow all safety rules. The mascot must be high school age
(grades 9-12). The mascot does not count towards the number of athletes
used to calculate and meet the “majority.” The mascot does not need to
be included in "full team" skills like jumps.




GENERAL RULES &
PROCEDURES, CONT'D
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MUSIC

All copyrighted music must follow the REQUIRED guidelines for
copyrighted music by using the clearinghouse AND having the
appropriate licensing paperwork filed with ICCA. Music must be
purchased in the school’'s name, not the coach’s. All music must be paid
for by the school either with a school credit card or check. The head coach
must submit all copyright information with registration online and also
must bring copies of all paperwork to the competition.

OPPORTUNITY TO PARTICIPATE

It is ICCA's wish that as many cheerleaders as possible be given the
opportunity to experience the State Championships. If a school's
cheer/dance team is small, consider entering an additional team in the
Game Time Spirit Division so more students might have the experience of
cheering in this situation. Consider bringing one or two stunt groups of
different cheerleaders from the division you are entering.

PROPS:

The following rules will apply to all props for the Cheer/Dance and Game
Time Spirit Divisions. Props may NOT be used during stunt group
routines.
1.0nly signs, megaphones, and poms are allowed and must have words
or symbols associated with school spirit. For example: “Go-Fight-Win”"
or school colors. Flags/body flags are NOT allowed.
2.Signs cannot be used in a theatrical manner (e.g., in the shape of
guitar, people, etc.).
3.Props (and other items) cannot just “decorate” the floor or be used as
markers only.
4.Cheerleaders may NOT break through a sign. Signs are only used to
lead cheers.
5.Props must be placed so cheerleaders are able to pick up the props
without touching outside the mat area.
6.Cheerleaders must follow all NFHS rules concerning props.
7.No items may be thrown, tossed or released into the crowd.

Note to coaches: Use good judgment when placing and releasing props
(signs, poms, etc...) on/from the performance area.



GENERAL RULES &
PROCEDURES, CONT'D

RULES AND LEGALITIES
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All squads must follow the 2026-2027 National Federation Spirit Rules as
well as the strengthened guidelines adopted by the ICCA/IHSAA and the
ICCA State Championship rules and procedures. It is the head coach's
responsibility to see that their squads/teams are following ALL rules.

Rule changes for 2026-2027 can be found on the ICCA website:
www.iowacheercoaches.org, and were covered in the online rules
meeting. It is the head coach’s responsibility to see that their squads
follow ALL rules.

Before emailing legality questions, coaches are expected to check stunt
legalities by using the National Federation Rules Book (including the
articles and situations rulings under each rule). Coaches should only email
if questions still remain about the legality of a stunt or any other
component of a routine. THESE STEPS MUST BE FOLLOWED. Only emails
from head coaches employed by the school will be accepted.

1.Email a video (right side up) of that part of the routine (not the entire
routine) to askICCArules@gmail.com.

2.Include the coach’s name, school name, school classification, and
division entered.

3.Include rule number pertaining to this stunt and a specific question
(which part of the stunt are you still questioning and why).

The deadline is October 13, 2026, by 5:00 pm for legality questions. (Do not
send questions or videos after this date.) This may help prevent
deductions on the day of the Championships. If the stunt is determined to
be an infraction of the National Federation, ICCA rules, or championship
rules, the school will be notified immediately. It might be possible that a
difficult stunt series could be performed legally at home and performed
illegally the day of the championship due to a performance error. We are
not telling coaches to take stunts out of routines, but rather realize the
complicated nature of some stunts. Videos being_sent in with guestions
should be of your own squad, NOT videos from social media or other
squades.




GENERAL RULES &
PROCEDURES, CONT'D

SCORING AND TIE BREAKER POLICY
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Scoring rubrics for all divisions can be found in this packet. Please
familiarize yourself with any changes, requirements, and ranges for your
specific division(s).

1.Teams will be judged from scoring rubrics, which can be found within
this information guide.
2.Technical judges will base deductions on violations of National
Federation Spirit Rules, ICCA Strengthened Rules, and ICCA
Championship Rules. Coaches are responsible for making sure rules
are followed without having gray areas for legality.
3.In case of ties in any division, the following scores will be used as tie
breakers:
a.Criteria A: Motion Execution
b.Criteria B: Motion Difficulty
c.Criteria C: Jump Execution
d.Criteria D: Jump Difficulty
e.Should two or more teams tie after all tie-breakers, the tie will not
be broken and the teams who are tied will receive the same awards.
Lower trophies will be adjusted accordingly (if two teams tie for
first place after all the tiebreakers, they will both receive first place
honors. No second place will be awarded).
4. All Cheer Dance divisions (1A, 2A, 3A, 4A, and Coed) will use the same
scoring rubric.

SPOTTERS

Professional spotters are hired by the ICCA and will be on the mat
assisting only where necessary throughout the routine. It is the
responsibility of the coach to make sure the routine is safe with proper
catches and skills that have been consistenly executed safely by their

team.




GENERAL RULES &
PROCEDURES, CONT'D

STARTING AND ENDING ROUTINE
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e ALL DIVISIONS

o All rituals and traditions need to take place prior to entering the
performance area. This is for all divisions.

o Formal entrances are not allowed for Cheer/Dance and Stunt
Groups divisions. Athletes are expected to walk or spirit quickly,
without holding hands, from the On Deck area to their positions on
the mat, get set, and begin their routine. Penalties will be assessed
for stopping before reaching starting positions (such as lining up at
the back of the mat). Formal entrances are a judged part of the
Game Time Spirit division. Please see the scoring rubric for details.

o All props must be quickly collected and all athletes must exit the
performance area quickly, without holding hands, following
completion of routine. Please refrain from excessive celebration
after your performance.

¢ CHEER-DANCE DIVISION

o Each team member must have at least one foot on the performing
surface at the beginning of the routine.

o Timing for Cheer/Dance begins on the first word (including chants
to the crowd), motion, jump, tumbling skill, or music/voice.

o GAME TIME SPIRIT

o Game Time Spirit participants must have both feet on the floor, off
the performance mat. Teams may not begin in a stunt.

o The entrance for Game Time Spirit is part of the routine and is
judged.

o Game Time Spirit teams must start from the left side of the mat
(from the audience’s perspective) and exit on the right side. Teams
cannot enter from the corner on the left.

o Game Time Spirit Timing begins with the start of the “time out”
buzzer. Timing ends with the final word/motion made by the squad.

e STUNT GROUPS
o Stunt Group Timing begins with the start of the music.

SUBSTITUTIONS

In case of injury, illness, ineligibility, or extenuating circumstances, a
coach may substitute another bona fide high school cheerleader to their
team at any time. Coaches cannot add cheerleaders to increase
participation numbers from the original registration. Please notify us of
the name changes by October 15. It is the coach’s responsibility to notify
ICCA of changes and get the medical release forms filled out as required.
Coaches may not substitute for other reasons.



TEAM SIZES BY DIVISION

CHEER DANCE:

1A, 2A, 3A, and 4A are all Girl.

Coed may have an unlimited
number of males. One male makes
a team coed.

e 1A: up to 12 team members

e 2A:up to 12 team members

e 3A:up tol16team members

e 4A:up to 20 team members

e Coed: up to 25 team members

GAME TIME SPIRIT

Any combination of male/female
members

e 1A: up to 16 team members
e 2A:up to 16 team members
e 3A:up to 25 team members
e 4A:up to 25 team members

GROUP STUNT

¢ GROUP STUNT: Up to five female
team members

¢ COED GROUP STUNT: up to three
team members, one male/female
couple plus one designated
spotter.

*NOTE: Register students with the gender the school recognizes for
them in regards to the number of male and female participants. ICCA
will follow the legislation under House File 2416 that was passed on
March 3, 2022, regarding transgender participation.



TIME LIMITS FOR
ROUTINES
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CHEER/DANCE
TOTAL ROUTINE: 2min 30sec

e Music max 90 seconds

e Timing will begin with the first word,
motion, or taped/recorded sound portion,
and end when the squad comes to a
standstill or stationary position.

GAME TIME SPIRIT
TOTAL ROUTINE: 2min Osec

e 1:00 MAX for entrance + crowd leading cheer

e 1:.00 MAX for School Fight Song with music
recording of your fight song.

e Timing begins at time out style “buzzer”.

e Timing ends with the final word/motion
made by the squad.

GROUP STUNT
TOTAL ROUTINE: 60sec

e Time will begin when the music starts or
the squad begins stunting.

e Music must be continuous from the start of
the routine till the end.

GENERAL ROUTINE TIMING AND MUSIC POLICIES

e EXCEED TIME LIMIT (1.0-5.0 seconds): .25 point penalty

o EXCEED TIME LIMIT (5.1-19.9 seconds): 1 point penalty

o EXCEED TIME LIMIT (20+ seconds): Team Disqualified

e Coaches should make sure that the routine fits within the time limits; no
“cushion” time is given. Hand held stopwatches are used.

¢ Music must be on a digital music player in airplane mode (iPod, iPhone,
iPad, MP3). Music cannot be accessed from a website or other internet
source. Music must be downloaded onto the device being used.



TROPHY POLICY
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ICCA will award trophies to the top
five teams in all divisions:
Cheer/Dance, Game Time Spirit, and
Stunt Group. The exception will be in
any division with fewer than ten
teams. In that case, trophies/plaques
will be awarded to no more than half
of the teams in the division. If an odd
number compete, trophies/plaques
will be one less than half. Medals will
be presented to the top three teams
in coordination with what is
presented in trophies.

