
 1 

AUSTRALIAN  

Rope Skipping 

 ASSOCIATION 
 

 
 

RULES 2007 
 

 



 2 

ARSA RULES of COMPETITION 
These Australian Rope Skipping Rules have been adapted, condensed and modified from FISAC rules.  There are 
no rules that adequately cover every possible angle of the sport of skipping, but it is hoped that the rules are 
interpreted within the spirit of fair play.  The Australian Rope Skipping Association reserves the right to alter or 
modify the rules at any time in the interests of developing the sport for the enjoyment of all. 
Calendar of Events  

Date  Event Location  
June 23/24th 2007 QLD Open Logan Sports Centre 
tbc NSW Open tbc 
September 29/30th  2007 National Titles Tallebudgera 

Location of Competitions 
Club Championships:  Each Club can determine when and where its own competitions are held and each 
club can decide who and how many it sends to the State Championships 
State Championships: Clubs can decide between themselves when and where they hold state competitions 
National Championships: The interested state/club must provide a written bid for the championships giving 
details of the costs/venue/ and accommodation facilities.  It will be the intention of Australian Rope Skipping 
to alternate the holding of the championships between member States, depending on the nature of the bid and 
the agreement between the state organisations/clubs. 

Judges  
Judges must be a member of ARSA and must have completed the written and practical tests.  The levels are: 
LEVEL I Club Level Judge   
LEVEL 2 Continental Level Judge 
LEVEL 3 National Level Judge   
LEVEL 4 International Level Judge 

 
CLASS A Head Judge  
CLASS B Speed Counter, Freestyle Scorer, Freestyle Timer (Automatically qualified as A) 
CLASS C Freestyle Creativity/Technique Judge   (Automatically qualified as A & B)   
CLASS D Freestyle Difficulty Judge (Automatically qualified as A, B and C) 

 
All clubs who compete must supply a minimum of 1 judge and 2 officials per team and 1 judge and 2 
officials per 5 individual skippers.  Entries will only be accepted if accompanied by names of judges and 
officials. 

Code of Conduct 
Sportsmanship is of utmost importance for skippers, parents and coaches and ARSA has adopted the code of 
conduct outlined by the Australian Sports Commission. 

Appeals 
A three person Appeals Committee will be appointed by ARSA for any Championship, chaired by the 
President and two other committee members. Only one official from each club may make appeals and only 
on the basis of tabulation errors.  Video evidence for speed or freestyle is not acceptable. If errors are found 
after results are announced, duplicate awards will be given and no requests will be made for the return of 
awards.  An appeal may also be made to have a re-skip in either a speed or freestyle event if a rope breaks.  
This could mean a broken handle, broken rope or frayed wire rope.   The appeal must reported to the 
counter/judge BEFORE the next skipper commences.  Broken ropes presented after this time will not enable 
the skipper to have a re skip.  

Records  
Australian records may only be set at either State Titles or National Titles and only apply to speed records.  
Individual age records can only be set by skippers of that age – ie no movement into a higher age division.  
Team age records can only be set by a team of skippers for the age division determined by the age of the 
oldest skipper.  Records will be regularly updated on the website www.arsa.org.au 

Drugs 
The Australian Rope Skipping Association supports the complete banning of all performance enhancing 
drugs and will adopt the code of conduct/penalties imposed by the International Olympic Movement. 

Uniforms 
At competitions approved by Australian Rope Skipping, all competitors must compete in the approved Club 
or State or National uniform as determined by the appropriate committee 
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Awards 

If there are 3 or more teams/ individuals, medals will be awarded in each category described in the following 
pages.  If there are LESS than 3 teams per age and gender division, then the teams will combine into one 
category based on age group only. 
Note the above rule does not apply to FISAC competing teams 
In 12-14 & 15+ age groups girls and mixed teams will always compete separately 
In 12-14 & 15+ age group masters, girls and boys will always compete seperately 
 

 
# In order to qualify and/or skip for Australia in International Masters competition skippers must compete in the 
respective FISAC age group 
* B division skippers will not receive an Australian ranking 
 
  
Eligibility to compete at Competitions 

All competitors and all judges must be fully paid up members of the Australian Rope Skipping Association. 
One Judge and two officials receive membership at no charge per 5 skippers. State Associations are defined 
as being a collection of clubs either registered with the State Association or the Australian Association and 
within the geographical area as defined by Australian constitutional law. A club will be defined as being a 
registered association with members belonging to the Australian Rope Skipping Association and will be 
contained within a reasonable geographical area so as not to impinge on the rights of other clubs.  A club can 
loosely be defined as having two thirds of its members within a 10km radius and having a head coach not 
associated with any other club.  
 
TEAMS:  

State & National: NON FISAC Clubs can nominate up to three teams in each age division. 
    If three teams nominated at least one must be mixed and one all girls 
  FISAC In the 12-14 age division a club may nominate up to 2 teams per age/gender group 
(4 teams in total). In the 12-17,15+ division (combined) a club may nominate up to 2 teams per 
age/gender group (4 teams in total). 

                      Teams will only be accepted if each club provides 1 judge and 2 officials per team. 
World’s: Eligibility will depend on the criteria set by the International Rope Skipping Federation. 
NOTE: Teams that have been selected for overseas travel must accept their position by way of a 
deposit (10% of estimated costs) 6 months prior to travel or forfeit their position. Clubs with 
qualified teams have the right to move team members to any other qualified team, but must retain at 
least 3 of the original members. 

