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General 
These Skipping Australia 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.  Skipping 
Australia 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  
May 14-15 QLD Open Beenleigh Arena 
TBA NSW Open TBA 
 Sept 24-25 National Titles AIS Canberra 

 
Location of Competitions 

Club Championships:  Each Club can determine when and where its own competitions 
are held and can decide who and how many it sends to the State Championships 
State Championships: Clubs can decide 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 Skipping Australia to alternate the championships between member States, 
depending on the nature of the bid and the agreement between the states/clubs. 

 
Judges Levels 

Judges must be a member of Skipping Australia and must have completed the written and 
practical tests.  The levels are: 
Level 1 Difficulty Judge 
Level 2 Elements Judge 
Level 3  Presentation Judge 
Level 4  Speed Counter 
Level 5 Head Judge Mistakes  
  
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 Skipping 
Australia has adopted the code of conduct outlined by the Australian Sports Commission.  
 

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.skippingaustralia.org.au 
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Appeals 

A three person Appeals Committee will be appointed by Skipping Australia for any 
Championship, chaired by the President and two other committee members. Only one 
official from each club may make appeals.  

1. Appeals will be accepted for speed scores only when official video evidence is 
available as provided by Skipping Australia.  

2. Appeals for freestyle will only be accepted for Tabulation errors.  
3. Appeals for disruption of audio, will only be determined by audio equipment 

operators. This includes jumping, volume levels, distortion or any other audio 
malfunction. The skipper must complete the routine regardless of audio 
quality until a decision is made by the audio controllers to stop the music. If 
incorrect song is played skipper must sit down immediately and not continue 
on with routine.  

4. Video evidence for 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.  

5.  An appeal may also be made to have a re-skip in either a speed or freestyle event 
only if a rope or handle 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.  

 
 

Drugs 
Skipping Australia 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 Skipping Australia, all competitors must compete in the approved 
Club or State uniform as determined by the appropriate committee 

 
 
 
 
Eligibility to compete at Competitions 

All competitors and all judges must be fully paid up members of Skipping Australia. 
Membership for 2011 is set at $30 per competitor 
Judges and officials receive membership at no charge. State Associations are defined as 
being a collection of clubs registered with the State Association or with Skipping Australia 
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 Skipping Australia 
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.  
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Teams:  
State & National: Clubs can nominate up to three teams in each age division. 
Teams  will only be accepted if each club provides 1 speed judge and 1 freestyle judge 
per team. That may be the same one person. 
Pairs Division : New for 2011 is the Pairs Competition. Those skippers competing in pairs 
may not also compete in a full team. They are still eligible to compete in masters. Pairs can 
only consist of two people. (no specialists or reserves)  
World’s: Eligibility depends on criteria set by the International Rope Skipping Federation. 
NOTE: Clubs with qualified teams for World Championships 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/gender group based on ranking order of the 2 speed events 
will go through to compete in the freestyle. National Competition only. States to decide 
own qualifying numbers. Individuals will only be accepted if each club provides 1 judge and 
2 officials per 5 skippers. 
In addition, the freestyle winner in each age group and gender at the previous State titles is 
eligible to enter the freestyle event without qualification. This must be submitted by the 
State Organisation before close of entry date for National Championships 
World’s: Eligibility depends on criteria set by the International Rope Skipping Federation. 
For the National Championships Any club intending to attend the 2012 World 
Championships may nominate one individual per age group (12-14 & 15+) to compete in 
the freestyle without having to qualify through speed. This person can be nominated before 
the start but on the day of competition. This rule only applies on a qualifying year  

 
Awards 
Masters Competition 

Event Medals will be awarded in each event down to third place described in the following 
pages per age group and gender.  
Overall National medals awarded to overall winner in each age group and gender down to 
third place. 
 