In the case a division only has one team entered, that team will be
required to achieve a score that is 85% of the total score in order to
receive a trophy. Please see below for specific division minimum
scores:

CHEER/DANCE GAME TIME SPIRIT

The team would be required to The team would be required to
earn a score of 85 points (out of earn a score of 85 points (out of
100 total points). 100 total points).

ALL GIRL STUNT COED STUNT

The team would be required to The team would be required to
earn a score of 127.5 points (out of earn a score of 115 points (out of
150 total points). 135 total points).




ELIGIBILITY EXAMPLES
FOR ALL DIVISIONS

PLEASE SEE BELOW EXAMPLES. IF YOU HAVE
ADDITIONAL QUESTIONS OF SCENARIOS NOT
LISTED, PLEASE CONTACT ICCA.

1.Cheerleader in Cheer/Dance may also
enter Group Stunt, but NOT Game Time
Spirit.

2.Cheerleader in Group Stunt may also enter
Game Time Spirit OR Cheer/Dance, but not
both.

3.Cheerleader in Game Time Spirit may also
enter Group Stunt, but NOT Cheer/Dance.

4.Cheerleader in Cheer/Dance and Group
Stunt may NOT enter Game Time Spirit.

5.A school with a team in Cheer/Dance may
enter a team in Game Time Spirit as long
as they are not the same cheerleaders.

6.A school may enter the same cheerleaders
in Group Stunt and Game Time Spirit if
they do not have a Cheer/Dance team with
these cheerleaders.

7.A school may enter the same cheerleaders
in Cheer/Dance and Group Stunt.

8.A school may NOT enter a cheerleader who
is also a cheerleader on a college squad,
whether sideline cheer or competitive
cheer. Once a cheerleader is cheering in
college he/she is ineligible for ICCA Events
that school year.

9.A school may NOT enter a cheerleader who
is only an all star cheerleader for an all star
company.

10.Every championship participant must be
a high school cheerleader (grades 9-12)
for his/her high school, cheering in the
support of athletic teams on a full
season basis (football, basketball or
wrestling).
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DIVISION SPECIFIC
INFORMATION
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INFORMATION FOR
EACH DIVISION
INCLUDES:

Additional routine
guidelines

Additional scoring rules
and team size guidelines
Division-specific scoring
DEFINITIONS and
DRIVERS

Division-specific SCORING
RUBRICS

Please review the following pages for information regarding each of the
specific competition divisions at The State Championships.

CHEER/DANCE GAME TIME SPIRIT STUNT GROUPS
To help you easily To help you easily To help you easily
find details specific find details specific find details specific
to the Cheer/Dance to the Game Time to the Stunt Groups
division, please Spirit division, division for both all-
reference the pages please reference the girl and coed, please
that are coded pages that are reference the pages
yellow in the coded green in the that are coded blue
following section. following section. in the following

section.
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The Cheer/Dance division is a routine with a continuous flow of
cheer/chants, jumps, stunts, tumbling, pyramid, and dance.

ROUTINE TIME LIMIT

P N e Cheer/Dance routines are limited to a total time of
two minutes and thirty seconds. Music cannot
exceed 90 seconds total in the routine.

¢ Any material that is played (spoken or otherwise) is
considered part of the music time.

e Music can be in segments throughout the routine or
played all at one time in Cheer/Dance

e only.

e Timing will begin with the first word, motion, or
taped/recorded sound portion, and end when the
squad comes to a standstill or stationary position.

e Timing Penalties found on page 15 apply to any
routine over the time limit.

DIVISIONS
& 1A, 2A, 3A, and 4A are all Girl.
" Coed may have an unlimited number of males. One
“ ~ male makes a team coed.

\

e 1A: Up to 12 team members

e 2A: up to 12 team members

¢ 3A:uUp to 16 team members

e 4A: up to 20 team members

e Coed: up to 25 team members
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GENERAL INFO

Each team member must have at least one foot on
the performing surface at the beginning of the
routine. Teams may not begin in a stunt. No formal
entrances are allowed.

Teams are expected to walk or spirit quickly,
without holding hands, from the On Deck area to
their positions on the mat, get set, and begin their
routine. Penalties will be assessed for stopping
before reaching starting positions (such as lining up
at the back of the mat). Cheerleaders may begin
from any side of the performing surface except the
front where the judges are seated.

Teams must collect props and exit the performance
area quickly, without holding hands, following
completion of routine. Teams should refrain from
any type of excessive celebration on the mat
following the team’s performance.

SCHOOLS MAY ONLY ENTER ONE TEAM IN THE

CHEER/DANCE DIVISION.

o Any team wishing to compete UP a division
needs to contact Kenna Johnson and have all the
necessary paperwork filled out and turned in by
September 10. Any team choosing to move up a
division will be required to stay at that division
for two years.

o This policy applies to all divisions the team
enters: if a team moves up in cheer/dance, they
also move up in Group Stunt and/or Game Time
Spirit.

SCORING INFORMATION

The following pages include all necessary information
regarding scoring at The State Championships. Please
read carefully and email askICCArules@gmail.com with

[ | questions or for clarification. It is the responsibility of
each competing coach to fully understand the scoring
rubrics and the abilities of their team.
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i—a-u—a—u—a

CHEER/DANCE
DEFINITIONS

Dance Technique: Perfection of routine and technique,
sharpness, spacing, rhythm, transitions, patterns of
movement, uniformity, timing

Dance Visual Effects: Transitions, formations, level
changes, variety of movements, foot and floor work,
partner work, and creativity

Jumps - Advanced Jumps: Pike, side hurdler, front
hurdler, toe touch, double nine, around the world

Jumps - Basic Jumps: Spread eagle, tuck, herkie

Jumps - Connected Jumps: Jumps connected with
continuous movement using a whip approach

Jumps - Technique: Form (pointed toes, arm
levels/placement, leg and body position), approach,
landing (feet together), hyperextension/height,
uniformity, timing

Jumps - Jump-Tumbling Combination: The degree of
difficulty of these skills will be scored in the tumbling
section. The technique of the jump will be scored in
jump technique. The technique of the tumbling skill

will be scored in the tumbling technique. Jumps
connected to tumbling will not count for jump difficulty.

Listed Skills: Skills listed on scoring rubrics are only
examples. Other skills may fit into categories as seen fit
by the judging panel.

Motion Technique: Sharpness, wrist and arm placement,
uniformity, seamless transitions, timing — using poms for
over half of the cheer and/or dance could result in a
lower score.

Overall Impression: See specific scoring rubrics for
Routine Composition, Performance/Showmanship, and
Overall Impression

Scoring - Difficulty Drivers: Factors that judges will
consider when determining an actual score within a
range - refer to the Difficulty Drivers Chart

Scoring - Multiple Skills: More than one of the
designated skills must be performed
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CHEER/DANCE:
DEFINITIONS, CONT'D

Scoring - Ranges: Skills listed in ranges must be
performed by the majority of the team to move into a
range (except where noted on scoring rubrics) -
Difficulty Drivers are used to score higher in a range

Scoring - Synchronization: Two or more performing a
skill(s) at the same time - could be, but doesn’t need to
be the same skill(s)

Squad Size Stunt Groups (C/D) | Pyramid Structures (C/D) ‘";"'TT mﬁ:;:‘;ﬁf’
# of Athletes # to meet majority # 10 meet majority # of Athletes
5 1 2 3
6 1 2 4
7 1 2 4
8 1 Z 5
9 1 2 5
10 1 2 6
1 2 2 6
12 2 2 T
13 2 2 T
14 2 2 8
15 2 3 8
16 3 3 9
17 3 3 9
18 3 3 10
19 3 3 10
20 3 4 11
21 4 4 11
22 4 4 12
23 4 4 12
24 4 4 13
25 B 4 13

Majority Stunt = (# of athletes + 5) - 1if whole number, or rounded down to
the nearest whole number if decimal. Using more stunt groups than “majority”
when possible increases difficulty.

Majority Pyramid Stunts = (# of athletes + 5) if whole # or rounded down to
the nearest whole number if decimal. Minimum required is 2 for a squad of 14
or less. Using more stunt groups than “majority” when possible increases
difficulty.

Majority Jumps/Tumble = (# of athletes + 2) + 1if whole #, or rounded up to
the nearest whole number if decimal.

* FULL team jumps are required for maximum jump score. A mascot does not
count towards the number of athletes and is not used to meet the majority. The
mascot does not need to be included in "full team" skills like jumps.
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CHEER/DANCE:
DEFINITIONS, CONT'D

Stunts/Tosses/Pyramids - Body Positions: Foot away
from body (e.g., heel stretch, scale, arabesque, scorpion,
bow and arrow, needle, etc.). A lib is not considered a
body position on its own.

Stunts/Tosses/Pyramids - Assisted Stunt: Any stunt in
which one base supports the weight of a top person(s)
with hands-on assistance from another base or spotter at
any time during the stunt until the descent of the top
person to a dismount.

Stunts/Tosses/Pyramids - Coed Stunt: Base and spotter
may not be chest to chest, base must be directly under
the stunt.

Stunts/Tosses/Pyramids - Elite Stunts: Including but
not limited to: Full up to extended position, release
moves that land in an extended position, tick tock
variations, toss extended stunts, other unique stunts and
transitions of similar difficulty level. Please see the
scoring rubric for more details.

Stunts/Tosses/Pyramids - Technique: Perfection (no
bobbles, missed or incomplete skills), proper

technigue and form (body alignment, body control, etc.),
transitions, timing, dismounts/cradles, height

of toss.

Stunts/Tosses/Pyramids - Structure: A place in a
pyramid when a top person connects and pauses to show
a defined position.