MASTERS: 
State & National: All skippers can be nominated in all speed events.  The top 10 skippers in each 
age division for each gender (based on ranking order of the 3 speed events) will do the 
freestyle.  BUT each club will have a concession of 1 skipper to compete in freestyle if they 
have only 1 or less skippers in the top ten for each age group/gender. Eg Club A fills 1st to 9th 
Club B fills 10th Club C has no one inside top 10 then Club B may also enter their next highest in 
the freestyle and Club C may enter only their highest placed speed skipper. This is the same for all 
clubs. Individuals will only be accepted if each club provides 1 judge and 2 officials per 5 skippers 
In order to qualify to compete in any International Masters skipping event, a skipper must not  
Compete in the B division at either a State or National Championship 
World’s: Eligibility will depend on the criteria set by the International Rope Skipping Federation. 
NOTE: Individuals who have been selected for overseas travel must accept their position by way 
of a deposit (10% of estimated costs) 6 months prior to travel forfeit their position. 
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TEAMS RULES 
Team Members 

Each team is a minimum of 4 and maximum of 5 skippers and team members can only compete in one team.   
Floor area:  

Freestyle: 12 by 12 metres to inside tape (on the tape is out): Speed/Power: 5m x 5m  
Events – general description:  

There are 6 events but not all age divisions do all of FISAC’s 6 events (see below). 
1. Single Rope Speed Relay (SRSD4) (all except 8&U) 
This is a two-minute speed relay for 4 with first 2 each skipping 30 sec using an alternating/jogging step and 
following 2 each skipping for 30 sec using a Double under Jump. 

       1a. Single Rope Speed Relay (SRS4)  (8&U only) 
              This is a two-minute speed relay for 4 each skipping 30 sec using an alternating/jogging step 

1b. Single Rope Double Under Relay (SRD4)  (8&U only) 
This is a two-minute speed relay for 4 each skipping 30 sec using a Double Under jump.  
2. Double Dutch Speed Relay (DDS4) (11-12 & FISAC teams only) 
This is a three minute speed relay for a 4 person team in which all four members will skip & turn switching 
every 45 seconds using an alternating/jogging step for 45 seconds. (See end of skills list for instruction)  
2a. Double Dutch Pairs Speed (DDS2)  (8&U, 9-10, 13+ bdiv) 
This is a two minute speed relay with 2 turners and 2 jumpers where the 2 jumpers each skip for 60 secs using 
an alternating/jogging step.   
3. Single Rope Pairs Freestyle (SRF2) (FISAC teams only) 
This is a single rope freestyle event in which 2 skippers complete a synchronized routine up to 75 seconds  
It is judged on the Difficulty, Creativity and Mistakes.   
4. Double Dutch Singles Freestyle (DDF3)  
This is a double dutch freestyle event for a 3 member team where all skip for up to 75 seconds.. 
They are judged on Difficulty, Creativity and Mistakes. 
5. Single Rope Fours Freestyle (SRF4)  
This is a single rope freestyle event in which 4 skippers complete a synchronized routine up to 75 seconds.  
It is judged on the Difficulty, Creativity and Mistakes  
6. Double Dutch Pairs Freestyle (DDF4) (FISAC teams only) 
This is a double dutch freestyle event for a 4 member team skipping for up to 75 seconds. 
It is judged on the Difficulty, Creativity and Mistakes. 

 
 
Events - age divisions and gender:  

All ages are as at December 31st in the year of the championships and determined by age of the oldest skipper.   
 SRS4 SRD4 SRSD4 DDS2 DDS4 SRF2 SRF4 DDF3 DDF4 NOTES 

8 & <  √ √ X √ 2 
older 

turners 

X X √ X X Freestyle : 45-75 sec 

9 - 10 X X √ √ 1 
older 
turner 

X X √ √ X Freestyle : 45-75 sec 

11 – 12 X X √ X √ X √ √ X Freestyle : 45-75 sec 

12 - 14 X X √ X √ √ √ √ √ Mixed: Both sexes in 
all 
Freestyle: 45-75 sec 

12 –17 
14+ 

X X √ X √ √ √ √ √ Mixed: Both sexes in 
all 
Freestyle : 45-75 sec 

13+B  
div 

X X √ √ X X √ √ X Freestyle : 45-75 sec 
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Teams Scoring System 
 

FISAC Only 
Overall scores calculated from all six events as follows 
 
Single rope speed relay raw score multiply by 3 
Double Dutch speed relay raw score multiply by 2 
All freestyle events overall score (max 20) multiply by 25 
 
EXAMPLE 

  SRS
D4 

DD
S4 

 SR
F2 

SR
F4 

DD
F3 

DD
F4 

TO
TAL Raw 

Score 
 315 480  17 16 15 14.5  

Points  945 960  425 400 375 362.
5 

346
7.5  

 
         

 
Non FISAC age groups 
 
Single rope speed relay raw score 
All freestyle events raw score multiply by 25 
EXAMPLE 

  SR
SD4 

DD
S4 

 SR
F4 

DD
F3 

TO
TAL Raw 

Score 
 260 320  12 10  

Points  260 320  300 250 113
0  

 
       

 
 

 
Awards 

1. Medals: 2nd & 3rd place getters overall in girls and mixed in each age division.  
   (Note : if less than three mixed or all girls team in an age division the mixed teams are then combined. This 
does not apply to FISAC age groups who remain separate) 
2. Trophies: Trophies for overall winning team (1 for each team member) in each age division. No second 
and third trophies. 
3. If a tie, the decision will be based on the order in which the events were held. 
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GRAND MASTERS RULES 
Individuals: 

Each individual can only participate in one age division. 
Floor area:  

Freestyle: 9 by 9 metres to inside tape (on the tape is out) Speed/Power: 4m x 4m 
Events 

1. Single Rope 30 sec Speed 
The skipper completes a 30-second speed event using an alternating step. Only the right foot is counted. 
2. Single Rope 3 min Endurance (or 1 minute) (FISAC only) 
The skipper completes a 3-minute speed event using an alternating step. Only the right foot is counted 
2a. Single Rope 1 min Speed (8&U, 9-10, 11-12, 13+B) 
The skipper completes a 1 minute speed event using an alternating step. Only the right foot is counted. 
3. Single Rope 1 min Triple Unders  (FISAC only) 
The skipper is to complete as many triples in a 1 minute timed event. 
3a.Single Rope 1 min Double Unders  (8&U, 9-10, 11-12, 13+b) 
The skipper completes as many doubles within a timed one minute period. (only doubles are scored) 
4. Single Rope Singles Freestyle  
This is a single rope event for one skipper.  It is judged on the Difficulty, Creativity, and Mistakes.   
The routine must be at least 45 seconds and no longer than 75seconds. 

