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Part 3: WAG Specific Rules 

A. Uniforms: 
School team gymnastic body suit (long or short sleeve, or unitard). Gymnastics shorts or tights of any length may be worn. Gymnastic shoes and grips 
are optional.  

B. Levels: 
a. There are 5 levels: 1, 2, 3, 4 and 5. Levels 1 and 2 are segregated into Junior (grades 8-9) and Senior (grades 10-12) with each considered as 

separate levels. Segregation of Level 3 into Junior and Senior is still under consideration with a decision to be made during the season. 
b. A gymnast must compete in one level only (ie. the same level on each event). 
c. A gymnast should be placed in as high a level as possible so they are competitive, safe and can do their routine with style and control. Before 

final placement, you may wish to consult an experienced coach or judge in your area, or your Zone Representative. 
d. The Level in which a gymnast competes cannot be changed between the Zone and Provincial Championships. 
e. Criteria for Level PLACEMENT: 

i. Level 1 (J/S) 
 a gymnast with little or no previous experience, including beginner recreational gymnasts and gymnasts in Xcel Bronze 
 a gymnast that competed in Level 1 the previous season and did not place in the top three all-around 

ii. Level 2 (J/S)  
 a gymnast with previous experience, or training as a recreational athlete in a gymnastics club 
 a gymnast who placed in the top three all-around in the previous Provincial Championships in Level 1 
 a gymnast that competed in Level 2 the previous season and did not place in the top three all-around 
 a club gymnast training or competing in CCP Level 3, or Xcel Silver or Gold 

iii. Level 3 
 a gymnast with previous experience training beyond a recreational level 
 a gymnast who placed in the top three all-around in the previous Provincial Championships in Level 2 
 a gymnast that competed in Level 3 the previous season and did not place in the top three all-around 
 a club gymnast training or competing in CCP Level 4-6, or Xcel Gold or Platinum 

iv. Level 4  
 a gymnast who placed in the top three all-around in the previous Provincial Championships in Level 3 
 a gymnast that competed in Level 4 the previous season, regardless of final placement in the Provincial Championships 
 a club gymnast training or competing in CCP Level 7, or Xcel Platinum 

v. Level 5  
 a gymnast that competed in Level 5 the previous season, regardless of final placement in the Provincial Championships 
 a club gymnast training or competing in CCP Level 8 or higher, or Xcel Diamond 

f. Once a gymnast competes at a Zone or Provincial Championships they can only go to a lower level upon successful appeal to the BCSSGA Chair.  
g. If the Criteria for level placement are not followed and the gymnast competes, they may be disqualified and their scores will not count. 
h. An application form to compete in a lower level than prescribed in the Criteria can be found in the Appendices of this document. 
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C. Routine Evaluation: 
a. General Warm-Up: 

Recommended 20-30 minutes. Athletes may not start the general warm-up on the warm-up or competition floor before the set time. Once the 
general warm-up starts, athletes may warm up on the WAG floor, mats, and runway only. They may not use the other apparatus for any reason 
during the general warm-up. 

Level Vault 
Group Warm-Up, Continuous 
Time 

Uneven Bars 
Group Warm-Up, Continuous 
Time 
90 sec is granted for each 
different bar preparation 
(raising, lowering, chalking) 
 
Levels 1 & 2,  a “bump” warm-
up may be used: 2 athletes 
warm up, 1st competes, 3rd 
warms up, etc. 

Balance Beam 
Group Warm-Up, Block Time 
Per Athlete  
Max. 5 sec between each 
athlete 
 
 
Alternatively, a “bump” warm-
up may be used: 2 athletes 
warm up, 1st competes, 3rd 
warms up, etc. 

Floor Exercise 
Group Warm-Up, Continuous 
Time 
 
 
Alternatively, the first group will 
be given a block of time, and 
remaining athletes will use the 
floor while judges are 
determining scores. 

I-II 1 minute 
max. of 2 warm-up vaults 1 minute per gymnast 1 minute per gymnast 1 minute per gymnast 

max. 5 minutes per grouping 

III 90 sec 
up to 3 warm-up vaults 90 sec per gymnast 90 sec per gymnast 90 sec per gymnast 

max. 5 minutes per grouping 

IV 90 sec 
minimum of 3 warm-up vaults 90 sec per gymnast 90 sec per gymnast 90 sec per gymnast 

max. 5 minutes per grouping 

V 2 minutes - per gymnast 
minimum of 3 warm-up vaults 2 minutes per gymnast 2 minutes (may do 1 min 30 + 

30 sec) 

