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If 75% or “most” of team do not perform synchronized skill, score drops into the range directly below.  
Jump Combination - Jumps connected with continuous movement,  
using either a whip or prep approach (NO PAUSE BETWEEN JUMPS). 

Synchronized Jumps - exact same skill(s) at the exact same time. Roll off in jumps is not considered synchronized.



Basic pyramid ��LQFOXGHV�OLPLWHG�FRPSOH[�WUDQVLWLRQV��VWUXFWXUHV��HQWUDQFH�DQG�RU�GLVPRXQW�YDULHW\�
�([�����ò�KLJK�WUDQVLWLRQV�ZLWK�OLPLWHG�XQLTXH�HQWUDQFHV�DQG�GLVPRXQWV��

Maxed-out pyramid�±�LQFOXGHV�PXOWLSOH�FRPSOH[�WUDQVLWLRQV��VWUXFWXUHV��DQG�D�YDULHW\�RI�HQWULHV�DQG�RU�GLVPRXQWV��HWF� 
�([�����RU�PRUH�WRS�SHRSOH�DW�������KLJK�ZLWK�PXOWLSOH�LQYHUWLQJ�WZLVWLQJ�XQLTXH�PRXQWV�DQG�GLVPRXQWV��

Note: required stunt dismount NOT implemented here, only in stunt section.
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'egree of DLIILFXOW\
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POI17 R$1GES

AACCA Pyramid Definition:  "connected partner stunts" (Example: paper dolls).



9.0 - 9.5

 7.0 Ͳ 7.5
Group stunts performed with incorporation of unique 

mounts, dismounts, and transitions 

Group stunt inversions into extended one leJ stunts
 OR

6inJle based toss stunts that press or catch to 
extended stunt 

RHTXLUHG DLVPRXQW� Flip or double 
twist from the above skills
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Less than 50% of skills were executed ZLWK H[FHOOHQW 
SUHFLVLRQ DQG IRUP.

7EC+NI48E 'RI9ER

ϰ͘Ϭ ʹ ϰ͘ϱ
50% of skills were executed with H[FHOOHQW 

SUHFLVLRQ DQG IRUP.
ϰ͘ϱ ʹ ϱ͘Ϭ 

75% or more of skills were executed ZLWK H[FHOOHQW 
SUHFLVLRQ DQG IRUP.

$//�*,5/ 
 7.0 Ͳ 7.5

Extended stunts performed with incorporation of unique mounts, 
dismounts, and transitions

 6inJle base extended stunt �maMorit\ unassisted�

Group stunt inversions into extended one leJ stunt OR Single 
based toss to extended stunt (majority unassisted)

RHTXLUHG DLVPRXQW� Flip or twist from the above skills

9.0 -  9.ϱ 
3erform one of the below skills �maMorit\ unassisted�

8nbraced rewinds OR inversions OR released toss full up to 
libert\ variations OR cupie�awesome

RHTXLUHG 'LVPRXQW� Flip or double twist from the above skills

9.ϱ - 10.Ϭ

CO-E'

Group stunt up to 1 ½ up to extended stunt OR
Group stunt double up to extended stunt OR
Released inversions to below extended level 

RHTXLUHG DLVPRXQW� Flip or twist 
from the above skills

8.0 - 8.5

3erform one of the stunt sequence options listed in 9���9�� AND

If “most” of team do not perform synchronized skill, score drops into the range directly below. 
Refer to Stunt Quantity Chart for clarification of "most."

Synchronized - exact same skill(s) at the exact same time. 
Note: required dismount only implemented here, not in pyramid section.

7.5 - 8.0
Above 7.0-7.5 Stunts Plus: Basket Toss 

(Tuck, Tuck X Out, Tuck Kick or Split)

8.5 - 9.0
Above 8.0-8.5 Stunts Plus: Basket Toss 

(Layout, Layout Straddle, Layout Kick or Layout Split)

9.5 - 10.0
Above 9.0-9.5 Stunts Plus: Basket Toss 

(Pike Open, Pike Open Straddle, Pike Open Kick or 
Pick Open Split)

7.5 - 8.0
Above 7.0-7.5 Stunts Plus: Basket Toss 

(Tuck, Tuck X Out, Tuck Kick or Split)

Required Basket Toss: 
(Pike Open, Pike Open Straddle, Pike Open Kick or Pick Open Split) 

�&RPELQDWLRQ RI 6NLOOV�9DULHW\�
3DFH DQG 6SHHG RI 6NLOOs

Co-Ed  Basket Toss (Requires 3 Males):
(Layout Full Twist, Layout Straddle Full Twist, Tuck 
X Out Full Twist, Tuck Kick or Tuck Twist Full Twist, 

Layout Kick or Split Full Twist)

8.0 - 8.5

8.5 - 9.0
Above 8.0-8.5 Stunts Plus: Basket Toss 

(Layout, Layout Straddle, Layout Kick or Layout Split)

Required Basket Toss:  
(Pike Open, Pike Open Straddle, Pike Open Kick or Pick Open Split)

$ll other stunts�stunt sections in the routine must be performed
unassisted�unbraced b\ a maMorit\ of the partner stunts� 

RHTXLUHG 'LVPRXQW� Flip or double twist from 
the above skills

ϯ͘ϱ ʹ ϰ͘Ϭ

 'RI9ERS
Degree of Difficulty

Percentage of Team Participation



Degree of 'LIILFXOW\ 

3HUFHQWDJH�RI�7HDP�3DUWLFLSDWLRQ

&RPELQDWLRQ�RI�6NLOOV�9DULHW\

3DFH�DQG�6SHHG�RI�6NLOOV 

&UHDWLYLW\

%RWK�VWDQGLQJ�DQG�UXQQLQJ�WXPEOLQJ 
VNLOOV�ZLOO�EH�FRQVLGHUHG.

6WDQGLQJ EDFN KDQGVSULQJ�
5RXQG�RII EDFN KDQGVSULQJ

5RXQG�RII %+6 EDFN WXFN�V�  
5RXQG�RII WXFN�V�

6WDQGLQJ %+6 VHULHV  
-XPS�V��%+6 FRPELQDWLRQV

3.0 - 4.0
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2.0 - 3.0
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'RI9ERS
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Note: Tumbling passes must land on both feet to receive credit for ranges.  Example: Back handsprings which land in prone position would not count.
Note: To get into a range, tumbling is not cumulative.

/Ĩ�50й�Žƌ�͞half͟�ŽĨ�ƚĞĂŵ�ĚŽ�ŶŽƚ�ƉĞƌĨŽƌŵ�ƐǇŶĐŚƌŽŶŝǌĞĚ�ƐŬŝůů͕�ƐĐŽƌĞ�ĚƌŽƉƐ�ŝŶƚŽ�ƚŚĞ�ƌĂŶŐĞ directly below͘�� 
Sychronized�Ͳ�exact ƐĂŵĞ�ƐŬŝůů(s)�Ăƚ�ƚŚĞ�exact same time. Example: Synchronized = 50% of the team does a back handspring at the exact same time.

Not synchronized = 25% of the team does a back handspring, other 25% does back handspring into a back tuck.)

4.0 - 5.0
Standing tuck

-XPS�V� WR WXFN
 6WDQGLQJ %+6 WR WXFN�OD\RXW�
IXOO 5RXQG�RII WR OD\RXW RU IXOO 
5RXQG�RII %+6 WR OD\RXW�IXOO