Teams Competition 
To qualify as a competition there must be 5 teams in the same age group and gender. 
Event Medals will be awarded per event down to third place. Note only the skippers in 
each event are eligible for that event medal. Eg In Single rope pairs only two skippers to 
receive medal, In Single Rope four person only four skippers to receive medal etc etc 
Overall National medals awarded to overall winner in each age group and gender down to 
third place. Entire team (max of five) to receive these medals. 
 
If less than 5 teams in an age and gender group then female and mixed teams compete 
together.  
 
 

Pairs Competition 
To qualify as a competition there must be 5 pairs in the same age group. 
Event Medals will be awarded per event down to third place.  
Overall National medals awarded to overall winner in each age group down to third place.  
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GRAND MASTERS RULES  
 
Individuals: 

Each individual can only participate in one age division. 
Age determined by age at December 31st in year of competition 

 
Floor area:  

Freestyle: 12 by 12 metres to inside tape (on the tape with body is out)  
Speed/Power: 5m x 5m Also 1m x 1m box allocated next to speed floor for one coach or 
assistant to support skipper. No more than one person allowed in this area during any event 

 
Events 

1. Single Rope 30 sec Speed (all age groups) 
The skipper completes a 30-second speed event using an alternating step. Only the right 
foot is counted. 
2. Single Rope 3 min Endurance (11,12,13,14 & 15+ & 11-14 Male) 
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 & 10&U Male) 
The skipper completes a 1 minute speed event using an alternating step. Only the right 
foot is counted. 
3. Consecutive Triple Unders  (15+ Only)  
The skipper is to complete as many triples in a row without interruption. If less than 30 
triples then skipper may opt for second attempt which will then become final score. 
This event is optional only and does not count towards overall ranking 
4. Single Rope Singles Freestyle  
This is a single rope event for one skipper.  It is judged on the Difficulty, Presentation, and 
mistakes. The routine must be at least 60 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 Gender 
8&U, 9,10 √ √ 1 min Female 
11,12,13,14 √ √ 3 min Female 
15+ √ √ 3 min Female 
10&U √ √ 1 min Male 
11-14 √ √ 3 min Male 
15+ √ √ 3 min Male 
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Scoring System: 

Competitors are ranked in each of 3 events and points awarded according to rank. 1st 
place receives 1 point and second place receives two points etc etc. Lowest overall total is 
the overall winner. 
In freestyle both the difficulty and presentation score are ranked with the average of these 
two scores giving the overall ranking position. Eg 1st in difficulty and 4th in Presentation 
would equal 5 points. 2nd in Difficulty and 2nd in Presentation would equal 4 points therefore 
finishing higher than first example.  

 
Notes on Scoring System 
 

All speed events are ranked in 1 point increments. Eg 1st = 1 point, 2nd = 2 points 
Freestyle event for Masters ranked in 2 point increments. Eg 1st = 1 point, 2nd = 3 points 
Ties receive equal points for that position. Next ranked skipper receives points based on 
their finishing position. Eg tie for 2nd between three skippers in 30 second speed. All three 
skippers would receive 2 points. The next finisher would receive 5 points for being 5th 
placed skipper. 
 
In event of an overall tie for ranking system then scores recalculated using raw score 
method. 
Raw score calculated as follows 
30 Sec Speed x 5 
1 Min Speed x 3 
3 Min Speed x 1 
Freestyle (out of 10) x 100 

 
Awards: 

1. Medals: Event medals for top 3 place getters for the 3 individual events for male and 
female in each age division 
Overall Championship medal for overall Male and Female top 3 place getters in each age 
group 
 
2. Tie in individual speed events: duplicate medals awarded. Tie in freestyle event then 
overall raw score of freestyle event decides winner. 
 