Age divisions and Gender  
 All ages are as at December 31st in the year of the championships. Skippers must compete in their age 

division. The two gender divisions in Masters are Male and Female 
 

Event  Freestyle 30 sec speed Endurance Power NOTES  
8 & < √ √ 1 min Doubles Freestyle time: 45 to 75 secs 
9 to 10 √ √ 1 min Doubles Freestyle time: 45 to 75 secs 
11 to 12 √ √ 1 min Doubles Freestyle time: 45 to 75 secs 
12 to 14 √ √ 3 min Triples Freestyle time: 45 to 75 secs 
15+ √ √ 3 min Triples Freestyle time: 45 to 75 secs 
Bdiv 13+ √ √ 1 min Doubles Freestyle time: 45 to 75 secs 

Note: 10 and unders will not be penalized for skipping less than 45 seconds 
Scoring System: 

Competitors are ranked in each of 4 events and points awarded according to rank. Overall points are added. 
 

Name 30 sec Points 3 min Points Triples Points F'style Points Final Points 
Jo 82 5.5 385 6 110 7 395 12 30.5 
Jane 82 5.5 380 5 102 6 425 14 30.5 
Sara 75 3 401 7 68 3 440 16 29 
Lu 84 8 376 4 125 8 362 6 26 
Niki 83 7 364 3 78 4 381 10 24 
Mary 80 4 350 2 80 5 380 8 19 
Anne 72 2 405 8 40 2 298 2 14 
Pam 66 1 320 1 31 1 307 4 7 

Awards: 
1. Overall scores based on ranking system in each event as per FISAC’s rules. 
   Note 2 points per ranking in freestyle. Single point in all other events  
2. Medals: 3 place getters for the 4 individual events for male and female in each age division 
3.Trophies: Non FISAC 3 place getters for overall for male and female combined in each age division 
                   FISAC 3 place getters for overall male and female separately in both age divisions 
4. Tie overall: decision based on order in which events were held (ie 30sec, 3 min, Triples, F/style).   
5. If a tie in individual events, points apportioned for calculation of overall winner  
       ie, if 34 skippers and 2 tie for 2nd, 1st  gets 34 pts, and next 2 get 32.5 pts each.  
6. Tie in individual events: medals awarded as follows  

   ie  Freestyle: Highest Difficulty, then Creativity, then Mistakes. Speed events: multiple medals
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Judging Rules for Speed and Freestyle 
Speed and Power 

Counting 
For speed, the right foot only is counted.  For multi unders both feet are counted.  If the rope/handle breaks, 
the skipper/team may do the event again after an appropriate time.(ref page 2) 
Judging Criteria 
There will be 5 counters with the lowest and highest score eliminated and the remaining three scores will be 
averaged between the two closest. If equal distance apart in score the two highest of the remaining three 
scores are averaged  Points are then deducted for false starts/ switches (5 points each). 
False Starts/Switches 
A false start is if the rope or arm moves, or if the jumper moves before the signal GO.  A majority of judges 
must agree on a false start/false switch. There is a 5-point deduction for each false start or false switch. 
Speed Call outs:   

 

Teams Events Masters Events 
Single Rope Speed Relay SRSD4 Judges ready, skippers ready, 
 set, go 10, 20, Switch: 10, 20, Switch: 10, 20, Switch: 10, 20, Stop  

30 sec spd Judges ready, skippers ready,  
set, go 10, 20, Stop  

Double Dutch Pairs Speed DDS2  Judges ready, skippers ready,  
set, go15, 30, 45, Switch: 15, 30, 45, Stop   

 1 min spd/Dbl Under Judges ready, skippers 
ready, set, go, 15, 30, 45, stop 

Double Dutch Speed Relay DDS4 Judges ready, skippers ready,  
set, go 15, 30, Switch: 15, 30, Switch: 15, 30, Switch: 15, 30, Stop   

3 min spd Judges ready, skippers ready,  
set, go 30, 1 min, 30, 2 min, 15, 30, 45, Stop   

    
 

Freestyle 
Timing:  
The time starts when either the music begins or the athlete or rope moves.  45 to 75 secs is allowed.  The 
timer will ring a bell at the end of 75secs.  Any skipping afterwards will incur a penalty of 0.5 points and no 
skills will be counted for difficulty or creativity after 75seconds..  
 
Other Violations (Counted by the Time Keeper) 
Time Violation (0.5 deduction) Failing to complete a routine in the designated time.   
No skills are counted after the time limit has elapsed.  
Space Violation: (0.5 deduction) Part of the rope or body is on or outside the taped line.  
 
Mistakes  (scored by mistakes judges) 
Minor mistake less than 2 secs (0.5 deduction) 
Major mistake more than two secs or dropped rope (1.0 deduction)  
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 Creativity Scoresheet Guidelines 
 

Movement on Floor   
 eg all 4 corners and floor area covered during 
routine with minimal standing in one spot 

0 None 
0.2 1 to 2 corners 
0.4 2 to 3 corners 
0.6 3 to 4 corners 
0.8 4 corners plus 1 other movement around floor 
1.0 4 corners plus 2 other movement around floor 

 

Acrobatic Movements   
Basic: cart wheel, round off, forward roll etc 
One or two handed 
Advanced : kip, handspring, forward and 
backward walkover etc 
Aerial: Suicide, round off sault, backflip etc 
 

0 None 
0.2 1 to 2 Basic acrobatics 
0.4 3 to 4 basic acrobatics 
0.6 4 to5 acrobatics incl 1 advanced skill 
0.8 5 Acrobatics incl 2 advanced  
1.0 5 to 6 acrobatics incl 3 advanced skills incl 1 aerial 

 

Speed Changes/ Rope Direction  
Fast/Medium/ slow changes to speed of rope 
or body.  Includes fancy feet and double 
bounces. Forward and backwards 

0 None 
0.2 1 to 2 changes of speed all forwards 
0.4 3 to 4 changes of speed all forwards 
0.6 4 to 5 changes of speed incl 1 backwards 
0.8 5 to 6 changes of speed incl 2 backwards 
1.0 7 to 8 changes of speed incl 2 backwards 

 

Rope manipulation    
SR :releases, helicopters, twirls, traveller, 
dynamic interaction, wheels, wraps     
DD : wheels, Irish, Pop up Snappers etc.. 
switches        

0 None 
0.2 1 to 2 manipulations  
0.4 3 to 4 manipulations 
0.6 4 to 5 manipulations including 1 rope release for SR 
0.8 5 to 6 manipulations including 2 rope releases for SR 
1.0 6 to 7 manipulations including 3 rope releases for SR 

 

 

Total impression    
Originality of choreography and Use of 
music, synchronicity and timing 
Start/end pose start and end music, visually 
pleasing, Well performed  WOW FACTOR. 