Stunts/Tosses/Pyramids - Unassisted Stunt: Any stunt
in which one base supports the weight of the top
person(s) without hands-on assistance from another base
or spotter until the descent of the top person during a
dismount.
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DEFINITIONS, CONT'D
* Tumbling - Technique: Strong set/good height, proper
technique, clean landings, precision (no bobbles,
missed or incomplete skills), clean body lines, pointed
toes, body positioning, clean connections between
tumbling elements, uniformity, timing.
. Tumbling - Majority: Please refer to the chart below for
calculations of majority for tumbling.
Squad Size Majority
7 4
8 5
9 5
10 6
" 6
12 7
13 7
14 8
15 8
16 9
17 9
18 10
19 10
20 11
21 11
22 12
23 12
24 13
25 13




CHEER/DANCE:

TASEE DIFFICULTY DRIVERS
JUMPS FORMATIONS/SPACIN
+ Difficulty of skills + Formation and level changes
s Percentage of team participation s Variety of movements
* Pace of jump skills + Use of floor
+ Combination of jump skills * Visual and creative
e Synchronized jumps
* Variety of jumps
MOTIONS TRANSITIONS

e Difficulty of skills

* Combination/Variety of skills

e  Uniformity and timing of motions
s Sharpness and placement

e Percentage of team participation
» Synchronized motions

¢ Quick pace
e Visual and creative
*  Smooth flow of routine

CROWD EFFECTIVENESS
Combination/Variety of skills

Creative and elicits a crowd response
Difficulty of skills

Pace and enargy of the routine
Synchronization

SHOWMANSHIP/VISUAL APPEAL
Enthusiasm and energy, confidence, poise
Matural facial expressions

Creativity

Attention-grabbing

Percentage of team participating

Use of floor

WVERALL IMPRESSION

CROWD LEADING TOOLS

« Appropriate athletic impression + Combination of skills
maintained throughout the routine ¢ Pace

e Cleanliness of routine e Timing

e Musicality (tempo, mood, rhythm) of routine » Visual and creative

s Crowd appeal, energy s \pices, including velume and enunciation
* Signs, poms, megaphones, stunts, tumbling

TUMBLING STUNTS/PYRAMIDS

» Difficulty of skills o Difficulty of skills

* Percentage of team participation * Percentage of team participation

& Variety of skills & Transitions

+ Pace of tumbling skills e Pace of stunting

+ Combination of skills e Combination of skills

s Synchronized tumbling s Number of bases
& Variety of entries and dismounts
e  Multiple tops in pyramids

DANCE

Difficulty of skills

Percentage of team participation
Variety of skills

Pace of dance

Combination of skills

Numerous formationflevel changes

TOSSES

Difficulty of skills

Percentage of team participation
Pace of tosses

Height

Number of bases/spotters
Synchronized tosses

Variety of dismounts
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CHEER/DANCE SCORING
RUBRICS: STUNTS

Judge's Initials

IOWA CHEERLEADING STATE CHAMPIONSHIPS

W
&

SCHOOL:

CLASS:

PYRAMIDS

Total Athletes:

CHEER & DANCE - PYRAMIDS, TOSSES, PARTNER STUNTS SCORE SHEET

DIFFICULTY

0 |2024

2.5-29

3.0-34

3.5-3.9

4.0-4.4

4.5-5.0

SCORE

Did not mest
majerity for a
25

No pyramid
Involving

Was
performed level and

Pyramids

level siuctures:

Pyramids invahing
exiended double leg
stunts and a Wransitional

prep
below

Pyramids imvolving
extended singhe leg
stunts and a

Sequence

Pyramics involving exiended

Pyramids imvohving exlended single leg stunts, 2+
itions, and majority .

single leg shunls and twa+

| vansitions and majority
extended structures

Required braced fip transiion. Addtional
consideration for inversions & single braced flips.

EXECUTION

0

1.0-1.9 2.0-2.9

3.0-3.9

4.0-4.4

4.5:5.0

SCORE

Mo pyramid was performed

Poor level of technique

Below Average Technique

Average Technique

Abave Average Technique

High Level of Technique

TOSSES

PYRAMIDS X 1= ‘

DIFFICULTY

0 | 2024

2.5-29

3.0-34

3.5-3.9

4.0-4.4

4.5-5.0

SCORE

D4 not meet
majarity far a
25

Mo Ingses
were
performed

Single skill psses
withaut taists in the
Same section (Ex,
Tow Touth Basket)

Multhskill iosses
withoul bwists in the
5ame Section (Ex.
Bail X Baskel)

Tosses with tists in
the sami sation
(Ex. Full Basket)

Multi- siill tesses with twists (Ex. Kick
Full baskatl, Hiteh Kick Full Basket) in
the same section & one olher single:
skill boss by al least one stund group

Multi- sdll osses with bwists in the same
section” and one othar multi-skill twisting
toss by al least one stunt group (Ex.

Kick Fual basket. Hitch Kick Full Baskit)

“A ripple counts as “in the same section” but may lower difficulty due to non-synchronization,

EXECUTION

0

1.0-1.9 2.0-2.9

3.0-3.9

4.0-4.4

4.55.0

SCORE

Mo tnsses were performed

Proor level of technique

Below Average Technique

Average Technique

| Abave Average Technique

High Level of Technique

PARTNER STUNTS

TOSSES X 0.5= |

DIFFICULTY

0 |2024

2529

3.0-34 | 3539

4.0-44

45-5.0

SCORE

o partnar
SHurls
were
perfarmid

Did not meat
ity for 4

25 stunts

Prep level
doubli leg

Extended doutie
b Shuinis o prep

Javel single leg
sturits

Extended single
g Sturits with a1
leas! one
extanded body
pasition

Extended singha leg sturts that
include: an advancid body position
(heed sirelch, scale, arabesque,
birw + amow, or similar skil), at
least one elite stunt, required full
twest rxtisndied Il dismaunt.

Extended single lag stunts that include an advanced
body pesibion (heel strelch, Scale, arabesque, bow +
arrow, or simiar skill), Multiple elite extended level
stunts that inchide a full twist dismount (twist cradie,
corescriw b load, bwisting prone or similar skil) from

an exlindid advancid body position.

EXECUTION

1.0-1.9 2.0-29

3.0-3.9

4.0-4.4

4.5-5.0

SCORE

Mo patnar shunts performed |Poar kv

el of Lechnique

Below Average Techrique

Average Tachrique

[Abave Average Tuchnique

High Level of Techrique

miajority stunt chart for clarifications.

Note: The majority of stunt groups must perforn the same skill within the same range 10 receive maximum dificulty
credit for that skill. If majority is not reached, teams will receive a diffculty score of the lowest bavel of skil perfarmedd by
the majority. Ex; A team of 12 mws! have 2 stun groups perdorming the stunts in the range to neceive the scoring. See

06/2026

| PARTNER STUNTS X 2 = ‘

| TOTAL SCORE |




CHEER/DANCE SCORING
RUBRICS: TUMBLING

PAGE 27

Judge's Initials
IOWA CHEERLEADING STATE CHAMPIONSHIPS
CHEER & DANCE - TUMBLING SCORE SHEET

SCHOOL: CLASS: Total Athletes:
STANDING TUMBLING
DIFFICULTY
NOTES & SCORE
0 (08 [ 10 |15 |20 |25 |30 |35 |40 |45 |50 | S0urk
Didnot |Forward  |Cartwhes! |Round OFf |Froefor  [Standng  |Back Back BHS o BHS(s 0 |Jump BHS
meet Roils, from Lunge |from Lunge |Back Back Walkover 1o [handspring | Tuck, Layout, 80 Layou,
majarity Backoward | Posiion Posiion (Walkrars | Handspring | BHS, seipsof | Standing  |Jump Standing
Rolis Backward  (jumpls) Tuck, Back |BHS(g]lo  |Fullany
Roll io BHS |connected | Welkover | Twck, Jump |standing
ivsingle | Tuck, Jump |Tuck SEqUEnCE
BH3 o BHS with & Full
Safies
EXECUTION
0 1.01.9 20-2.9 3.0-39 4.0-44 4.5-5.0 NOTES SCORE
No standing | Major errars: Multiple errors: Bent  (Miinor errors: Sight | Clean with slight Excellent: Tight form,
tumbling was |Uncontrofied, poos form, |ammadlegs. low set, form  |bend, low set, small armors: soft knees, minor [sivong sel, dean and
undér-rotaled, stumble.  |breaks, hop or stapon  |ad) on landing.  |body posion or landing  controlied landing, no
Landing faws. visile anmrs.