3. In calculating overall ranking only those competitor scores who compete in all three 
events will be included. 
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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 with body is out)  

Speed/Power: 5m x 5m Also 1m x 1m box allocated next to speed floor for one coach or assistant 
to support skipper. No more than one person allowed in this area during any event 

 
Events – general description:  

There are 6 events but not all age divisions do all of FISAC 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 2 min 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 2 min speed relay for 4 each skipping 30 sec using a Double Under jump.  
2. Double Dutch Speed Relay (DDS4) (11-12, 12-14, 15-17 & 15+ 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,) 
This is a two minute speed relay with 2 turners and 2 jumpers where the 2 jumpers each 
skip for 60 seconds using an alternating/jogging step.  
Note. Two adult turners allowed for 8&U teams. One adult turner allowed for 9-10 teams   
3. Double Dutch Singles Freestyle (DDF3) (All except 8&U) 
This is a double dutch freestyle event for a 3 member team from 60 to 75 seconds.. 
They are judged on Difficulty, Presentation and Mistakes. 
4. Single Rope Pairs Freestyle (SRF2) (11-12, 12-14, 15-17 & 15+ teams only)  
This is a single rope freestyle event in which 2 skippers complete a synchronized routine 
from 60 to 75 seconds.  
5. Single Rope Fours Freestyle (SRF4) (All age groups) 
This is a single rope freestyle event in which 4 skippers complete a synchronized routine 
from 60 to 75 seconds.  
It is judged on the Difficulty, Presentation and Mistakes  
6. Double Dutch Pairs Freestyle (DDF4) (12-14, 15-17 & 15+ teams only) 
This is a double dutch freestyle event for a 4 member team skipping from 60 to 75 
seconds. It is judged on the Difficulty, Presentation and Mistakes. 
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Events - age divisions and gender:  
Ages are as at Dec 31st in year of championships and determined by age of oldest skipper.   
 

 SRS4 SRD4 SRSD4 DDS2 DDS4 SRF2 SRF4 DDF3 DDF4 

8 & <  !  !  X !  2 older turners X X !  X X 

9 - 10 X X !  !  1 older turner X X !  !  X 

11 – 12 X X !  X !  !  !  !  X 

12 - 14 X X !  X !  !  !  !  !  

15 –17  X X !  X !  !  !  !  !  

15+ X X !  X !  !  !  !  !  

          

 
Teams Scoring System 
 

As in Masters all teams are ranked for each event and the same scoring system applies. 
All Speed events are ranked in increments of 1 point 
All Freestyle events ranked in increments of 1 point but in two areas. Difficulty and 
Presentation. 
Tie in Overall then raw score calculation used to break tie. All event scores multiplied as 
follows to obtain raw score 
SR speed relay X 3 
DD speed relay X 2 
All freestyle final score (out of 10) x 50 
Exceptions as follows 
In 8&U all speed scores are only x 1  
In 9-10 all speed scores are only x 2 
Add all scores together to get overall raw score 
 

Awards 
 
Medals: Event medals for top 3 place getters for each event in each age division. If less 
than 5 teams in an age division then medals awarded for overall Double Dutch and Overall 
Single Rope team winners. Event medals only awarded to those team members in that 
event. Eg Double Dutch single only 3 medals awarded. 
Overall Championship medal for overall top 3 place getters in each age group. This medal 
is awarded to all participants (max 5) in the team. 
Tie in speed events duplicate medals awarded 
Tie in Freestyle events then highest raw score determines winner 
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Pairs Rules  
 
Team Members 

Each team consists of two members with the age of the eldest skipper determining the age 
group. No separate division based on gender 

 
Floor area:  
         Freestyle: 12 by 12 metres to inside tape (on the tape with body is out)  

Speed/Power: 5m x 5m Also 1m x 1m box allocated next to speed floor for one coach or assistant 
to support skipper. No more than one person allowed in this area during any event 

 
Events – general description:  

There are 3 events  
1. Single Rope Speed Relay (SRS2)  
This is a one-minute speed relay for 2 with each skipping 30 sec using an 
alternating/jogging step. 
2. Single Rope Double Under Relay (SRD2)  
This is a 2 min speed relay for 2 each skipping 30 sec using a Double Under jump.  
3. Single Rope Pairs Freestyle (SRF2)  
This is a single rope freestyle event in which 2 skippers complete a synchronized routine 
form 60- 75 seconds.  
 