2 minutes per gymnast  
min. 8 minutes, max. 10 
minutes per grouping 

 
 Coaches must determine the most efficient way to warm up prior to the rotation (in relation to equipment specs). They will inform the 

judge(s) upon arrival at the table. If the coaches cannot agree, the Chief Judge will determine the warm-up process. 
 The competition order can be modified so the athletes compete in the order that is most efficient; otherwise, the competition order drops 

down by 1 or 2 athletes per rotation. 
 If a group consists of only one athlete, they must be given sufficient time to warm up and rest. 
 It is suggested to split the warm-up if the group has 8+ athletes in a rotation.  
 Safety must prevail: If an athlete is in need of their coach (spotting or otherwise), they may wait for their coach to be present.  If a gymnast 

is in need of more warm-up time in order to safely compete, the coach may request more time from the judge. 

D. Event Requirements: 
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VAULT 

 LEVEL I LEVEL II LEVEL III LEVEL IV LEVEL V 

Value Parts Max Start Value: 10.0 

 1 or 2 Vaults, Best to Count 

VAULTS 
ALLOWED 

Straight jump, kick to 
handstand, flat back 
Note: tall athletes may step 
backwards before kick to 
handstand, without penalty 

7.0 
Jump to handstand to 
back on stacked mats, 
spring board only 

8.5 Handspring/ 
Yamashita 

 

9.8 Handspring/ 
Yamashita 

 

9.5 

Handspring    9.0 

Handspring - 1/2    9.1 

Handspring - 1/1    9.5 

Handspring - 1 1/2 9.7 

 
Jump to handstand to back on 
stacked mats, spring board 
only 

9.0 Tuck/Straddle through, 
spring board only 

 
 

8.5 

 
Handspring/ 
Yamashita - ½ twist off  
 

10.0 Handspring/ 
Yamashita - ½ twist off  

9.8 

Handspring - 2/1        10.0 
1/4-1/2 on – repulsion (w/ 
flight to feet) off  

9.0 

1/2 on – 1/2 off        9.2 

1/2 on – 1/1 off 9.4 

Tuck/Straddle through, spring 
board only 

9.0 
Tuck/Straddle through, 
layout position, spring 
board only 

9.0 Tsukahara – repulsion off 9.8 

Handspring/ 
Yamashita – 1/1 twist off 

10.0 
1/2 on – 1 1/2 off 9.6 

1/2 on – 2/1 off 10.0 

½ on - repulsion (w/ flight 
to feet) off 

9.5 
Yurchenko – repulsion 
(w/ flight to feet) off 

9.1 

Tuck/Straddle through, layout 
position, spring board only 

10.0 
Handspring with mini 
tramp or “doubled” spring 
boards 

9.5 Yurchenko – repulsion off 9.8 

½ on - ½ twist off 9.8 

Yurchenko – 1/2  9.3 

Yurchenko – 1/1  9.4 

Yurchenko – 1 1/2 9.6 

½ twist on – 1/1 twist off 10.0 
Yurchenko – Back tuck  9.8 

Yurchenko – Back pike 10.0 

Handspring with mini tramp or 
“doubled” spring boards 10.0 

Handspring with spring 
board only 

10.0 

½ on - repulsion (w/ flight to 
feet) off 

9.8 
Tsukahara - Tuck 10.0 Tsukahara - Tuck 9.8 

Yurchenko – Back tuck  10.0 Tsukahara - Pike 10.0 

½ twist on - ½ twist off 10.0 Handspring Front - Tuck 10.0 Handspring Front - Tuck 10.0 

EQUIPMENT  
 

 

 

 

Straight jump: 1 or 2 – 20 cm 
   landing mats. 
Height:  
   Handstand to back: min. 60 cm 
   All other vaults: 115 or 125 cm 

Height:  
   Handstand to back: min. 60 cm 
   All other vaults: 115 or 125 cm. 

Height 115 or 125 cm Height 125 cm Height 125 cm 

A spotter must be present for all levels.  
Mandatory min 10 cm matting for landing. Otherwise, any mat or combination of mats, including 20 cm safety mat is allowed. 
An approved Yurchenko collar must be used for all round-off entry vaults. 
A spring board may be used for the last step before a handspring with mini-tramp vault. 
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UNEVEN BARS 

 LEVEL I LEVEL II LEVEL III LEVEL IV LEVEL V 

Value Parts 
(VP) 

6 Supp. or A’s 
Start Value: 10.0 

Supp. & A Elements Only 
 

6 A’s 
Start Value: 10.0 

(Maximum 3   
supplemental A’s) 

6 A’s 
Start Value: 10.0 

A & B Elements Only 
(Only CCP skills allowed) 