STANDING TUMBLING
TOTAL SCORE x 0.25 =

RUNNING TUMELING

DIFFICULTY
NOTES& |SCORE
0 05 (10| 1.5 2.0 2.5 3.0 35 4.0 45 5.0 #of SKILLS
Did not |Cartwhesls |Round |Front Combopiss  |Round O [Round O |Round-off  |Pikes, X-outs, |Layouls, Fulls, or
ment Offs | Walkovers |including al Back BHS Series, |BHS Back |Punch Fronts, [Running Running
majority leasiZofthe  Handspring (Combos that [ Tucks, and Combos  |Combos  |Combos that
Toliowing: Frond Inck:a Front |[Round off  |thating: a Shatincl: inck: Punch
Walkover, \Walover Tucks, Front Purich Front |Frond or
Cartaheel, and end with |Aerials, (Wakoveror  |orWhip&  |Vihip o Ful,
Back Wil aRound OF [Catwhesd |Aeial&end |endina or Asiabian
BHE or BHS [Tuck, Front in a Tuck Tuck or through o
Saries [ Aerial Layout Layouts &
Fuls
EXECUTION
0 1.0-1.9 20-29 3.0-39 4.0-44 4.5-5.0 NOTES SCORE
No munning tumbling | Major errors: Multiple errors: Bent | Minor errors: Sight | Chean with slight Excallent: bght form,
(was performed. Uncantrolied, paor armafegs, low sol, low |bend, low sad low orTors: Soff knees, sirong height, chean
form, under-rotalad,  |height, form breaks, | height, small minar body position or | and controlled landing,
shurmbble. unconirolled landing. | adjusiment an landing. (landing flaws. N visibe emors.
**5kills must be performed by the majority (more than half) of the team to be scored in that difficulty range* RUNNING TUMBLING
Mok i be Bl TOTAL SCORE x 0.25 =
Tumbling Execution: Strong salgood hiight, praper bichnique, ciean landings. pracision (no bobblis, missed o
Ingoemphete skils), clean body nes, pointed loes, body positioning, clean connections between bumibling elements,
uniformity, timing. TOTAL SCORE

0812026
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CHEER/DANCE SCORING
RUBRICS: JUMPS

Judge's Initials

IOWA CHEERLEADING STATE CHAMPIONSHIPS

CHEER & DANCE - JUMPS SCORE SHEET

SCHOOL: CLASS: Total Athletes:
JUMPS
DIFFICULTY
0 5 1.0 1.5 20 25 30 35 4.0 45 5.0 SCORE
Nojumps |Majority of |Msjority of  Majority of | Fullteam | Majoeity of team | Full taam Majority o |Majocity of  [Fullteam | Full tmam
were teann 1eam team pertorms 2 | performs 2 peoms?  [seam toam parforrres [peforms 3 |perrme 3
parfomaed [pertems 2 |pedoms2 [ perioms 2 peroms3 3
byte [P svanced advisced jomps (acvanced [conmwcted  [advisced  |advanced  |advasced
of [1emes. Oo [jumea. Do not (sdvanced  |mgs s 1 psdtional umpspius 1 [advanted  [jemps.plos 1 [uemps Must | jumgs, phs 1
majoity of | - ceed o [neediobe  |jumps advanced ump. [add] jurps. Must |additional  [incl. atieast |additional
the b s, rormected Mustindude  [advanced  |incl atleast [advamced  |twocBerect |advamced jump.
connected varigfty (0 st (jump, Mustincl. |two ciisrent | jump. Must indt, |jumps. Musting. ot
wo deent [athastive [jumps ai loasl bwo least bwo
jmps) ciflareni jomgs diferent jumps. dforent jumps.
L JUMP DIFFICULTY
SCORE
EXECUTION
0 1.0-1.9 2,0-2.9 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Mo jumps | Major Errors: Multiple Errors: Some |Minor Errors: Generally | Clean with Slight Excellent:
WEne Inconsistent fiming, |consistency in solid fechniquee and Errors: Strong technique and
performed. |bent legs, poor technique. Moderale  |timing, good height and | Solid technique and fiming from all athletes,
armieq placement, [hesght, inconsistent  |form, mostly comrect [ Himing from most athletes, | consistent height and full
low jump height,  farmfeg placement,  |ammdeg placement, small |good height, comect form | axtencian, comect body
minimal eam timing issues of inconsislencies across  |and placament, minoe position, complele
synchranization incomplete extension | athigtes, inconsistencies, synchranization, na visible
ermors,
HOTES: JUMP EXECUTION
SCORE
TOTAL JUMP
SCOREx15=
Majority: More than half of the number of athletes competing
Advanced Jumps: P, side hurdler, frent hurdler, toe fouch, double nine, anound the workd,
Basic Jumps: Spread eaght, tuck
Connected Jumps: Jumps conmecied with condinuous movemen! usng a whip approach,
Jump Execution: Form (pointied (s, am levelsipacement, keg, and body position), approach, landing (feal togéather), hyper eatensionbeigh,
unifoemaity, timing
Jump-Tumbling Combination: The degree of difficulty of thesa skills will b sconed in the tumbling section. The techaique of the jump will be sconed in
jurnp executicn. The bechnique of the fumbling skill will be scored in the lumbling axecution. Jumps connédled 10 wumbling will nod count for jump difficuly.

DEr02E
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RUBRICS: MOTIONS & DANCE
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Judge's Initials

IOWA CHEERLEADING STATE CHAMPIONSHIPS
&7 CHEER & DANCE - MOTIONS & DANCE SCORE SHEET

SCHOOL: CLASS: Total Athletes:
MOTIONS
DIFFICULTY
1 2 3 4 5 NOTES SCORE
Limited wsa of motions; Usa of motions shows some | Clear variety of motions | Strong vaniety and Highly intricate and layered
primaridy smple elements [ variation in types! pathways. | and transions ghout. of motions with | mot with
with it varkety. Pedormed |Performed a1 a moderate | Includes: changes in frequent changes in speed, |confrucus changes in
at a controlied pace with | pace with occasional speed, dirsction, and direction, and levels. speed, dinection, and havels.
rinimal changes in speed, |changes in speed, direction, | levels it R sl Requires advanced
direction, or levels. Low  [or levels, Some and timing and precise timing,
Co0r and overal and timing from a majority of the control from a majority of | and full team invobvement
v domand, riquitisd, nol consishent lisarm. Ihit bisarmy, throughout.
BC0ES the lgam.
EXECUTION
1.0-1.9 2.0-2.9 3.0-3.9 4.0-4.4 4.5-5.0 NOTES SCORE
Poor level of technique:  |Below Average Awerage Technique: Above Average High level of technigque:
Frequent emors inmedion | Technique: Multiphs emors | Genarally commedt Technique: Claan Precise placement, exact
[placement, timing. and i timing, and and timing with | placement with strong timing, and comgiete
control. Motions: lack control. Some comect [some emors. Motions show | Sming and control. Motions | control theoughout. Motions.
precision, shamnass, and | positions ane achieved, bul | developing precision and  |are mastly precise, sharp. | are sharp, fully axtended,
consistency. Minimal consistency and precision  |control. Synchronization is  |and consistent. Syncheo s |and consistent. Full team
synchronization across the  |are lacking. Synchio is present but inconsistent a1 [strong across the majority | syncheonization with no
team. inconsistent. timess. of the team. vigibla ermors.
‘ MOTIONS TOTAL x 2 = ‘
DANCE
DIFFICULTY
1 2 3 4 | 5 NOTES  |SCORE
Limited: simple: visual Minimal: inciudes a basic | Average: inchudes a variety | Strong: wide range of Excellent: highly visual and
elemends with minimal warigty of visual elements. |of visual elements. visual elements with intricate sequences. LMiizes:
vanety. Performed at a Shows occasional Demonstrales changes in | frequent changes in levels, |muliple changes in levels,
shower lempo wilh B use changes in kevels, Ieveds, dinection, tempa, and | dinection, lempa/musicality. |direction, lempa, musicality
of levets, diraction, or direction, and lempo. musicality that require Requires consistent throwghout. Requires
i1 Lo averall Musicality is presant but inatian from a majority ion and fiming coordination and
leam demand, ot sustained of the team, from a majority of the team, | full team rwvolvement,
EXECUTION
1.0-1.9 2029 3.0-3.9 40-44 4.5-5.0 NOTES SCORE
Poor Level of Technique: |Below Average Average Technigue: Above average High Level of Technique:
Frequent emors in timing. | Technique: Multiple erors | Generally comect Bming and | technique: Strong timing | Excellent timing, control, and
control, and overall in timing and control. Some | control with scme enrors. and controd throughout  Joverall parformance.
performance. Movements | comect executian, bul Mavemnents show developing (most of the section. Meovements are shamp,
Lk strengih Ik consistent stength, and  |Movements ae sharp,  [sirong, and precise wi clear
and clarity. Limited sharpness, sirength, and | clarity. Musicality is present  (clear, and confrolled intent. Musicality enhances.
rnugicality. Emengy and clasity. Musscaity i Bt At consishin Musicality is congistent ek
qualityare  |inconsk Energyand  [throughout. Energy & Energy and performance | Energy and performance
minimal. Litthe uniformity. | performanca quakity are performance quality are quality are strong across | quality are consistently high.
unewen. Uniformity is @vident bul nol sustained.  (the majority of the team. | Compiele uniformity across
inconsisient. Uniformity is improving, Uniformity 15 strong, thes full tesam,
DANCE TOTAL x1.5=

06/2026
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CHEER/DANCE SCORING
RUBRICS: OVERALL

Judge's Initials

IOWA CHEERLEADING STATE CHAMPIONSHIPS

| ]
-

SCHOOL:

CLASS:

ROUTINE COMPOSITION AND PERFORMANCE

Total Athletes:

CHEER & DANCE - OVERALL IMPRESSION SCORE SHEET

EXECUTION
1.0-1.9 2.0-29 3.03.9 4.0-4.4 4.5-5.0 SCORE
Limited Routine: Routine | Below Average: Basic Average Routine: Clear Above Average: Truly Exceptional: Routine
lacks clear structure and routine structure with some | routing structure with ‘Well-organized routine with  |is extremely well constructed
fiow. Limited incorporation of |identifiable sections balanced incorporation of  [intentional flow and pacing.  [with clear flow and purpose
required elements. Required elements are required elements. Strong variety of elements ghout. Excellent variety
Transitions are choppy or included but lack variety or | Transitions are mosty appropeiate to team skill & balance of elements
cause breaks in the routing. | purpose. Transitions are smooth with minimal pauses. | level. Transitions are smooth |appropriate to team ability.
Minimal use of floor space.  |present but may feel siow or | Geod use of fioor space with | and maintain Transitions are
Low energy and weak awkward. Some use of floor | noficeable formation Effective use of floor space  |keep the routine maoving
performance quality. Litthe 1o |space. Inconsistent energy | changes. Consistent energy | and formations. High energy  [continuously. Full use of floor
no musicality, Formations are |and performance quality. from most team members.  [and confident performance.  [space with strong, clear
unclear or inconsistent. Musicality is attempted but | Movements generally match | Musicality is cear and formations. Strong,
not consistent, Formations | the music, F are i F are  |consistent energy and
are simple and occasionally | clean and easy to follow. clean, intentional, and performance from the entire
unclear. visually effective, teamn. Musicality is precise
and enhances the routine.
Formations are sharp, clean,
and maximize overall visual
effect.
COMMENTS:
PROJECTION AND SHOWMANSHIP
EXECUTION
1.0-1.9 2,029 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Limited Performance: Below Average: Inconsistent | Average: Consistent energy | Above Average: Excellent: Strong, consistent
Low energy and lack of energy and performance from most team members. Strang/Confident energy and performance from
engagement throughout the | quality. Voices are audible at | Voices are generally clear Performance: High energy  |the entire team. Voices are
routine. Voices are difficult to | times but kack clarity or and audible, with minor and confident performance  |clear, strong, and easy to
hear or understand. Limited | strength. Projection is drop-offs during skills. throughout most of the understand throughout.
projection and confidence. | developing but not Projection is evident and routine, Voices are clear, Projection is confident and
Pert 8 appears i Pace may slow | performance is engaging. strong, and mostly consistent. [fully engages the audience,
hesitant or inconsistent. Pace | during more difficult sections. |Pace is appropriate with Projection is maintained and  |Pace is controlled and
may feel slow or Performance is somewhat [ minimal slowdowns. Overall  [engages the crowd. Pace consistent with no noticeable
disconnected from the engaging but lacks fum to watch, supports the routing with Be |drop in energy. Performance
routing. consistency. 1o no drop in momentum. is polished, engaging, and
F quality crowd-ready.
enhances overall i
COMMENTS:

TOTAL SCORE

06/2026
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(GTS)

The emphasis of this division is cheering during a sideline situation.
The volume of the crowd response will not be judged to make it fair
to every school whether a team has 20 or 200 fans in attendance.
However, the judges will be looking at the potential for crowd
response, as well as the squad’s motion technique, jumps, cheer skills
used to lead the crowd, and personality.

ROUTINE TIME LIMIT

v N e Game Time Spirit (GTS) routines are limited to a
total time of two minutes.
o 1:00 MAX for entrance + crowd leading cheer
o 1:00 MAX for School Fight Song with music
recording of your fight song.
e Any material that is played (spoken or otherwise) is
considered part of the music time.
e Once Music begins it should be played continually
until completion
e Timing begins at time out style “buzzer”. Timing
ends with the final word/motion made by the squad.
e Timing Penalties found on page 15 apply to any
routine over the time limit.
DIVISIONS
'I . Any combination of male/female members
\J
‘ -

TA: up to 16 team members
2A: up to 16 team members
3A: Up to 25 team members
4A: up to 25 team members
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GENERAL INFO

All team members must be bona fide high school
cheerleaders.
All rituals and traditions need to take place prior to
entering the performance area.
Cheerleaders will enter from the left side (from the
audience’s perspective). Cheerleaders must enter
from the side, not the back corner, as the safety
judge is in the corner and gets blocked. If the team
enters there, they will receive a deduction. Only
the entrance is judged.
I |

Entrance

do not

enter from Music

the back Table
comer.

Audience

The routine should all be completed on the mat.
There is no choreographed or required exit.

Teams must collect props and exit the performance
area quickly, without holding hands, following
completion of routine. Teams should refrain from
any type of excessive celebration on the mat
following the team’s performance.

NO RUNNING TUMBLING IS ALLOWED IN THE GT
SPIRIT DIVISION.

Props may not be set up in advance.

Poms, signs and/or megaphones need to be carried
on and off the mat in a manner similar to usage
during an actual sideline cheering situation.

Props left on the mat will be a one (1) point
deduction (each occurrence).

One (1) point deduction for stepping on items on
the mat (each occurrence) unless otherwise noted.
Stunts and tumbling are to be used to show
enthusiasm and lead the crowd, but they will NOT
be evaluated by the judges for technique or
difficulty points. They will be evaluated on the
overall impression and crowd effectiveness scoring
rubrics.
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ROUTINE STRUCTURE: 1ST MINUTE

An entrance is scored within the overall impression.
Series of cheers/chants, using props, that encourage
crowd response.

This section of the routine consists of a series of
cheers/chants not to exceed one minute similar to
an actual sideline situation. This section is not sport
specific.

Time will start at the beginning of the buzzer
sound, after the school name is announced. Team
entrance, chants, answer backs, spell-outs, etc. are
considered part of the one minute limit.

o In this portion, stunts such as extensions, preps,
thigh stands, or single leg extended stunts which
are limited to liberties and liberty hitches. No
inversions are allowed. Stunts are limited to
those allowed on the gym floor by the National
Federation. (No tosses are allowed.)

o Tumbling such as a single standing BHS, a
standing back tuck, cartwheel from a standing
position, or a forward roll is allowed during the
cheer/chant portion. No double BHS/multiple
tumbling skill combinations are allowed. No
running tumbling is allowed at any time.

o The only jump/tumbling combination that is
allowed is a jump to a single back handspring or
back tuck. If you aren’t sure whether a specific
stunt or tumbling is allowed, contact
ASKICCARULES@gmail.com.

ROUTINE STRUCTURE: 2ND MINUTE

This is the School Fight Song portion. Poms,
megaphones and/or sighs may be used for this
portion. No flags/body flags are allowed. This
section should consist of a choreographed routine
set to your school song music. You may use only the
first verse if you need to edit to meet the time
restriction. For example, if your song starts with a
drum cadence, then a single verse, with a cheer
transition between verses, go ahead and end the
performance at the end of the transition. Finish and
then exit. This must be your own school song.
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2ND MINUTE, CONT'D

e You do not need to use props.

e YOUu may incorporate one group jump into the
routine.

e This portion cannot exceed one minute. You may
need to edit your music to fit the time
requirements.

e Your school song may be shorter than 1T minute.

e Your school song can end in a short “yell back” that
typically ends your school song. It should not be
another cheer to extend your performance time.

¢ The ending cheer must be contained within that
one minute time limit.

SCORING INFORMATION

The following pages include all necessary information

regarding scoring at The State Championships. Please

read carefully and email askICCArules@gmail.com with
guestions or for clarification. It is the responsibility of

each competing coach to fully understand the scoring

rubrics and the abilities of their team.
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GTS SCORING RUBRICS:
CROWD EFFECTIVENESS

Judge's Initials

IOWA CHEERLEADING STATE CHAMPIONSHIPS

GAME TIME SPIRIT - CROWD EFFECTIVENESS & SHOWMANSHIP SCORE SHEET

SCHOOL: CLASS: Total Athletes:
CROWD EFFECTIVENESS
EXECUTION
1.0-1.8 2.0-29 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Limited: Routine kacks clear pace | Below average: Paca is Average: Routine is generally Above average: Routine is easy  |Excellent: Routine consistently
and struchsre for crowd inconsistent or boo slowifast for | easy for the crowd to follow. o follow and encourages crowd | engages the crowd. Paca is
lengagement. Cheers are difficult |crowd imvotvement. Some Pace supports pariicipation most | participation, Pace Is controlled [ well-controlied and enhances
10 fsliow or nof repeated. Litte to | atiempt o lead the crowd, but of the time. Cheers are clear with | and appropriate. Cheers. ane participation. Cheers are clear,
no attempt to involve the crowd. | clarity and repetition are limited. | some repetition. Mations and clear, repeated, and well-imed.  |repeated, and easy to respond
Motions, iming, and voices do | Cheers are somewhat déficull 1o | timing hedp guide the crowd, Motions and voices effectively (10, Mations, timing, and voices
not support participation. fodicw, Timing and rganizaion | Overall effiective with minor lead the crowd. Strong overall [ fully support crowd involvement,
e inconsistent. i i i vement. Performance creates strong
enangy and a gama day
atmosphere.
COMMENTS: CROWD EFFECTIVENESS
TOTAL SCORE X 3.0=
SHOWMANSHIP AND VISUAL APPEAL
EXECUTION
1.0-1.9 2029 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Limited: Low energy and lack of | Below Average: Inconsislent [ Awerage: Consistent energy from | Abave Average: Strong! Excallent: Strong, consistent
engagament throughout the energy and performance quality. | most ieam members. Vioices are | Confident Performance: High energy and pesformance from

routine, Woices ana difficult to
hear or undersland. Limited
projection and confidence.
Performanca appears hesitant or
inconsistent. Pace may feel dow
o disconnected from the routing,

WVoices are audible at tmes but
lack clarify or strength, Projection
is dewveloping but not maintained.
Prace may slow during mare
difficult sections. Performancs is
somewhal engaging but lacks
consistency.

generally clear and aaudible, with
minge drop-offs during skills.
Projection is evident and
performance is engaging. Pace s
appeopriate with minimal
slowdowns, Overall fun o wakch,

enargy and confident
perfammance throughout mast of
the routine. Vioices are clear,
strang, and mostly consistent.
Projection is mainlained and
engages the crowd. Pace
supports the routine with itse to
o drop in momenbum.,
Performance quality enhances.
overall impressian

the entire bzam. Voices are
clear, strong, and easy 0
understand throughiout.
Projection is confident and fully
engages the audience, Pace is
controlled and consistent with
o noliceable drop in energy.
Perormance is pokshed,
engaging, and crowd-ready.