0 No WOW factor, no expression, out of time  
0.2 No WOW factor, very little expression, poor timing  
0.4 Some WOW, some expressions, mostly in time  
0.6 Good WOW, good expression, in time music/each other 
0.8 Big WOW, well performed, very smooth, originality 
1.0 Big WOW factor, perfect performance, perfect timing etc. 

 

C. Sub Total Creativity    

D. Multiply by 2   

M. Mistakes,  
Space & Time violations 

 

Mistakes: Minor (< 2 sec)  0.5pt, Major (> 2 sec) 1 pt 
Space Violation: 0.5pt each time skipper is outside tape 
Time Violation: 0.5pt if < 45 sec or  > 75secs 
(Note: no time violation if < 45secs for under 11’s) 

 

D   -   M   =  Max 10   
 
 
 
Notes on Creativity Judging: 

1. Be quick. First impressions are the best. Be accountable with your scoring using the above as a guide. 
2. Mistakes: Most mistakes should be 0.5 – touched hair is NOT a mistake, Major mistake is >> 2 secs 
3. Do not fall into trap of scoring young skippers in isolation. eg the best 9 year old’s score must still be in 

comparison to the best of ANY age.  In general, younger ages should score less than older ones. 
4. Head judge deletes highest and lowest and averages 3 remaining scores written on the score card  
5. The Head judge checks for time or space violations which must be added into the Mistakes Box. 
6. Staple ALL creativity scoresheets to back of score card with ALL details including judges name 
7. Mistakes to be scored by a two separate judges 
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Guidelines for Difficulty Scoring 
 

Masters  Team - Single Rope Team - Double Dutch 
 Skill-level  Skill-level  Skill-level 

Score 
#  

skills   1 2 3 4 Score 
# 

skills   1 2 3 4 Score 
# 

skills   1 2 3 4 
0.0             0.0             0.0             
0.2 10  10     0.2 6  6     0.2 1  1     
0.4 11  11     0.4 7  7     0.4 1  1     
0.6 12  12     0.6 8  8     0.6 2  2     
0.8 13  13     0.8 9  9     0.8 2  2     
1.0 14  14     1.0 10  10     1.0 3  3     
1.2 15  15     1.2 11  11     1.2 3  3     
1.4 16  16     1.4 12  12     1.4 4  4     
1.6 16   1    1.6 13  13     1.6 4  4     
1.8 16   2    1.8 14  14     1.8 5  5     
2.0 17     3     2.0 15   15       2.0 5   5       
2.2 18     4     2.2 16   16       2.2 6   6       
2.4 18   5    2.4 17  17     2.4 6  6     
2.6 19   6    2.6 18  18     2.6 7   1    
2.8 19   7    2.8 19  19     2.8 7   2    
3.0 20   5 5   3.0 20   2    3.0 8   2    
3.2 20   6 5   3.2 20   3    3.2 8   3    
3.4 21   6 6   3.4 21   3    3.4 9   3    
3.6 21   7 6   3.6 21   4    3.6 9   4    
3.8 22   7 7   3.8 22   5    3.8 10   4    
4.0 22     8 7   4.0 22     6     4.0 10     5     
4.2 23     8 8   4.2 23     7     4.2 11     5     
4.4 23   9 8   4.4 23   8    4.4 11   6    
4.6 24   9 9   4.6 24   9    4.6 12   6    
4.8 24   10 9   4.8 24   10    4.8 12   7    
5.0 25   10 10   5.0 25   10 3   5.0 13   4 1   
5.2 26   10 11   5.2 25   11 3   5.2 13   4 2   
5.4 27   10 12   5.4 26   11 4   5.4 14   4 3   
5.6 28   10 14   5.6 26   12 4   5.6 14   4 4   
5.8 29   10 16   5.8 27   12 5   5.8 15   5 5   
6.0 30     10 15 1 6.0 27     12 6 1 6.0 15     5 3 1 
6.2 30       16 2 6.2 28     13 7 1 6.2 16     6 3 1 
6.4 31    17 3 6.4 28   13 7 2 6.4 16   5 4 1 
6.6 31    18 4 6.6 29   14 8 2 6.6 17   6 4 1 
6.8 32    19 5 6.8 29   14 9 2 6.8 17   6 5 1 
7.0 32    20 6 7.0 30   14 9 3 7.0 18   6 5 2 
7.2 33    21 7 7.2 31   15 9 3 7.2 18   6 6 2 
7.4 33    22 8 7.4 32   15 9 4 7.4 19   7 6 2 
7.6 34    23 9 7.6 33   15 10 4 7.6 19   6 5 3 
7.8 34    24 10 7.8 34   15 10 5 7.8 20   7 5 3 
8.0 35       25 10 8.0 31     15 11 5 8.0 20     6 6 3 
8.2 36    26 11 8.2 36    11 6 8.2 21   7 6 3 
8.4 38    27 11 8.4 36    12 7 8.4 21   6 7 3 
8.6 40    28 12 8.6 37    13 7 8.6 22   6 7 4 
8.8 41    29 12 8.8 37    13 8 8.8 22   7 8 4 
9.0 43    30 13 9.0 38    13 8 9.0 23   7 8 5 
9.2 44    31 13 9.2 38    14 8 9.2 23   7 9 5 
9.4 46    32 14 9.4 39    14 9 9.4 24   8 9 6 
9.6 48    33 14 9.6 39    15 9 9.6 24   8 9 7 
9.8 49    34 15 9.8 40    15 10 9.8 25    10 7 
10.0 50       35 15 10.0 40       16 10 10.0 25       10 8 
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Notes on Difficulty: 

1. Be quick and confident  
2. Use the correct set of scores– ie Masters Single Rope, Team Single Rope or Team Double Dutch 
3. Count and separate the tricks into 4 levels then use the above sets as a guide 
4. Gymnastic moves such as cart wheels or creativity moves such as rope twirling, are creativity UNLESS the 

rope actually passes around the body.  Some round off back saults are creativity UNLESS the rope passes 
around the body while in the air when it is a Level 4 trick.   