 
 Age divisions :  
Ages are as at Dec 31st in year of championships and determined by age of oldest skipper.    
 
There are three age divisions. 10&U, 11-14 and 15+ 
 
Pairs Scoring System 
 

As in Masters all teams are ranked for each event and the same scoring system applies. 
All Speed events are ranked in increments of 1 point 
Freestyle events ranked in increments of 2 points  
Tie in Overall then raw score calculation used to break tie. All event scores multiplied as 
follows to obtain raw score 
SR speed relay X 2 
DU speed relay X 2 
Freestyle final score (out of 10) x 50 
Add all scores together to get overall raw score 
 

Awards 
 
Medals: Event medals for top 3 place getters for each event in each age division.  
Overall Championship medal for overall pairs top 3 place getters in each age group. 
Tie in speed events duplicate medals awarded 
Tie in Freestyle events then highest raw score determines winner 
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Judging for Speed and Power  
Counting 

For speed, the right foot only is counted. For multi unders both feet are counted.  Only If 
the rope or handle breaks may the skipper/team do the event again after an appropriate 
time.  

Judging Criteria 
There will be 3 counters with the two closest scores averaged. 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 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  
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   

 

 

Judging for Freestyle  
Timing:  

The time starts when either the music begins or the athlete or rope moves.  60 to 75 secs 
is allowed.  The timer will ring a bell at the end of 75secs.  Any skipping afterwards will 
incur a penalty equal to a major mistake and no skills will be counted for difficulty or 
creativity after 75seconds. 
 

Other Violations (Counted by the Head Judges) 
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: (0.25 deduction) Part of body is on or outside the taped line.  
Mistakes A mistake is only considered when the rope has been impeded and briefly 
stopped. Brushing against the body etc but still continuing is not a mistake. A rope release 
caught on the rope and not handle is also not a mistake but should be noted in form of 
rope in presentation. An end pose where the rope does not go under the foot etc is also 
not a mistake but is noted in presentation. A dropped handle recovered in less than 2 
seconds is a minor mistake. 
Minor mistake less than 2 secs (0.5 deduction out of a total score of 20) 
Major mistake more than 2 secs (1.0 deduction out of a total score of 20) 
Half of all deductions subtracted from difficulty and half from total Presentation  
Difficulty and Presentation score out of Maximum of 10 for each. 

 
Judging Criteria 

Presentation judge (35%) , Elements Judge (15%) and Difficulty Judge (50%)  
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Overall Presentation incl Elements (50%) 
 
Presentation - Single Rope Masters & Teams (35%) 

The presentation judge looks for 
- use of music (on the beat and using accents) 
- movement (spatial and positional) 
- form of the body and execution 
- impression: entertainment value, originality, spectacular 

 
 

A. Use of music (15%) 
Half of the points for ‘Use of Music’ can be won by jumping to the beat of the music. 
0  they did not jump on the beat 
2 - 4   sometimes on the beat of the music 
5 - 7  most of the times on the beat of the music 
8 - 10 almost all the time on the music 
Half of the points for ‘Use of Music’ can be won by using the accents in the music. This can be done by doing 
a special move on a special moment in the music, a triple or double bounce that nicely fits to the music,… 
0  they did not use the music 
2 - 4     they used the music a few times (1 to 5 times) 
5 - 7  they used the music several times (6 tot 9 times) 
8 – 10 they used the music a lot (more than 10 times) 
Note. Ending on time with music is an accent. 
 

B. Movement (5%) 
The points for ‘Movement’ can be won by using the whole field while performing skills. Moving across the 
floor without performing skills is not to be considered as a movement. With teams movement is defined by 
formations and time spent moving. 
0  they did not move 
2 - 4   some movement but many skills done in the same spot 
5 – 7  Lots of movement while performing skills. Many formations in teams 
8 – 10 Moving around while performing skills the whole time  
 
Note: Poor movement includes performing all skills on the spot or simply jogging from corner to corner 
without performing either skills or gymnastic moves when moving. 
 