6 A’s, 1 B 
Start Value: 10.0 

Allowable C  
Elements Permitted 

(Only CCP skills allowed) 

4 A’s, 4 B’s 
Start Value: 10.0 

A, B, & C+ Elements 
(Only CCP skills allowed)  

Restrictions 

● No B+  
● No Salto 
● Restricted elements = no 

VP credit and 0.50 
deduction from SV 

● No B+  
● No Salto 
● Restricted elements = no 

VP credit and 0.50 
deduction from SV 

● No C+  
● Restricted elements = no VP 

credit and 0.50 deduction 
from SV 

● Allowable C’s credited as B 
● C elements not “allowable” are 

restricted elements 
● Restricted elements = no VP 

credit and 0.50 deduction from 
SV 

● C+ elements credited as B 
●  No restrictions on difficulty 

Special 
Requirements 

(SR) 

● Pullover (feet together or 
apart) 

● Swing element (beat, long 
or glide) 

● One cast with hips clearing 
the bar 

● Minimum of one bar 
change  

● Dismount 

● Low bar pullover (feet 
together or apart) or kip 

● One cast with feet at bar 
height  

● Squat on (tuck/pike/ 
straddle) initiating transfer 
to high bar 

● Long hang swing element 
(long kip, long swing & 
counter swing, or long 
swing pullover) 

● Dismount 

● One cast to a minimum of 
horizontal 

● Minimum of one bar transfer  
● Two circling elements from 

Group 3, 6, or 7* 
(repetition allowed) 

● Dismount - Minimum of A 
 

● One cast to a minimum of 45° 
from vertical 

● One clear circling element, 
minimum of B 

● Salto Dismount 
     Minimum of A 
 

 
 
Allowable C’s: 
- Clear hip circle to handstand 
- Back sole circle to handstand 
-Back stalder circle to handstand 

● Minimum of one bar change 
● Two B elements: 

(If missing 1, credit 0.25) 
i. Two different 360° clear 
circling B elements  
                   or 
ii. One 360° clear circling B 
element and one B element 
with either flight or a minimum 
of 180° long axis turn 
(excluding dismount) 

● Salto Dismount - 
      Minimum of A 

EQUIPMENT 

BAR HEIGHT: Low Bar – 170 cm from floor (150 cm from top of mat). High Bar – minimum 250 cm from floor (230 cm from top of mat) and may be raised for tall gymnasts. 
       Bar width is optional (not required to be at FIG). 

A board may be used for any mount – to be removed as soon as mount is completed. Otherwise, a 0.3 deduction will be applied. 
 Mandatory 10 cm matting for landing of dismount.  Otherwise, any combination of mats, including a 20 cm safety mat, is allowed for dismount. 
 Presence of coach on mats is allowed. 

 
*  Group 3: Underswings/Clear circling elements - Free hip/clear circle 
    Group 6: Stalders 
    Group 7: Circles/Swings/Hechts - Front and back hip circle, sole circles 
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Sample and Supplementary Skills List: Uneven Bars 

SUPPLEMENTARY – Value 0.1 
Mounts 
Glide swing to immediate 2 foot pullover on 

LB1   (Level 1 only) 
Jump squat/straddle on LB 
Jump to support on LB 
1 or 2 foot pullover to front support on LB 
 
Elements 
Beat swing (Level 1 only) 
Glide swing (Level 1 only) 
Long swing below horizontal (Level 1 only) 
Cast with hips clearing the bar (Level 1 only) 
½ turn in stride support to catch high bar 
Single leg cut (fwd or bwd) 
Stride circle 
Basket swing 
Climb to stand on LB to HB2 
Pullover to HB (feet on starting on LB) 
 
 
 
 
 
 
Dismounts 
Spin the cat  
Long swing ½ turn 
Underswing off LB or HB to stand 
 

A ELEMENTS – Value 0.1 
Mounts 
Glide kip (straddle or pike) 
Jump to front/back hip circle on LB 
Jump ½ turn, kip to support on LB 
Jump ½ or full turn to hang on HB 
Jump to brief hang on HB, kip to support 
 
Elements 
Cast to horizontal (Level 1, 2, 3) 
Front/back hip circle 
Sole circle fwd/bwd (tucked or piked) to stand 
¾ sole circle forward 
Cast to squat on LB (tuck/pike/straddle), 

jump/reach to HB 
Long kip (HB) 
Long swing pullover 
Long swing to horizontal 
Cast away to long swing pullover from HB (baby 

giant) 
Counterswing to stand on LB 
Underswing/long swing on HB w/ ½ turn at/above 