5. Watch out for the Level 1 tricks.  A good skipper will do a heap of Level 3’s and 4’s interspersed with 
Level 1’s.  Not counting these Level 1’s may affect the total number of tricks performed. 

6. A skipper with 45 Level 1 tricks can NOT score 9.0 UNLESS they have 30 Level 3’s + 13 Level 4’s 
7. Don’t be fooled by tricks that a skipper makes look difficult by facial expression of body movement – a 

good skipper can perform Level 4 tricks and make them look dead easy 
8. It’s OK to have a caller and scribe noting tricks – ie someone calls 1, 3, 4, 4, 3, 2, 1 etc  

Staple ALL difficulty scoresheets to back of score card with ALL details including judges name 
9.   Each skill to be counted only once. No additional scoring of repeated skills 
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GROUP ROUTINES 
 
Goal: The goal of the group routine is to present a variety of skipping skills in a choreographed routine with 4 to 

12 skippers for a time of between 4 and 8 minutes.  The routine will be judged by a panel of 10 judges with 
a representative from each club equally divided between the various elements 

 
Age divisions 
 Open age division : No restrictions 
 12 & under ; max of two coaches to assist in rope turning only 
 Max of one group routine per age group per club  
  

Judging Rules for Group Routines 
 
5 difficulty judges & 5 creativity judges as well as two mistakes counters 
          Each judge is responsible for scoring only one element of skipping in either creativity or difficulty 

Each judge scores their individual category out of 10.     
 
Mistakes 

Mistakes are judged according to the impact the mistake has on the routine on a scale of 1 to 3 
Major mistake 3 point deduction eg Mistake involving major disruption to flow or more than 1 skipper 

          Semi mistake 2 point deduction eg mistake takes more than two seconds to rectify 
Minor Mistake 1 point deduction eg Travelling Rope touches arm and slows down the rope 
 

Group Routine Score Sheet 
Element 
  

Creativity Difficulty Total 

Single Rope  (10)    
Chinese wheel (10)    
Long Rope (10)    
Double Dutch (10)    
Traveller (10)    
Sub total /50 /50    /100 

 
 

Group Routine Mistakes Score Sheet 
MISTAKES  Judge 1  Judge 2  Average 

Points for Mistakes    

Total = Sub total - Mistakes /100 
 
Awards: 
 
Medals awarded to each individual skipper for 1st, 2nd & 3rd in each age division 
No trophies to be awarded
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SINGLE ROPE SKILLS LIST

LEVEL 1 LEVEL 2
DOUBLE BOUNCE TS
JOGGING STEP AS
BELL CL
SKIER SWITCH X
CAN CAN BACKSWITCH X
SIDE STRADDLE TOAD
ROCKER CROUGAR
PEEK A BOO BACKWARD TOAD
UP X UP DOWN BACKWARD CROUGAR
X OVER (FEET) DU X
DU BACK DU X
TWISTER SIDE OPEN DU
COSSACK SIDE X DU
SPREAD EAGLE BACK SIDE OPEN DU
FAKE PUSHUP BACK SIDE OPEN X
FAKE MULEKICK DU EB
IRISH FLING BACK DU EB
GRAPEVINE CABOOSE
TOE TO TOE CABOOSE WITH X
HEEL TO TOE DU SIDE SWING 360
HEEL TO HEEL BACK DU SIDE SWING 360
DU CN X 
180 TURN KN X
360 TURN MULEKICK
180 TEXAS TURN PUSHUPS
360 TEXAS TURN CRABS
90 TURN AWESOME ANNIE
X CROSS OVER (HANDS) DU SIDESWING TOAD/ EB TOAD
WALLOW DU SIDESWING INVERSE/ELEPHANT
WW KICK CANDY APPLE

DU SIDESWING CN OR KN CROSS
NB. ALL THESE TRICK IN BACKWARDS
ARE ALSO LEVEL 1. ANY OTHER BASIC FOOT 
COMBINATIONS SHOULD BE REGARDED AS LEVEL 1.
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SINGLE ROPE SKILLS LIST cont 
 

 
 
 
 
 

LEVEL 3 LEVEL 4

SIDE OPEN OPEN TRIPLE TJ
SIDE X X TRIPLE JOMIE
TRIPLE SIDE SWING TRIPLE INVERSE
TRIPLE SIDE SWING X TRIPLE ELEPHANT
SIDE OPEN X TRIPLE SWITCH X
SIDE X OPEN TRIPLE TS
TRIPLE UNDER TRIPLE AS
TRIPLE EB TRIPLE CL
DU TJ TRIPLE CRAZY CROSS (T X)
DU JOMIE TRIPLE UNDER X
DU INVERSE TRIPLE UNDER X 1ST 2ND 3RD ROT
DU TS TRIPLEUNDER EB INVERSE
DU CL TRIPLE UNDER EB TOAD
DU AS BACKWARD TRIPLE TJ
DU ELEPHANT BACKWARD TRIPLE JOMIE
DU SWITCH X BACKWARD TRIPLE INVERSE
B SIDE OPEN OPEN BACKWARD TRIPLE ELEPHANT
B SIDE X X BACKWARD TRIPLE SWITCH X
B TRIPLE SIDE SWING BACKWARD TRIPLE TS
B TRIPLE SIDE SWING X BACKWARD TRIPLE AS
B SIDE OPEN X BACKWARDTRIPLE CL
B SIDE X OPEN BACKWARD TRIPLE CRAZY X (TX)
B TRIPLE UNDER BACKWARD TRIPLE UNDER X
B TRIPLE EB BACKWARD TRIPLE UNDER EB TOAD
B DU TJ QUAD SIDE OPEN
B DU JOMIE QUAD SIDE X
B DU INVERSE QUAD OPEN X
B DU ELEPHANT QUAD CROSS OPEN
B DU SWITCH X BACKWARD QUAD SIDE OPEN
180 TRIPLE BACKWARD QUAD SIDE X
EK FULL TWIST  X EK WITH A DOUBLE UNDER
EK FULL TWIST BACKWARD QUAD OPEN X
INVERSE BACKWARD QUAD CROSS OPEN
ELEPHANT AS/AS
EB TOAD AS/CL
EB INVERSE AS/TS
BACK INVERSE TS/AS
BACK ELEPHANT TS/TS
BACK EB TOAD TS/CL
RETARDED TOAD CL/AS
BACK EB INVERSE CL/TS
AS WEAVE CL/360
CL WEAVE BACKWARD TS
EB ANNIE BACKWARD CL
BACKWARD AWESOME ANNIE BACKWARD AS
MULEKICK X BACKWARD DU OR TRIPLE TS
MULEKICK AS BACKWARD DU OR TRIPLE CL
MULEKICK TS BACKWARD DU  OR TRIPLE AS
MULEKICK CL BACKWARD EB ANNIE
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LEVEL 3 cont LEVEL 4 cont