COMMENTS:

SHOWMANSHIP & VISUAL APPEAL
TOTAL SCORE X 4.0 =

TOTAL SCORE l

effective use of the Aoor.

*Crowd eflectiveness addresses the opportunities for crowd response, inchuding creativity along with difficulty, pace, and enefgy, Alipwable stunting and tumbéng skilis can be used to
enhance i creativity of the Time Oul portion of the routing. NO RUNNING TUMBLING i allowed in this division.

*Showmanship incluces genuing enthusiasm and entrgy shawn and maintained Ihioughout he rousing, confidence, natural facial expeessions and smils, SUrong alebc impression, and

06/2026
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GTS SCORING RUBRICS:
FORMATIONS & TOOLS

Judge's Initials

IOWA CHEERLEADING STATE CHAMPIONSHIPS
GAME TIME SPIRIT - FORMATIONS & TOOLS SCORE SHEET

T
&

SCHOOL: CLASS: Total Athletes:
FORMATIONS/SPACING
EXECUTION
1.0-1.8 20-29 3.0-39 4.0-44 4.5-5.0 SCORE
Poor use of formations: Very  |Below Average use of Average use of formations: Above Average use of Excellent use of formations:
Emited formation changes. Poor | formations: Formation changes | Clear formation changes with - Sirong vanety of Excellent variety and creativity in
spacing and alignment lack variety and clarity. Spacing | generally corsistent spacing, formations. with consistent formations. Spacing and alignment
throughout. Little ba no wse of is inconsistent. Limited use of Some variety in formations and | spacing and alignment. Good are consistently clean. Strong use of
levels. Formations may appear | levels. Formations are lavels. Formations are readable | use of levels to add visual levels enhances visual effact.
crowided or undlear. occasionally uneven or difficult to | with minar inconsistencies. imerest. Fomations. are clean Formations ara shamp, cear, and
read. and easy 1o follow. maximize vigual impact.
FORMATIONS &
SPACING X2 =
TRANSITIONS
EXECUTION
1.0-1.9 2.0-2.9 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Poor use of transitions: Below Average use of Average use of Transitions: Above Average use of Excellent use of transitions:
Tranesitions are minimeal o transitions: Transitions are Trarwsiions are clear and connect | transitions: Transitions are Transitions are seamless and
unclear. Frequent pauses or present but basic. Some passes | most sections. Minor pauses smooth and purposeful. Routine | enhance overall routine flow. Na
breaks in the routine. Flow is or slow moments between may occur, Overall rowting Bow is | Sows well with lithe to no noticeable pauses. Movement is
disnupted. secfions. Flow is inconsisient. maintained inferruption. Mavement batween | confinuous, controlled, and adds to
sactions is. efficient. performance quality.
TRANSITIONS X 2 = | |
CROWD LEADING TOOLS
EXECUTION
1.0-1.9 20-2.9 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Poos use of crowd leading Bolow average use of crowd | Average use of crowd leading | Above Average use of crowd | Excellent use of crowd leading

tools: Minimal use of crowd
beading tools. Limited
participation from the team.
Vioices are unclear or nol unified.
Props are missing or ineflective.

leading tools: Some use of
crowd liading Iools. Participation
is inconsistent across the team.
Voices are sometimes dear but
lack strength. Props are used but
da not enhance performance.

toals: Majority of team
participatos. Vorses ane gorrally
dlear and unified. Props suppor
the: routine.

leading tools: Sirong wse of
erowd leading bools wih active
team participation. \Woices ans
clear, strong, and mastly
consistent. Props enhance crowd
engagement.

toals: Fullteam participation with
strong, unified vaices. Props are
used effectively o enhance crowd
engagement and overal
performance.

COMMENTS

“Crowd leading 1o0ls include voices, as well as poms, signs, and megaphones, NO FLAGS or BODY FLAGS

are allowed,

CROWD LEADING
TOOLS X 3=

TOTAL
SCORE

06/2026
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GTS SCORING RUBRICS:
MOTIONS & JUMPS

Judge's Initials _____

IOWA CHEERLEADING STATE CHAMPIONSHIPS
GAME TIME SPIRIT - MOTIONS & JUMPS SCORE SHEET

SCHOOL: CLASS: Total Athletes:
MOTIONS
DIFFICULTY
1 2 3 4 5 NOTES SCORE
Lissted woe 0f moons: Use of motions shows some | Clear variety of molions | Sirong variety and Highly infricate and layered
(primaniy smple elamants | varalon n pespathways. | and rarcions Broughoul | sequencing of motons RN SEOUANCES Wil
[with it waristy Prrformed a1 a moderals Inchudess changes in with frsquent changes in | continuous changes in
Performed ot a controlied | pace with nocasional spead, direction, and speed, direction, and spead, diraction, and levels.
praca with minimal changes | changes in speed, divection, [ levels: thal nquine s, Reéquines Riquines advanced
) Sl drection, of o beveds. 50ma CoCnEnaton | CoOMENAton mnd bming COnaelind Coednaton, | CoOMINaton, precisa BMing,
hrvels. Low coordination | and timing required, bui nod | from o majonity of Be (ming. and control from a | and full leam involvemsent
30 conral team demand. | COngslently SCeuas B am. | baam. [=agrty of Pa Wam Hhegaghoul
EXECUTION
1.0-1.9 2.0-29 3.0-3.9 4.0-4.4 4.5-5.0 NOTES SCORE
Poor lavel of lnchnique: | Birkow Average Average Technique: Above Anerage High lewel o fechnigque:
Fepgquent gmors in moton | Technique: Multple emors. | Geneally conect Technique: Ciean Procmse placamant. a
platement, Siming, and in placement, iming, and | placement and fiming with | placament with sirong Sming, and complete contrel
conrol. Mobions lck coniol. Some comedt S0meé #mors. Molions: show | timing and coniol. Moions | roughonut. Mobons ane
precision, shapness, and | posiions are achieved, but | Seveloping precision and | are masSly precise, sharp, | sharp, tlly exiended, and
consisipecy. Menimal consistency and precision  |control. Symchiois present | & consisient. Syncheo s |consisient. Full leam
[ syncheonization across the | are lacking. Synchen &5 [but incorisinnt ol mes. | sirong across the marily | syncheoeization with ro
eam. inconsEent ol the am. [wisibalis errors.
MOTIONS TOTAL
20=
JUMPS
DIFFICULTY
0 1 2 3 4 5 Notes SCORE
o jumps were Majority of the team | Majority of the leam | Majority of the leam | Majority o the team | Full team” perdorms 2
porfarmed by Pk o DasC PRricaTS one Bagic it one parfems 3 advanced | CONMECH] advancad umps
(thi majonty of | jump g andlone afvanted jump and | jumps
the leam addisional jamg one additional jump "Mlascots e NOT inclued in e
ety of Tl deam” courd
EXECUTION
0 1.0-1.9 20-2.9 3.0-3.9 4.0-4.4 4.5-5.0 Notes SCORE
Hojumps | Major Enors: Multiple Errors: Some | Minor Errors: Genécally | Clean with Slight Enrors: | Excellent:
were Incorsitent iming, consisiency in sobd technigue and Said tachnique and technique and iming from
pedormed [ bent begs, poor sechriue: Moderate | iming, good Beight and | fiming from mest athletes, | all athietes, consstent
amieg placement,  |Beighl. inconsistent Toem, mastly cormrt geod heghi, comectiorm | heighl and ull exiension,
o T hasght, | armyiag placamant mheg placement, sl | B placement, mings COBC Doty posion
minamal igam frming tesues or Inconsislencies across | inconsisiencies. complale synchronization,
Synichionizalion. NCom e prliruon ateles i wisibhe eTons.
JUMPS TOTAL
X1.0=
Basie Jumgs: Sproad Engle, Tuck | | TOTAL SCORE | ‘

Advanced Jumps: Fike, Side Hundler, Froni Hurdler, Toe Touch, Double Mine, Arcund he Word

D026



STUNT GROUPS
(ALL-GIRL AND COED)

PAGE 38

This division showcases a traditional stunt group of five female
athletes (GROUP STUNT) or a coed stunt group with a base, flyer, and
spotter (COED GROUP STUNT). This championship will be broken down

by school size: 1A, 2A, 3A, 4A, and Coed. This routine represents a
continuous flow of stunts to music.

ROUTINE TIME LIMIT

¢ 60 Seconds Music

e Time will begin when the music starts or the squad
begins stunting.

e Music must be continuous from the start of the
routine till the end.

DIVISIONS

e GROUP STUNT: Up to five female team members

¢ COED GROUP STUNT: up to three team members,
one male/female couple plus one designated
spotter.

GENERAL INFO

e All team members must be bona fide high school
(grades 9-12) cheerleaders.

e Schools may enter up to two teams in Group Stunt.
This can include two all girl teams, one all girl team
and one coed team, or two coed teams. There may
only be two teams in total per school.




STUNT GROUPS
(ALL-GIRL AND COED)
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GENERAL INFO, CONT'D

Teams must be all female in Divisions 1A - 4A. A
single male on a team will move the team to the
Coed Division for Group Stunt.

Participants may only perform on one group stunt
team.

In Coed Group Stunt: one male and one female
partner may perform coed stunts; the third person
is the designated spotter ONLY. A team will be
disqualified if the base and spotter or the flyer and
spotter change positions during a Coed routine.
Tumbling into and out of a stunt will be permitted
as long as it doesn’t violate National Federation
rules. No other tumbling will be allowed. Other
tumbling could cause a scoring deduction.

All team members must have at least 1 foot on the
floor at the start of the music. Team members may
not start the routine already in a stunt.

There will be no leading of cheers or incorporation
of jumps or dance.