HB height to hang 
 
 
Dismounts 
Underswing from clear front support to stand 
Cast, toe-on pike/straddle underswing off 
Flyaway salto (tuck/pike/layout) 
 

B ELEMENTS – Value 0.3 
 Mounts 
Jump full turn, kip to support on LB 
Jump pike/straddle to handstand on LB 
Jump ½ turn, kip to support on HB 
Free tuck/straddle jump over LB to HB 
Hecht jump w/ hand repulsion over LB to HB 
 
Elements 
Clear/free hip 
Cast to handstand within 20˚ of vertical  (legs 

together or straddled) 
Back uprise 
Underswing (toe-on) w/ ½ turn w/ flight over LB to 

hang on LB 
Counterswing backward, straddle/pike back w/ 

flight over LB to hang on LB 
Back giant 
Pike sole circle bwd to clear support 
 
 
 
 
 
 
Dismounts 
Underswing 1½ twist 
Flyaway salto w/ ½ or full twist 
     (tuck/pike/layout) 
 

C ELEMENTS – Value 0.5 
Mounts 
Jump pike/straddle to handstand on LB w/ ½ turn 
Jump full turn, kip to support on HB 
Jump to brief clear support on HB (any grip), clear 

hip circle to handstand 
 
Elements 
Front giant or w/ ½ turn 
Back giant, ½ turn or full turn 
Cast handstand to ½ turn in handstand 
Pike sole circle bwd to handstand 
Clear/free hip circle to handstand 
Stalder circle bwd to handstand 
From handstand on HB, underswing (toe-on) w/ ½ 

turn & flight over LB to hang 
Counterswing backward, straddle/pike back w/ 

flight to handstand on LB 
Underswing (pike sole circle) on LB, release & 

counter mvt fwd in flight to catch HB 
 
 
 
 
 
Dismounts 
Flyaway 1½ or double twist 
Double back salto (tuck/pike) 
Toe-on/clear underswing to front salto 

1 May satisfy both the i) Swing element & ii) Pullover requirements, but is counted as one single skill. 
2 Climb from LB (Low Bar) to HB will be a 0.3 deduction for Levels 3/4/5 as an uncharacteristic element. 
All Levels: one counter swing is allowed for pullover or long pullover; one pump of the legs is allowed before performing a cast which may be used as the transition into another skill such as back hip circle. 
Otherwise, extra swing deductions 0.3 (max .5 per occurence) will still apply. 
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BALANCE BEAM 

 LEVEL I LEVEL II LEVEL III LEVEL IV LEVEL V 
 

Value Parts 
(VP) 

 

6 Supp. or A’s 
Start Value: 10.0 

6 A’s 
A Elements Only 

(Max 2 supp.) 

5 A’s, 1 B 
A & B Elements Only 

(Only CCP CoP) 

5 A’s, 2 B’s 
A & B Elements Only 

(Only CCP CoP) 

4 A’s, 4 B’s 
A, B, & C+ Elements 

(Only CCP CoP) 

Restrictions 

● No B+ Acro elements 
● Dance B’s or C’s credited    

as A 
● No Salto/aerial dismount 
● Restricted elements = no VP 

credit and 0.50 deduction 
from SV 

● No B+ Acro elements 
● Dance B’s or C’s credited    

as A 
● No Salto dismount, aerial 

dismount allowed 
● Restricted elements = no VP 

credit and 0.50 deduction 
from SV 

● No C+ Acro elements 
● Dance C’s credited as B 
● Restricted elements = no VP 

credit and 0.50 deduction 
from SV 

● No D+ Acro elements 
● Dance C’s credited as B 
● Restricted elements = no VP 

credit and 0.50 deduction 
from SV 

No restrictions on difficulty 

Special 
Requirements 

(SR) 
 

0.5 each 

● ½ turn on one foot 
(pirouette en dedans*) 

● Two different Dance 
elements -  

If missing one or 
both,  - 0.50 

● An Acro element (can be 
supplemental) 

● Dismount 
 
 
 
 
*  if gymnast is turning on L foot 
then turn is to the L (or vice 
versa) 

● ½ turn, pivot turn (connected) 
OR 
full turn 

● Two different Dance 
elements, one being 
leap/jump with min. 90° split 
- cross or side 

● One Acro A 
● A-value Dismount 

● Minimum 360° turn on one 
foot 

● One leap/jump with minimum 
120° split – cross or side 

● 1 B acro element or an acro 
series (2 + elements of value) 

● Min. A Dismount 

● Minimum 360° turn on one 
foot 

● One leap/jump with minimum 
180° split – cross or side 

● i. Acro series (2 elements 
with or without flight; 
excluding mount & dismount) 

and 
ii. Acro B element if not 
included in the series 
- If missing one or  

both,  - 0.50 
● Minimum A Dismount (Aerial 

or Salto) 