CRABS WITH X BACKWARD AS WEAVE
PUSHUPS X BACKWARD CL WEAVE
PUSHUPS AS ONE HANDED MULEKICK
PUSHUPS TS DOUBLE FOOTED MULEKICK
PUSHUPS CL DU MULEKICK
SPLITZ AS BACKWARD MULEKICK
SPLITZ X BELCH FROG
SPLITZ CL DU PUSHUP

KAMAKAZE
MOOSE DROP
SUNSET SUNRISE
CRABS WITH EB
CRABS WITH TOAD
SUICIDE
FRONT SAULT
BACK SAULT

THESE FOLLOWING TRICKS SHOULD BE CONSIDERED AS CREATIVITY ONLY:

WALKER FROG
WALKER PUSHUP
LARIET
BUM BOUNCE
ALL WRAP SKILLS
ALL ROPE RELEASES  
KIP
HANDSPRING
ROUND OFF /  I HANDED ROUNDOFF
CARTWHEEL  / I HANDED CARTWHEEL
BACK FLIP
FORWARD AND BACK WALKOVER
LASSO CARTWHEEL
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DOUBLE DUTCH SKILLS LIST  

LEVEL 1 LEVEL 3

INS AND OUTS INS AND OUTS

1.1 Enter or exit next to the turner, 3.1 Leap Frog over turner (standing upright),
1.2 Enter or exit from both sides of the turner, 3.2 Leap Frog over partner (from the side),
1.3 Enter from under the legs of the turner, 3.3 Kip in the middle of the ropes,
1.4 Exit ropes from beneath the legs of the turner, 3.4 Lifted Aerial (Gymnastics over turner),
Jump into the ropes from over the head of the seated turner 3.5 Jump into ropes from leaping over the turner,
TURNER INVOLVEMENT Leap Frog over the partner who is behind/in front of turner
1.1 Basic turning, 3.7 Vaults,
1.2 Turners watch jumpers feet, 3.8 Toe Pitch,
1.3 Turning slow, 3.9 Spotted Aerial in,
1.4 Turning fast, 3.10 Front Tuck In,
1.5 Knees, 3.11 Handspring In,
1.6 Walking in circle, 3.12 Su•cide In,
1.7 Over the head Cross, 3.13 Gymnastics over partner,
1.8 Same trick as jumper, 3.14 Leap Frog with Half Turn,
1.9 French turning, a.k.a. Irish turning TURNER INVOLVEMENT

DOUBLE DUTCH SINGLE 3.1 Movement with jumper with skill,
1.1 Basic Jump, 3.2 Whip and stall,
1.2 Jump in and out, 3.3 Ability to whip and stall without notice,
1.4 Jumping Jack, 3.5 Turning for Triples,
1.5 Rope inside, 3.6 Turning for gymnastics,
1.6 Cartwheel out, DOUBLE DUTCH SINGLE

1.7 Touch the floor, 3.1 Split (1),
1.8 Full Twist, 3.2 Push-up to crab,
1.9 Speed Step, 3.3 The X,
1.10 Toe touch, DOUBLE DUTCH DOUBLE

1.11 Spider, 3.1 The Webert,
1.12 Jogger touch down, 3.2 Double Pinwheel,
1.13 Enter from front of turner, 3.3 The Glark,
1.14 Exit through turners legs, 3.4 Handspring over partner,
1.15 Grapevine, 3.5 Front Flip over Push-up,
1.16 Jump single rope inside, 3.6 Brain Basher,
1.18 High Can Can, 3.7 Eppie,
DOUBLE DUTCH DOUBLE 3.8 The X,
1.1 Barrel, WHEELS

1.995 Leg Hold 180, 2 WHEELS

1.996 Leg Hold 180, 3.1 2 - Toad, a.k.a. 2 - Leg over Cross
1.997 Butterfly, 3.2 2 - Crougar, a.k.a. 2 - Leg Over
1.998 The Slide, 3.3 2 - Scooper, a.k.a. 2 - Together 360 jump over
WHEELS 3.4 2 - E.B.,
2 WHEELS 3.5 2 - 360 Switch,
1.1 2 - Basic Jump, 3.6 2 - Handspring,
1.2 2 - Full Turn, 3.7 2 - Criss Cross Switch,
1.3 2 - Criss Cross, 3.8 2 - Marlee,
1.4 2 - 360 (inside), 3.9 2 - Wheel to Double Dutch,
1.5 2 - Single Switch, a.k.a. 2 - Swap Places 3 WHEELS

1.6 2 - The Hug, 3.1 3 - Triple Switch,
3 WHEELS 3.2 3 - Push-up,
1.1 3 - Basic Jump, 3.3 3 - Frog, a.k.a. 3 - Donkey Kick
1.2 3 - Full Turn by outside jumpers, 3.4 3 - Switcheroo*** ,
1.3 3 - Front Cross by outide jumpers, 3.5 3 - Giant Turn*** ,
1.4 3 - 360 by outside jumpers, 3.6 3 - MCLL*** ,
4 WHEELS 3.7 3 - NAGEM*** ,
1.1 4 - Basic Jump, 3.8 3 - MCLL with gymnastics,
1.2 4 - Full Turn by all jumpers, 3.9 3 - CAMEJEN*** ,
1.3 4 - Squat, 3.10 3 - Full Turn MCLL,
 3.11 3 - UM formation,