SCORING INFORMATION

The following pages include all necessary information
regarding scoring at The State Championships. Please

read carefully and email asklICCArules@gmail.com with
guestions or for clarification. It is the responsibility of

each competing coach to fully understand the scoring
rubrics and the abilities of their team.
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STUNT GROUP
SCORING RUBRICS: ALL-GIRL

Judge's Initials

IOWA CHEERLEADING STATE CHAMPIONSHIPS
ALL-GIRL STUNT GROUP SCORE SHEET

SCHOOL: CLASS: Total Athletes:
TOSSES
DIFFICULTY
0 2.529 3.0-3.4 3.5-3.9 4.0-4.4 4.5-5.0 SCORE
N loss was perlommed Swasghi ride loss Singlo skl toss without twists | Single sidll loss with bwists. | Mull-Siall loss without twists | MulS-sicll loss. with hatsds
{Ex. Tos Souch baskl) (Ex. foll hacsint) (Ex ball )
EXECUTION
0 1.0-1.9 2.0-29 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Mo loses wens parformied | Pocr level of lechnique | Baliow Average Technique Averagn Technique | Abowe Average Technique | High Level of Technigue
TOSSES X 05= | |
PARTNER STUNTS
DIFFICULTY
0 2529 | 3.0-34 | 3539 4.0-4.4 4.5-5.0 SCORE
Mo pringr shunts wene | Prép vl stiusks | Extiended doublls | Extended single | Extended single leg stunts that | Extended single lig $tunts that indude an advanced
setformed g stunts g sturits with a1 | include an advanced body pesition | bedy position fhesl sireich, scale, arbesque, e,
el one (hesl sheich, scale, arabesgun, | Mulipde ofite extended level stunts that inchude 3
eadanciad body | eic), B laiEl on ebte shanl Tuall b et (Iwis! Crage, Cornscnne 10 10ad,
posiion required full bafst axiended level [ heisting peone of simiar skl bom an exlended
demidunt. advanced body poston
EXECUTION
0 1.0-1.9 2.0-29 3.0-39 4.0-4.4 4.5-5.0 SCORE
Mo pariner siunts were Poor level of lechnique | Below Average Technique | Average Technigue | Abcrve Average Technique | High Level of Tachnigue
pearfoemsd
PARTHER STUNTS X 4 = | |
OVERALL IMPRESSION
EXECUTION
1.0-1.9 2.0-2.9 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Limsited Pericemance: Routne | Below Average: Rouine shows | Awerage: Routne isorganaed | Above Avwrage: Wel-organed | Excellent: Routen & clean,
B S9N B Contml BT SUUCHAE Bt g with maemgl bepaks, Pacs & PiRitng with SE0ng pacng and controed, and wil-pacsd
Mlufbple trealos, droes, of magr | noboeabin breaks of bmng approprabe formos! of the Miow, Shonits are compistd with | thghout. Stents ane consisiently
[fming issues. Paceis issued. Pace i inoonsishent. routing. Stunts an compléted [ control and stabiity. Timing is stabie and completed wih
noorsient or slow. Sunts are | Stunts ae altempted Bulmay | with general conteoll Timingis | consistent. Few 1o no brsakes eonfidence. Timing is precise. No
wntable or nol complied Lack oontrol of completon modly consatent. Perfommance | Perlormanc & confident and noScabie bieaks. Pérlommances &
Poronman LCks Confsanos Puarfgrmance &5 Savelopng wilh | shows oonldincs with mangr ANPANCES CETal RoBubon. Fong, polcshed, and plrvates the
and overal execulon is undedr. | inconssatent confidencs Fonsslences ovarall ruting
COMMENTS
OVERALL IMPRESSION
TOTAL SCORE

ENg wtunts (inchadn but nof lmited 1) Full up b0 extended position, nleasa mas hal Land in a0 gxlended position,
Hick Boch, variations. 1053 extonded stunts. olhr unque shenls. and tanstions. of similas Sficully e

DE2026



STUNT GROUP
SCORING RUBRICS: COED
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Judge's Initials

IOWA CHEERLEADING STATE CHAMPIONSHIPS
& COED STUNT GROUP SCORE SHEET

SCHOOL: CLASS: Total Athletes:
PARTNER STUNT ENTRIES/SKILLS
DIFFICULTY
2529 3.0-34 3.5-39 4.0-44 4.5-5.0 SCORE
i ¥ L infry b chair, i iry f0 press fo exds L L 1o extendsed i i i press to extended single hag
1o chair, shoulder si, or prep level | OR Assisted enltry o extended double leg | am stunt (cupie) OR Unassisted entryto | stunt with fiyer in elile body position OR
shnu:der 5L O | eyunts OR Assisted entry | stunt OR Assksted entry 10 press tn double leg stunt OR Assisted entry io Unassisted entry 1o extended liberty or
preps leve slunts o press io exlension exlended single leg stuntsingle am stunt | extended liberty or single am stunt cupie) | single arm stunt (cupie)
EXECUTION
1.0-1.9 2.0-2.9 3.0-3.9 4.0-4.4 4.5-5.0 SCORE
Pocr level of technique Bekow Average Technique Average Technique Abowe Average Technigue High Level of Technique
PARTNER SKILLS X 2= | |
PARTNER STUNT DISMOUNTS
DIFFICULTY
2.5-2.9 3.0-3.4 3.5-3.9 4.0-4.4 4.5-5.0 SCORE
pop off i off | Cradle (assist required) OR Assisted pop |Unassisted pop off with additional skill | Twist cradie (assist required) OR
off w skill (bwest, 1oe touch, ebe in dismount) | (Bwist, toe touch elc. in dismount) Connected inversion skill 1o the perdoming
surface
EXECUTION
1.0-1.9 2.0-2.9 3.0-3.9 4044 4.5-5.0 SCORE
Poor level of tochrique Bakow Averags Technique Avarage Technique ABbave Average Technique High Lavel of Technique
DISMOUNTS X 2= | |
OVERALL IMPRESSION
EXECUTION
1.0-1.9 2.0-2.9 3.0-3.9 4.0-44 4.5-5.0 SCORE
Limited Performance: Routing | Below Average: Routing shows | Average: Routing & organized | Above Average: Wel-orjanized | Excellent: Routing is clean,
Eacks stucture and control basic structure but incldies with minimal breaks, Load-ins | rowting with strong pacing and | cortrolied, and wel-paced
Multiphe breaks, drops, or major | noliceable breaks or iming arg generaly controlled. Stunts | Aow. Load-ins are controlled and | theoughout. Load-ing ane smooth
timing issues. Load-ns ane issues. Load-ins an ane complieted with cveral efficient. Stunts are completed | and efficient. Stunts are consistently
unstable. Stunls ane not inconsistent. Stunts ane stabidity. Timing i mostly wilh contred and stabiity. Timing | stabde, extended, and complsled
complated or lack control. atlempted but may kack control | consistent. Performance shows | is consistent. Few o no breaks. | with confidence. Timing is precise.
Parformancs lacks corfidance of stability. Performancs i confidande with minor Parformancs i confident and No noliceablis breaks. Pedormance
and overall exacuion is ping with L i i h il emacution. is strong, polished, and elevales the
inconsistent. confidence. overall routing.
(COMMENTS 2 POINT DEDUCTION
OVERALL
IMPRESSION X 1=

A TWO-POINT DEDUCTION will be assessed from the overall impression so
ber for anything other than te ASSIST in gntries or dlsmaunts. | £ may

» a hase at any point in routine.]

for any team that uses the 3rd | ‘ TOTAL SCDRE | |

06/2026



DEDUCTIONS & SAFTEY

VIOLATIONS

The following point deductions will be used for ALL DIVISIONS at the
Championships.

SKILL DEDUCTIONS

ATHLETE FALL: 0.25

o Falls and/or touch downs to the performing surface during tumbling
and/or jump skills. Examples:
o Hand, hands, or head touch down in tumbling or jumps
o Knee or knees touch down in tumbling or jumps

BUILDING FALL: 0.75

e Drops to a cradle and/or load in position from a stunt, pyramid and/or
toss. Examples:
o Base or spotter drops to the performance surface during a building
skill
o A lib falls to a cradle or load position from its intended position, but
nobody in the stunt group, including the flyer, touches the floor.

MAJOR BUILDING FALL: 1.25

o Falls to the performing surface from a stunt, pyramid, or toss by the
top person and/or bases/spotters. Examples:
o Top person falls to the performing surface
o Multiple bases and/or spotters fall to the performing surface
o Top person lands on base and/or spotter who falls to the
performing surface
o Top person would have landed on performing surface if not caught
by an ICCA spotter.

MAXIMUM STUNT DEDUCTION: 1.75

o When multiple deductions should be assessed during a stunt, toss (by
a single group), or pyramid, then the sum of those deductions will not
be greater than 1.75.




DEDUCTIONS & SAFTEY
VIOLATIONS, CONT'D
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SAFETY VIOLATIONS

Please reference current National Federation Spirit Rules Book,
ICCA/IHSAA Strengthened Rules, and ICCA Competition Rules

e 2 point deduction per rule infraction (maximum deduction - 5 points
per rule.) There is no limit to the number of rules infractions.

e 1 point deduction for each occurrence of stepping on items on the mat
(maximum deduction-5 points).

e 2 point deduction per Delay of Performance infraction

e Up to 5 point deduction or possible disqualification for inappropriate
music, inappropriate choreography and/or unsportsmanlike conduct if
the violation is found to be severe by ICCA officials and/or judges.