● Minimum of a 360° turn on 
one foot 

● One leap or jump with min. 
180° split (cross or side) 

● Dance series (min. 2 
leaps/jumps) 

● Acro series (2 elements, 
excluding mount & 
dismount), with minimum 
one of the two being flight 

● Minimum A Dismount 
     (Aerial or Salto) 

EQUIPMENT 

BEAM HEIGHT: 125 cm.  
TIME: Levels 1 & 2 – Minimum/Maximum = 0:30/1:15; Levels 3, 4, & 5 – Minimum/Maximum = 0:30/1:30 

Time begins when the gymnast’s feet leave the ground to mount and ends when the gymnast touches the mat upon completion of the exercise. 
A warning signal will be given 10 seconds before the maximum time limit of the respective exercise. 

 A board may be used for any mount – to be removed as soon as the mount is completed.  Otherwise a 0.3 deduction will be applied. 
Mandatory minimum of 10 cm matting for landing of dismount.  Any mat or combination of mats, including a 20 cm safety mat, is allowed for dismount. 
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Sample and Supplementary Skills List: Balance Beam 

SUPPLEMENTARY – Value 0.1 
 
Mounts 
Leg swing with ½ turn to straddle sit 
Any simple mount not listed under A’s 
 
 
 
 
 
 
 
 
 
 
 
 
 
Dance Elements 
½ turn on one leg 
Splits w/ hand support (cross or side) 
Knee scale (free leg > horizontal; 2s) 
V-sit w/ or w/o hand support (2s) 
Forward scale (free leg > horizontal; 2s) 
Arabesque > 45˚ (2s) 
 
 
Acro Elements  
Kick to momentary handstand within 30° 
Forward shoulder roll to feet w/ hand support 

(Level 1-2 only) 
Backward shoulder roll (Level 1-2 only) 
Forward roll to straddle sit (Level 1-2 only) 
 
 
 
Dismounts 
Straight/tuck jump with amplitude 
Knee scale-lift off side 
Cartwheel off the side 
Cartwheel to side handstand, ¼ turn 

A ELEMENTS – Value 0.1 
 
Mounts 
Pullover 
Free leap/jump to stand, take-off from one or both 

legs at middle/end/diagonal to beam 
Scissors leap to cross sit on L or R thigh 
Scissors leg swing w/ ½ turn to straddle sit 
Flank over fwd to rear support 
Jump to side straddle stand/split sit (w/ support) 
Jump to forward roll 
Jump w/ hand support to tuck stand/squat 

through/stoop through to rear support 
Jump w/ hand support to clear straddle support 
 
Dance Elements 
Needle scale w/ hand support (vertical split; 2s) 
1/1 turn on one leg 
Sissone (front leg at min 45˚) 
Leaps: Stag; Cat; Scissors 
Jumps: Straight (also w/ ½ turn); Straight w/ 

leg  change (beat); Wolf; Tuck 
 
Acro Elements  
Forward roll to feet w/ hand support 
Backward roll to feet w/ hand support 
Handstand to vertical (level 1 and 2 only) 
Handstand (2s hold) 
Cartwheel or cartwheel to side handstand 
Back walkover 
Tic-toc (walkover forward, backward) 
 
Dismounts 
Cartwheel w/ ¼ or ¾ twist after hand support 
Roundoff 
Front handspring 
Front aerial; & w/ ½ twist 
Free roundoff; & w/ ½ twist 
Front salto – tuck/pike; & w/ ½ twist 
Back salto – tuck/pike/layout 

B ELEMENTS – Value 0.3 
 
Mounts 
Free jump w/ ½ turn to straight or tuck stand 
Straddle jump onto end of beam 
Squat/stoop through to clear pike support (2s) 
Jump w/ bent hips to side planche (2s) 
Press handstand 
Jump to cartwheel/roundoff to stand 
Handspring/aerial walkover to rear support 
 
Dance Elements 
Forward scale in relevé (free leg > horiz; 2s) 
Y scale (free leg > 140˚; 2s) 
Cat leap ½ turn 
Split jump; also w/ ¼ turn 
Stag leap/jump ½ turn 
Straight jump ¾ turn 
Tuck or wolf jump ½ turn 
Pike or straddle jump 
1½ turn on one leg 
1/1 turn w/ free leg in attitude 
1/1 L-turn w/ free leg (bent/straight) > 45˚ 
1/1 wolf turn (tuck stand on one leg) 
 