3.12 3 - The BIG One,
3.13 3 - Crossing Skills,
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LEVEL 2 LEVEL 4

INS AND OUTS INS AND OUTS

2.1 Round Off into or out of the ropes, 4.1 E.B. Split turn

2.2 Handspring into or out of the ropes, 4.2 Helicopter,

2.3 Leap Frog over turner (leaning over), 4.3 Push-ups,

2.4 Front Roll in, 4.4 Split (1),

2.5 Back Roll in, 4.5 Double Jump trough,

TURNER INVOLVEMENT 4.6 Double Dutch into Wheel,

2.1 Emphasis on eye contact with jumpers feet, 4.7 Handspring,

2.2 Movement of turners with jumper, TURNER INVOLVEMENT

2.3 Speed of rope according to skill, 4.8 Suicide,

2.4 Stall, 4.9 Frog,

2.5 Whip, 4.10 Snapper,

2.6 Turning for Doubles, 4.11 2 to 1,

2.7 Jump Through, 4.12 Same skill as jumper in Fancy Feet,

2.8 Backward Roll, 4.13 Jumper and turner switch places (all varieties),

2.9 Switching handles 4.14 Split Jump through,

2.10 Crougar, 4.15 French turning with skill, a.k.a. Irish turning with skill

2.11 Crossing arms, 4.16 A.S.,

2.12 Wrap, 4.17 C.L.,

2.14 Jump Wrap, 4.18 T.S.,

2.15 Leg over (1), 4.19 French T.S., a.k.a. Irish T.S.

2.16 Leg over (2), 4.20 Turner jumps and turns at the same time,

2.17 Both turners Cross and Uncross, 4.21 Giant Wheel: switches,

2.18 Basic turner - jumper switch, 4.22 Giant Wheel: step out,

2.19 One hand turning, View detail! 4.23 Giant Wheel: Caboose Cross,

2.20 V-switch, DOUBLE DUTCH SINGLE

2.21 Pop-up, 4.1 Frog Mule Kick with High Frog,

DOUBLE DUTCH SINGLE 4.2 Frog Mule Kick with One Foot,

2.1 Push-up, 4.3 Frog Mule Kick with Two Feet,

2.2 Push-up with Clap, 4.4 Frog Mule Kick One Handed,

2.3 Push-up with Kick, 4.5 Frog Mule Kick with Forearm (AYOR),

2.4 Push-up with Side Straddle, 4.6 Kip Back Extension,

2.5 Handspring in, 4.7 Crab with Cross Leg over Knee,

2.6 Seat Drop the Ring, 4.8 Crab with Full Twist,

2.7 Mountain Climber, 4.9 Split,

2.8 Frog Mule Kick, 4.10 Consecutive Handstands,

2.9 Caterpillar, 4.11 Frog to Split,

2.10 Straddle Jump, 4.12 Belch Frog,

2.11 Roll, 4.13 Russian Straddle Jump to Push-up,

2.12 Cossack Can Can, 4.14 Back Handspring,

2.13 Russian Straddle Jump, 4.15 Frog to Back Handspring,

2.14 Tuck jump, 4.16 Varra Hurdles,

2.15 Russian Split, 4.17 Buddy Bounce, a.k.a. Bum Bounce

2.16 Gymnastics in and out of the ropes, 4.18 Belly Bounce (AYOR),

2.17 Rope inside with level two and three skills, 4.19 Back Bounce (AYOR),

2.18 Cossack, 4.20 Sparkolta,

2.19 Crab, 4.21 Table Turn Push-up, a.k.a. Turn Table Push-up

2.20 The Ring, 4.22 Aerials,

2.21 Leg lift, 4.23 Back Flip,

2.22 Kip roll, 4.24 Front Flip,

2.23 Spread Eagle, 4.25 Straddle Jump,

4.26 Frogs 180 to Crab,

4.27 Frog Mule Kick with 2 High Frogs,

4.28 Frog Mule Kick with 4 High Frogs,
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LEVEL 2 cont   WHEELS LEVEL 4 cont   WHEELS

2 WHEELS 2 WHEELS
2.1 2 - Criss Cross, a.k.a. 2 - Front Cross 4.1 2 - Double Under Cross,
2.2 2 - Squat, a.k.a. 2 - DowN 4.2 2 - Push-up,
2.3 2 - Double Under, 4.3 2 - Frog, a.k.a. 2 - Donkey Kick
2.4 2 - Switch handels, 4.4 2 - Awesome Annie,
2.5 2 - ?  Turn Switch, 4.5 2 - Reverse Marlee,
2.6 2 - Cartwheel, 4.6 2 - T.S. Cross, a.k.a. 2 - BTB Cross
2.7 2 - Roundoff, 4.7 2 - E.B. Cross, a.k.a. 2 - Split Cross
2.8 2 - Leap Frog, 4.8 2 - E.K. Full Twist,
2.9 2 - Roll Around, 2 - Double Switch 4.9 2 - A.S.,
2.10 2 - Twins, 2 - Together Jump 4.10 2 - Twins Formation, a.k.a. 2 - Side Swing Switch
2.11 2 - Twin Spin, 4.11 2 - Weave Cross,
2.12 2 - Side Swing Scoop, 4.12 2 - Double Under E.B.,
2.13 2 - Full Turn Switch, 4 WHEELS
2.14 2 - J and G Circle, 4.1 4 - Twin Spin,
3 WHEELS 4.2 4 - Push-up,
2.1 3 - Down - ?  Knee bend, 4.3 4 - Frog, a.k.a. 4 - Donkey Kick
2.2 3 - Criss Cross by middle jumper, 4.4 4 - Twins Formation, a.k.a. 4 - Side Swing
2.3 3 - Criss Cross by outside jumpers, 4.5 4 - Nagem,
2.5 3 - Full Turn by inside jumper, 4.6 4 - Backward MCLL,
2.6 3 - Single Switch, a.k.a. 3 - Swap Places 4.7 4 - MCLL Switch,
2.7 3 - Backward Jump, 4.8 4 - MAST Switch,
2.8 3 - 3 Wheel Drop, a.k.a. 3 into 2 Wheel 4.9 4 - GIG Switch,
2.9 3 - Twins Formation, 4.10 4 - Leap Frog,
2.10 3 - Twins Formation, 3 - Side Swing 4.11 4 - Crossing Toad,
2.11 3 - Cricle Switch, 4.12 4 - Crossing A.S.,
2.12 3 - Double Switch*** , 4.13 4 - Crossing C.L.,
2.13 3 - Triple Spin, 4.14 4 - Crossing E.B.,
4 WHEELS 4.15 4 - Crossing T.S.,
2.1 4 - Criss Cross by all jumpers, 4.16 4 - The Mess,
2.2 4 - Switch handles, 4.17 4 - B.L.J.R. , Pronounced: 'Buljer'
2.3 4 - Single Switch, a.k.a. 4 - Swap Places
2.4 4 - Circle Switch,
2.5 4 - Double Switch,
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Double Dutch Speed relay 4X45 secs. 
 
