HDa ¢

JUDGE NO. TEAM NO. TEAM NAME

JAPAN OPEN

Cheerleading Championship

AON

Cheer
Japan

CHEER CRITERIA
Crowd leading ability/ability to lead the crowd for teams Nation, use of signs,
poms, or megaphone, practical use of Stunts/pyramids to lead the crowd,

execution(native language encouraged)
BRZU—RIDIENTAR—R, RO AATADFRERIY, ESZv REZR
SHRMIC FERLERZ - RTETLDIH (BEBIHEEEZND)

PARTNER STUNTS
Execution of skills, Difficulty (Level of skill, Number of bases,

Number of Stunt (Groups), Synchronization, Variety
ROFEM - #BE FHOLNIL. R—=IXDAH. A9V I0)L—-T0g) - >>o0f -
NUT—->3>

PYRAMIDS
Difficulty, Transitions Moving into or Dismounting out of Skills, Execution,
Timing, Creativity
IS - B - HADEDIAH - TAAIDI b - EffE - HAZ20 - A&

TUMBLING

Group tumbling, Execution of skills (includes jumps if applicable),

Difficulty, Proper Technique, Synchronization
OIWN—=TFHF>TVT - FOEM (v TOEMNGIHEEED) -
#E - BIERTOZY U - 2200

FLOW OF ROUTINE/TRANSITIONS

Execution of routine components: flow, pace, timing of skills, transitions
TERRNBOEW ; mNn - R—X - FOYA=>T - BE

OVERALL PRESENTATION,
CROWD APPEAL, DANCE

Overall presentation, showmanship, dance, crowd effect
DA - >3-y - BIEAONR

85POINTS POSSIBLE

COMMENTS:

10 POINTS

25 POINTS

25 POINTS

10 POINTS

5 POINTS

10 POINTS

TOTAL
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CHEER UNION

JUDGE NO.

JAPAN OPEN

Cheerleading Championship

TEAM NO. TEAM NAME

NG

Cheer

A). STUNTS AND TOSSES - 75 POINTS

1). EXECUTION OF TECHNIQUE

Execution of proper technique to pertorm stunts, making the stunts

appear tobe easy.

R RS DEROBERTIZY T « I NYDTER

2). DIFFICULTY

Difficulty, and the ability to perform stunts in the routine.

Also includes not setting out of the stunts, continual transitions,
one arm stunts, toss stunts, etc. (Difficulty based on progressions)
TEADR Y I YOE - EFiT D2 - HOEAEULHTRL,

wIFCERRALTWHWD D -

FFAIY - hRRE (L TVDFEHENET)

3). FORM AND APPEARANCE OF STUNTS

This includes not moving on stunts, arm straight, flexibility of stunts,

arms straight, flexibility of stunts in good position, straight line with base and top,
comfortable facial expressions, etc.

I NYBBEELTVNDD » AR TSN - IELLVRS S 3> TZEMEAS
RUTWBD - R—X&E MY TIH—Fh - BEEORIBHN TETWNDIHRE

B). OVERALL PERFORMANCE - 25 POINTS

1). TRANSITIONS

Pace of transitions, visual effect and creativity of the transitions, matching
specific points in music, difficulty and technique maintained during transitions.
There should be as few ‘breaks’ in the routine as possible.

BHOR—-X - BHICBITIREDR EAEN - BRICE>TWLBN -
EBHOBME ST IV IMMRTEIN - TEBRDEHFEUIFRWVANEELLY

2). SHOWMANSHIP

Excitement level of routine, routine is choreographed to music,

and stunts hit to beats of music, creative stunts and/or visuals,

quick pace, facials, and energy.

IW—F4 =B IFYAFTa>2T0h - FRICHDEIRAD -

AN BEREDIAZTCEDTNDD « RIVDELEH. FEFEEDR -
BUWR—X - BEEORIE - TR+ —

100 POINTS POSSIBLE

COMMENTS:

30 POINTS

25 POINTS

20 POINTS

15 POINTS

10 POINTS

TOTAL




HDa ¢

JUDGE NO. TEAM NO. TEAM NAME

JAPAN OPEN

Cheerleading Championship

AON

Cheer
Japan

CHEER CRITERIA
Crowd leading ability/ability to lead the crowd for teams Nation, use of signs,
poms, or megaphone, practical use of Stunts/pyramids to lead the crowd,

execution(native language encouraged)
BRZU—RIDIENTAR—R, RO AATADFRERIY, ESZv REZR
SHRMIC FERLERZ - RTETLDIH (BEBIHEEEZND)

PARTNER STUNTS

Execution of skills, Difficulty (Level of skill, Number of bases,

Number of Stunt (Groups), Synchronization, Variety
ROFEM - #BE FHOLANIL. R—XDAE. A9V IO)L-T0E) - >>o0t -
NUT—->3>

PYRAMIDS
Difficulty, Transitions Moving into or Dismounting out of Skills, Execution,
Timing, Creativity
HE - BE - BADEDIAH - TAAYDI> b - EHfi - FAZ20 - BliEHE

BASKET TOSSES

Execution of skills, Height, Synchronization (When Applicable),
Difficulty, Variety
ROEM - & - WECEUT) >>o0% - #E - /\UIT->3>
TUMBLING
Group tumbling, Execution of skills (includes jumps if applicable),
Difficulty, Proper Technique, Synchronization
IIWN—TBF>TIT - FOER (v > TOEMNHDHBSEED) -
HE - BIERTO—Y U ->>o0%
FLOW OF ROUTINE/TRANSITIONS

Execution of routine components: flow, pace, timing of skills, transitions
ERABOENE : TN - X=X - FOIAZ>T - B

OVERALL PRESENTATION,
CROWD APPEAL, DANCE

Overall presentation, showmanship, dance, crowd effect
DA - >3- v - BIEAOMR

100 POINTS POSSIBLE

COMMENTS:

10 POINTS

25 POINTS

25 POINTS

15 POINTS

10 POINTS

5 POINTS

10 POINTS

TOTAL