 
Acro Elements  
Forward roll w/o hand support (free) 
Handstand forward roll (w/ or w/o support) 
Back extension roll to handstand 
Roundoff 
Front walkover 
Front or back handspring step-out 
Back handspring to two feet 
Gainer back handspring 
Back handspring swing down (Korbut) 
 
Dismounts 
Front salto layout; & w/ ½ twist 
Back salto – tuck/pike/layout w/ ½ or full twist 

C ELEMENTS – Value 0.5 
 
Mounts 
Switch leap fwd to land at end of beam 
Free jump to cross split sit 
Press handstand 1/1 turn 
Jump w/ stretched hips to planche (2s) 
Front tuck to sit 
 
 
 
 
Dance Elements 
Straight jump 1/1 turn 
Tuck or wolf jump ¾ turn 
Split leap or jump ½ turn 
Split jump in side position 
Straddle jump in side position 
Switch leg split leap 
Ring or stag-ring leap/jump 
1/1 L-turn w/ free leg at/above horiz. 
1½ turn in tuck stand (wolf) 
 
 
 
 
 
Acro Elements  
Free shoulder roll w/ straightening to stand 
Free backward shoulder roll 
Back handspring w/ ¼ twist (no hold req.) 
Back tuck or pike 
 
 
 
 
 
Dismounts 
Handspring fwd w/ 1½ twist 
Front aerial w/ 1½ twist 
Front salto – tuck/layout 1/1 twist 
Back salto – tuck/pike/layout w/ 1½ or 2/1 (double) 

twist 
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FLOOR EXERCISE 

 LEVEL I LEVEL II LEVEL III LEVEL IV LEVEL V 

Value Parts 
(VP) 

6 Supp. or A’s 
Start Value 10.0 

Supp. & A Elements Only 

6 A’s 
Start Value 10.0 
A Elements Only 

5 A’s, 1 B 
Start Value 10.0 

A & B Elements Only 

5 A’s, 2 B’s 
Start Value 10.0 

A & B Elements Only 

4 A’s, 4 B’s 
Start Value 10.0 

A, B, & C+ Elements 

Restrictions 

● No handsprings/saltos/ 
aerials  

● Dance B’s or C’s credited 
as A 

● Restricted elements = no 
VP credit and 0.50 
deduction from SV 

● No saltos 
● Side aerials permitted 
● Dance B’s or C’s credited  

as A 
● Restricted Elements = no 

VP credit and 0.50 
deduction from SV 

● No C+ Acro 
● Dance C’s credited as B 
● Restricted Elements = no 

VP credit and 0.50 
deduction from SV 

● Dance C’s credited as B 
● Restricted Elements = no VP 

credit and 0.50 deduction 
from SV 

● No restrictions on difficulty 

Special 
Requirements 

(SR) 

● 360° turn on one foot  
● Momentary handstand 

within 10° of vertical 
(return position optional) 

● Acro series with 2 
elements directly 
connected 

● Dance series/passage 
with a minimum of 2 
different elements, 
directly or indirectly 
connected 

● Mixed series of an Acro 
element directly 
connected to a non-hold 
Dance element (or vice 
versa) 

● 360° turn on one foot  
● Acro series with 3 

elements directly 
connected (one of which 
includes flight) or 2 directly 
connected flight elements 

● Dance series/passage with 
a minimum of 2 different 
elements, directly or 
indirectly connected - one 
of which is an element with 
a 120° cross or side split 

● Mixed series of an acro 
element directly connected 
to a non-hold Dance 
element (or vice versa) 

● Minimum of a 360° turn on 
one foot  

● Acro series with 3+ Acro 
flight elements 

● Acro series of 2+ elements 
● One salto or aerial 
● Dance passage with a 

minimum of 2 different 
elements, directly or 
indirectly connected - one 
of which is a Leap with a 
135° cross or side split 

● Minimum of a 360° turn on 
one foot  

● An acro series with 3 directly 
connected flight elements 

● A second acro series with 2 
or more directly connected  
flight elements 

● One layout with or without 
twist 

● Dance passage with a 
minimum of 2 different 
elements, directly or 
indirectly connected - one of 
which is a leap requiring a 
180° cross or side split 

● Minimum of a 360° turn on 
one foot 

● Three different saltos (not 
aerials) within the exercise 

● Dance passage with a 
minimum of 2 different 
elements, directly or 
indirectly connected - one of 
which is a leap with 180° 
cross or side split 

● Salto/Aerial FWD/SWD and 
BWD 

● Dismount min. A salto 

Equipment 
TIME:  Levels 1 & 2 – Minimum/Maximum = 0:30/1:15; Levels 3, 4, & 5 – Minimum/Maximum = 0:30/1:30 