Section 1. Time limit 

A 4 x 45 seconds. 
B The 180 seconds (three minutes) time limit runs continuously with no stops or breaks between 

the skippers.  
  

Section 2. The Call out 
"Judges ready? Skippers, ready? Set. Go. 15. 30. Switch. 15. 30. Switch. 15. 30.  Switch. 15. 30. Stop.". 

  
Section 3. Goal 

To complete as many jumps as possible within the time limit.  
 
Section 4. Execution Requirements 

A The Speed Step must be used. 
B Procedure 

1. A and B turn for C, who is facing B. 
2. A and C turn for D, who is facing A. 
3. D and C turn for B, who is facing C. 
4.   D and B turn for A, who is facing D. 

C Changing Skippers / The Switch: 
  

The first skipper completes as many jumps as possible in the first 45 seconds. At the 45 second mark, the 
command "Switch" is called out by the timer. 
The first skipper exits the ropes and the second skipper must not enter the ropes until after the call of 
"Switch" and after the new turner has taken over the ropes completely. 
The same procedure is valid for each switch. Each false switch (i.e. entering before switch and/or entering 
before new turner is turning completely independent of old turner) results in a reduction of 5 points.  
There is no break in timing for the switch to be made. 
 When "Switch" is called the counting is stopped until the next skipper begins with their right foot hitting the 
floor and the rope passing under the right foot cleanly. 
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DEFINITIONS 
Creativity  Is the way the skills fit together, the flow of the skills, and the inclusion of new skills and 
combinations, but also movement on floor, fancy feet, speed changes, rope direction changes, starting and 
ending of the routine. 
Degree of Difficulty  The number and difficulty (whether they are beginning, intermediate or advanced) 
of skills is taken into account when scoring freestyle. The more skills of greater difficulty completed and 
executed correctly in the time limit, the higher the score. Sometimes referred to as density of skills. 
Double Under  In one jump the rope passes under the feet of the skipper two times before the skipper's 
feet touch the ground for the next jump. It is one double revolution of the rope each jump. 
False Start   When a jumper / turner starts to turn or move the rope(s) before the signal GO in speed 
skipping or power skipping, a false start will be recorded and a deduction of ( -5 ) points will be made to 
the jumper(s) final score. 
False Switch  When a skipper enters the ropes or starts skipping before the call of SWITCH. In double 
dutch pairs speed, the second skipper must not enter the ropes until the first skipper has left. In single rope 
speed relay or double unders relay the second, third or fourth skippers must not start before the call of 
switch. If a jumper commits a FALSE SWITCH there will be a ( - 5 ) point deduction made to the jumper 
(s) score. 
Major Miss   When the rope is caught on a body part for two seconds or longer, or when the rope is 
completely stopped. 
Some examples would be dropping one or both handles of the rope, wrapping the rope so it becomes 
completely tangled around an ankle, or around the competitor's neck. There is a deduction of 1.0 point for 
each major miss.  
Minor Miss   When the rope is caught on a body part and is momentarily slowed down, but the jumper is 
still able to keep the rope going through its proper motion with only a split second delay. There is a 
deduction of 0.5 point for each minor miss..  Some examples would be catching a rope momentarily on a 
foot, arm, or perhaps contacting the person's hair. 
Note a save with no time lost there will be no penalty 
Proper Step  The official speed skipping step is a running step or alternating feet (Single Bouncing) with 
every turn of the rope means right or left foot passing over the rope cleanly. Every time the right foot hits 
the ground one jump is counted. Jumps are not counted if skipping is improper.  
Space Violation  A penalty for stepping out of or placing a foot out of the competition area, having the 
rope pass beyond the boundary at any time during the routine. This is a ( -0.5) point deduction. 
Switch   A term used to indicate to one skipper that their time is up and they must stop skipping and the 
next skipper begins skipping. 
Team Freestyle  A style of Freestyle jumping that requires four individual jumpers using single ropes and 
who tend to jump using a style know as precision  jumping. They jump the same way at the same time but 
may include scoops, wheels and other styles to choreograph their routine to music in much the same way 
as a Single Freestyle jumper or Pairs Freestyle jumpers do. 
Technical Merit  Jumper exhibits correct technique for those tricks chosen to be included as part of 
routine power and strength, acrobatic movements, body inversions, and smooth flow. 
Time Violation  A penalty for failing to complete a routine in the designated time. This is a ( - 0.5) point 
deduction 
Triple Under  In one jump the rope passes under the feet of the skipper three times before the skipper's 
feet touch the ground for the next jump. It is one triple revolution of the rope for each jump. 
Dynamic Interaction:  Often chaotic interaction between two or more persons in a freestyle routine with 
ropes and persons interacting dynamically in a way that does not constitute a particular skill, buy shows a 
high degree of creativity and personal space awareness between the participants.  
 
 
    