TIMING VIOLATIONS

o EXCEED TIME LIMIT (1.0-5.0 seconds): .25 point penalty

o EXCEED TIME LIMIT (5.1-19.9 seconds): 1 point penalty

o EXCEED TIME LIMIT (20+ seconds): Team Disqualified




MEDICAL RELEASE &
TREATMENT FORM
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Information and Consent for Medical Treatment Form for Cheerleaders
*Coaches: Do not mail this form. Keep and bring completed forms with you to ICCA Events.

This form is to be and brought to the ICCA event by the coach. The coach is responsible for
keeping this form available in case of emergency. Only one form per cheerleader.

Sehool Student’s Mame (Last, First, MI)

Age Grade Date of Birth Today’s Date

Parent/Guardian Name(s)

Student’s Address

City, State, Zip

Father's/Guardian’s Place of Work

Father's/Guardian’s Work Phone Number

Mothers/Guardian's Place of Work

Mother"s/Guardian’s Work Phone Number

In an emergency, when parent/guardian cannot be notified, please contact:

NE.I'DL‘ Relati h -x P"I}I‘IH
Family Physician Phone

Family Dentist Phone

Date of last wetanus booster (month/year)

Do youwear: Glasses _ yes  mo  Comtacts _ ves _ no Dentures _ yes _ no

List any known allergies, drug reactions, or other pertinent medical information. (Diabetes, seizures, history of head injury with
unconsciousness or confusion, medication, ete.)

Consent for Medical Treatment

Iowa law requires a parent’s, or legal guardian’s written consent before their son or daughter can receive emergency treatment, unless, in
the opinion a physician, the treatment is necessary to prevent death or serious injury.

As parent(s) legal guardian(s), of the child named above, I (we) authorize emergency medical treatment or hospitalization that is
necessary in the event of an accident or illness of my (our) child. I{we) understand that this written consent is given in advance of any
specific diagnosis or hospital care. This written authorization is granted only after a reasonable effort has been made to contact me (us).

Parent’s/Guardian's Signature Date

Parent’s/Guardian's Signature Date

Consent for Treatment endorsed by the lowa Chapter of the American Academy of Emergency Physicians.



	STATE CHAMPIONSHIP
	INFORMATION GUIDE
	TABLE OF CONTENTS
	03 04 05 06 08
	09
	10
	11 12
	13
	14 15 16 17 18 19 21 25 26 31 35 38 40 41 42 44
	Welcome Message General Information Sportsmanship Participant Requirements General Rules & Procedures
	Team Sizes by Divisions Time Limits for Routines Trophy Policy Eligibility Examples Division Specific Guidelines
	Deductions & Safety Violations Medical Release Form
	PAGE 02
	PAGE 03

	WELCOME MESSAGE
	PAGE 04

	GENERAL INFORMATION
	PAGE 05

	SPORTSMANSHIP
	PARTICIPANT REQUIREMENTS
	PAGE 06

	PAGE 07
	GENERAL RULES & PROCEDURES
	PAGE 08
	The following rules and procedures will be used for ALL DIVISIONS at the Championships.

	APPAREL
	CHOREOGRAPHERS
	COMPETITION AREA
	DIVISIONS

	GENERAL RULES & PROCEDURES, CONT’D
	PAGE 09
	ELIGIBILITY
	FAMILY VIEWING
	MASCOTS

	GENERAL RULES & PROCEDURES, CONT’D
	PAGE 10
	MUSIC
	OPPORTUNITY TO PARTICIPATE
	PROPS:

	GENERAL RULES & PROCEDURES, CONT’D
	PAGE 11
	RULES AND LEGALITIES

	GENERAL RULES & PROCEDURES, CONT’D
	PAGE 12
	SCORING AND TIE BREAKER POLICY
	SPOTTERS

	GENERAL RULES & PROCEDURES, CONT’D
	PAGE 13
	STARTING AND ENDING ROUTINE
	SUBSTITUTIONS
	PAGE 14

	TEAM SIZES BY DIVISION
	CHEER DANCE:
	GAME TIME SPIRIT
	GROUP STUNT
	*NOTE: Register students with the gender the school recognizes for them in regards to the number of male and female participants. ICCA will follow the legislation under House File 2416 that was passed on March 3, 2022, regarding transgender participation.


	TIME LIMITS FOR ROUTINES
	PAGE 15
	CHEER/DANCE
	TOTAL ROUTINE: 2min 30sec

	GAME TIME SPIRIT
	TOTAL ROUTINE: 2min 0sec

	GROUP STUNT
	TOTAL ROUTINE: 60sec
	GENERAL ROUTINE TIMING AND MUSIC POLICIES



	TROPHY POLICY
	PAGE 16
	In the case a division only has one team entered, that team will be required to achieve a score that is 85% of the total score in order to receive a trophy. Please see below for specific division minimum scores:

	CHEER/DANCE
	GAME TIME SPIRIT
	ALL GIRL STUNT
	COED STUNT
	PAGE 17

	ELIGIBILITY EXAMPLES FOR ALL DIVISIONS
	PLEASE SEE BELOW EXAMPLES. IF YOU HAVE ADDITIONAL QUESTIONS OF SCENARIOS NOT LISTED, PLEASE CONTACT ICCA.

	DIVISION SPECIFIC INFORMATION
	PAGE 02
	PAGE 18
	INFORMATION FOR EACH DIVISION INCLUDES:
	Additional routine guidelines
	Additional scoring rules and team size guidelines
	Division-specific scoring DEFINITIONS and DRIVERS
	Division-specific SCORING RUBRICS
	To help you easily find details specific to the Cheer/Dance division, please reference the pages that are coded yellow in the following section.

	GAME TIME SPIRIT
	To help you easily find details specific to the Game Time Spirit division, please reference the pages that are coded green in the following section.

	CHEER/DANCE
	STUNT GROUPS
	To help you easily find details specific to the Stunt Groups division for both all-girl and coed, please reference the pages that are coded blue in the following section.



	CHEER/DANCE DIVISION
	PAGE 19
	The Cheer/Dance division is a routine with a continuous flow of cheer/chants, jumps, stunts, tumbling, pyramid, and dance.

	ROUTINE TIME LIMIT
	DIVISIONS

	CHEER/DANCE DIVISION
	PAGE 20
	GENERAL INFO
	SCORING INFORMATION
	PAGE 21

	CHEER/DANCE DEFINITIONS
	PAGE 22

	CHEER/DANCE: DEFINITIONS, CONT’D
	Scoring - Ranges: Skills listed in ranges must be performed by the majority of the team to move into a range (except where noted on scoring rubrics) – Difficulty Drivers are used to score higher in a range
	Scoring - Synchronization: Two or more performing a skill(s) at the same time – could be, but doesn’t need to be the same skill(s)
	PAGE 23

	CHEER/DANCE: DEFINITIONS, CONT’D
	PAGE 24

	CHEER/DANCE: DEFINITIONS, CONT’D
	CHEER/DANCE: DIFFICULTY DRIVERS
	CHEER/DANCE SCORING RUBRICS: STUNTS
	CHEER/DANCE SCORING RUBRICS: TUMBLING
	CHEER/DANCE SCORING RUBRICS: JUMPS
	CHEER/DANCE SCORING RUBRICS: MOTIONS & DANCE
	CHEER/DANCE SCORING RUBRICS: OVERALL
	GAME TIME SPIRIT DIVISION (GTS)
	PAGE 31
	The emphasis of this division is cheering during a sideline situation. The volume of the crowd response will not be judged to make it fair to every school whether a team has 20 or 200 fans in attendance. However, the judges will be looking at the potential for crowd response, as well as the squad’s motion technique, jumps, cheer skills used to lead the crowd, and personality.

	ROUTINE TIME LIMIT
	DIVISIONS

	GTS DIVISION
	PAGE 32
	GENERAL INFO

	GT SPIRIT DIVISION
	PAGE 33
	ROUTINE STRUCTURE: 1ST MINUTE
	ROUTINE STRUCTURE: 2ND MINUTE

	GT SPIRIT DIVISION
	PAGE 34
	2ND MINUTE, CONT’D
	SCORING INFORMATION

	GTS SCORING RUBRICS: CROWD EFFECTIVENESS
	GTS SCORING RUBRICS: FORMATIONS & TOOLS
	GTS SCORING RUBRICS: MOTIONS & JUMPS
	STUNT GROUPS  (ALL-GIRL AND COED)
	PAGE 38
	This division showcases a traditional stunt group of five female athletes (GROUP STUNT) or a coed stunt group with a base, flyer, and spotter (COED GROUP STUNT). This championship will be broken down by school size: 1A, 2A, 3A, 4A, and Coed. This routine represents a continuous flow of stunts to music.

	ROUTINE TIME LIMIT
	DIVISIONS
	GENERAL INFO

	STUNT GROUPS  (ALL-GIRL AND COED)
	PAGE 39
	GENERAL INFO, CONT’D
	SCORING INFORMATION

	STUNT GROUP  SCORING RUBRICS: ALL-GIRL
	STUNT GROUP  SCORING RUBRICS: COED
	DEDUCTIONS & SAFTEY VIOLATIONS
	PAGE 42
	The following point deductions will be used for ALL DIVISIONS at the Championships.

	SKILL DEDUCTIONS
	ATHLETE FALL: 0.25
	BUILDING FALL: 0.75
	MAJOR BUILDING FALL: 1.25
	MAXIMUM STUNT DEDUCTION: 1.75


	DEDUCTIONS & SAFTEY VIOLATIONS, CONT’D
	PAGE 43
	SAFETY VIOLATIONS
	Please reference current National Federation Spirit Rules Book, ICCA/IHSAA Strengthened Rules, and ICCA Competition Rules

	TIMING VIOLATIONS

	MEDICAL RELEASE & TREATMENT FORM