Timing begins with the first movement of the gymnast. 
Up to 10 cm of additional matting allowed for acro lines with salto. The additional mat may be left in place, moved, or removed. 
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Sample and Supplementary Skills List: Floor Exercise 

SUPPLEMENTARY – Value 0.1 
Dance Elements 
Candlestick 
Knee scale (2s) 
V-sit (2s) 
Arabesque (45˚ - 2s) 
Needle scale (2s) 
Y scale (2s) 
Forward or middle splits on floor 
Straight jump   
Hop (from 1 foot, free leg above horizontal)  
 
 
 
 
 
Acro Elements  
Back bend to bridge                                  
Bridge 
Bridge kick-over 
Handstand to bridge 
Back shoulder roll 
Headstand 
Handstand 
Log roll 

A ELEMENTS – Value 0.1 
Dance Elements 
Cat leap; also w/ ½ turn 
Scissors leap fwd or bwd 
Tuck hop/jump; also w/ ½ turn 
Hop ½ turn (free leg above horizontal) 
Wolf hop/jump 
Straight jump ½ or 1/1 turn 
Sissone (front leg at min 45˚) 
Split or stag leap/jump 
1/1 turn on one leg 
 
 
 
 
 
Acro Elements  
Forward roll (tuck/pike/straddle) 
Dive (hecht) roll (counts as flight skill) 
Handstand forward roll 
Backward roll (tuck/pike/straddle) 
Backward roll to handstand (back extension) 
Handstand ½ or 1/1 pirouette 
Cartwheel (w/ or w/o flight phase) 
Roundoff or free (aerial) roundoff 
Round-off, rebound 1/2 turn step-out 
Front or back walkover 
Front or side aerial 
Front handspring or flyspring 
Back handspring step-out or to two-feet 
Front tuck salto 
Back salto (tuck/pike/layout), also w/ step-out 
Whip salto backward 

B ELEMENTS – Value 0.3 
Dance Elements 
Cat leap 1/1 turn 
Tuck hop/jump 1/1 turn 
Wolf hop/jump ½ turn 
Split leap ¼ or ½ turn 
Switch leg split leg 
Split jump ½ turn 
Jeté en tournant (¼ - ½ turn to split leap) 
Tour jeté 
Straight jump 1½ turn 
Ring or stag ring leap/jump 
Switch leg stag ring leap 
Pike jump, straddle, or side split jump 
Sheep jump 
Double stag leap/jump 1/1 turn 
1½ turn on one leg 
1/1 L-turn w/ free leg at or above horizontal 
1/1 illusion turn (w/o hand support on floor) 
1/1 wolf turn (tuck stand on one leg) 
1/1 Y-turn with leg held up close to/at 180˚ split 
 
Acro Elements  
Handstand 1½+ pirouette 
Straight jump ½ twist to dive roll 
Back extension roll 1/1 turn in handstand 
Arabian handspring (1/2 twist to front) 
Back handspring 1/1 twist before hand support 
Front tuck ½ twist 
Front pike/layout; also w/ ½ twist 
Arabian salto (tuck/pike/layout) 
Back salto (tuck/pike/layout) ½ or 1/1 twist 

C ELEMENTS – Value 0.5 
Dance Elements 
Cat leap 1½ turn 
Tuck jump 1½ turn 
Wolf hop/jump 1/1 turn 
Split jump 1/1 turn 
Switch leap ½ turn 
Tour jeté ½ (landing on one or both legs) 
Tour jeté to ring leap 
Pike jump 1/1 turn 
Straddle or side split jump 1/1 (full) turn 
Switch leap ¼ turn to side split 
Straight jump 2/1 turn 
Schuschunova (jump w/ 1/1 turn to side split, 

landing to front lying support) 
Ring jump or stag-ring jump w/ 1/1 turn 
Switch leg ring leap 
2/1 turn on one leg 
1½ L-turn/wolf turn/Y-turn 
 
 
 
Acro Elements  
Front handspring w/ 1/1 twist 
Front salto (tuck/pike/layout) 1/1 twist 
Back salto tuck/layout 1½ or 2/1 twist 
Double back salto tuck/pike 
 

An additional ¼ turn in a leap or jump will be awarded the same value part as the root leap or jump unless listed otherwise. 
Dance series/passages may only include hop, leap, or jump elements.  
Direct Connections: elements performed without a stop/pause, loss of balance, or extra step in between.  
Indirect Connections: dance elements performed with running steps, small leaps, hops, chassé, chainé turns in between. 
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E. Routine Evaluation: 
a. Start Value (SV): All SV will be displayed along with the final score and is determined in the following manner. 

Vault The SV’s can be found in the Vault Values Chart in this document 
 
Uneven Bars 
Balance Beam 
Floor Exercise 

        10.0 
Subtract for missing Value Parts (VP)   - 0.1 for A’s, 0.3 for B’s 
Subtract for missing Special Requirements (SR)  - 0.5 each 
Subtract for Exercise without a Dismount (DMT)  - 0.3 
Subtract for Restricted Elements (RE)   - 0.5 each 

 Each line listed in the list of Sample and Supplementary Skills List is considered to be a different skill. A skill will also be considered different 
if it comes out of, or goes into, a different skill.  

 Repeated skills will only receive credit if they are considered “different”.  
 All skills should have the same values as they do in the CCP Code. Any skill not listed here will receive its CCP Code Value. In the case of any 

confusion, the Code of Points currently in use by Gymnastics BC will be considered correct. 
 Only the skills listed in the Sample and Supplementary Skills List can be used as a counting VP for their respective levels. Any other skills 

wishing consideration should be submitted in advance. If this is not possible the coach(es) should submit prior to the end of the warm-up. 
The Head Judge of the competition will work in conjunction with the Chief Judge of the event to assign a value or prohibit the skill.  As with 
the CCP system, certain dance elements not listed in the CCP Code of Points or on the Supplemental Skills chart may be assigned a 
temporary VP based on the “root skill” of the element. 

 Higher value parts can replace lower value parts, but not the reverse, provided the skills performed are within the difficulty restrictions of 
the level. The replacement is on a 1 to 1 basis, regardless of the point value. There is no restriction on the difficulty of dance elements 
performed across all levels on balance beam and floor exercise. 

o e.g. Level 3 FX: 5 A’s, 1 B = 6 Value Parts Required. Gymnast performs: 4 A’s, 2 B’s. 1 “B” replaces missing the “A”. 
 

b. Short Routines: If a routine on Bars has 4, or fewer, counting skills, or a routine on Floor/Beam is shorter than 30 seconds, a 2.00 
deduction is taken from the final score. 

 
F. WAG Penalties and Technical Directives:  
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Technical Directives 
Balance Beam 

Insufficient Split Insufficient Split 
Level 1/2 

 
1° − 45° missing, deduct 0.05 – 0.10 
46° − 90° missing, deduct 0.15 – 0.20 
91° or more missing, award Lower VP or recognize as 

different element 

Level 3 

 

1° − 30° missing, deduct 0.05 – 0.10 
31° − 60° missing, deduct 0.15 – 0.20 
61° or more missing, award Lower VP or recognize as 

different element 
 

Insufficient Split 
 

Incomplete Turns 
Level 4/5 

 

1° − 20° missing, deduct 0.05 – 0.10 
21° − 45° missing, deduct 0.15 – 0.20 
46° or more missing, award Lower VP or recognize as 

different element 

Required end position of turn/twist 

 

Evaluation of Amplitude of Handstand Angles 
 

Level 1 

 
Feet must come together at or above 30° from vertical 
to be awarded.  
If awarded, deduct 0.05-0.20 if below vertical 

 

 

0.05 – 0.10 

0.15 – 0.20 

 

 

 

0.05  –  0.10 

0.15  –  0.20  

 

0.05  – 0.10 

0.15  – 0.20  

 

 

 

0.05  –  
0.10 

0.15  – 
0.20 

 

 

30° 
0.05  –  0.20 

deduction 
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Technical Directives 

Floor Exercise 

Insufficient Split Insufficient Split 
Level 1 

 

1° − 45° missing, deduct 0.05 – 0.10 

46° − 90° missing, deduct 0.15 – 0.20 

91° or more missing, award Lower VP or recognize as 
different element 

Level 2 

 

 
1° − 30° missing, deduct 0.05 – 0.10 

31° − 60° missing, deduct 0.15 – 0.20 

61° or more missing, award Lower VP or recognize as 
different element 

 
Insufficient Split 

 
Incomplete Turns 

Level 3+ 

 

 

1° − 20° missing, deduct 0.05 – 0.10 

21° − 45° missing, deduct 0.15 – 0.20 

46° or more missing, award Lower VP or recognize as 
different element 

 

 

Required end position of turn/twist 

 

 

 

 
 
 

 

0.05 – 0.10 

0.15 – 0.20 

 

 

 

0.05  –  0.10 

0.15  –  0.20  

 

 

0.05  – 0.10 

0.15  – 0.20  

 

  

0.05  –  
0.10 

0.15  – 
0.20 
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