C. Form of the body and execution (5%) 
Points for ‘Form of the body and execution’ can be won by jumping each skill with good form. Look for badly 
performed cartwheels, frogs, push-ups, triples, 
0 – 2   many skills performed with bad form and no focus on audience 
3 – 5   several skills were performed with bad form and routine looks “difficult” 
6 – 8  A few skills performed with bad form but routine mostly looks “easy” 
9 – 10  all skills were performed with good form 
 
Note: Examples of poor skill execution is rope release caught on rope not handle, end pose not executed 
perfectly, heavy landing in multiple under skills, rope catching on body parts without stopping etc.. 
    

D. Impression (10%) 
What was the overall impression of the routine? Did the routine keep you engaged? Did you see a lot of 

creative and artistic skills? Were there any special, original or unique moves? Was the routine spectacular 
or stunning? Was the audience entertained? Would you keep watching this routine if you didn’t have to?  

0 – 2   Nothing Spectacular. Basic Routine 
2 – 4  Sometimes entertaining in patches 
4 – 6  Mostly entertaining.  
6 – 8  Very well performed and entertaining routine. Well choreographed 
8 – 10 Amazing display of skipping skills. Many WOW moments. Completely Entertaining 
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Elements Checklist – Single Rope Masters & Teams (15%) 

The Elements judge looks for 
- required elements (wraps, releases, gymnastics, direction changes, crosses, multiples) 
The Elements score is added to the Presentation score to get the Overall Presentation score which is used      
for ranking each skipper/team. 
 
 

Crosses 
Maximum score gained from completing 4 sets of clearly separated cross combinations. Each combination 
minimum of 4 Skills. Can be in single bounce or multiple  (4 points) 
 

Multiples 
Maximum score gained from completing 4 sets of multiples with at least 4 skills in each  
combination (4 points) 
 

Wraps 
Maximum score from completing 3 wraps  (3 points) 
 

Releases 
Maximum score from completing 4 Rope Releases  (4 points) 

Gymnastics 
Maximum score from completing 4 different gymnastics skills (4 points) 

Power Skills 
Maximum Score from completing 6 different Power skills  (6 points) 

Backwards Skills 
Maximum Score from completing 3 sets of skills backwards with at least 4 skills per set.  (3 points) 

TEAMS ONLY Interactions 
Maximum Score from completing 6 different interactive skills  (6 points) 

 
The total amount of points (max for single is 28 and for pairs 34) is recalculated to 15% of the total score of the 

freestyle. 

 

 

There are two groups of Elements Judges.  

Group One group will do Crosses, Multiples, Wraps, Releases and Power SKills 

 

Group two will do Gymnastics, Backwards, Mistakes and Interactions for Teams 
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Presentation - Double Dutch (35%) 

The presentation judge looks for 

- use of music (on the beat and using accents) 
- movement 
- form of the body and rope 
- Interaction between skippers 
- impression: entertainment value, originality, spectacular, 

 

A. Use of music (15%) 
Half of the points for ‘Use of Music’ can be won by jumping to the beat of the music. 
0   they did not jump on the beat 
2 - 4   sometimes on the beat of the music 
5 - 7   most of the times on the beat of the music 
8 - 10  almost all the time on the music 
 
Half of the points for ‘Use of Music’ can be won by using the accents in the music. This can be done by doing 
a special move on a special moment in the music, a triple or double bounce that nicely fits to the music,… 
0  they did not use the music 
2 - 4     they used the music a few times (1 to 5 times) 
5 - 7  they used the music several times (6 tot 9 times) 
8 – 10 they used the music a lot (more than 10 times) 
 

B.  Movement (2.5%) 
Points for ‘Interaction & Movement’ can be won by moving all the time while performing skills.  
0   they did not move  (all skills performed on the spot) 
2 - 4    moving from time to time (at least 3-5 dynamic movements) 
5 – 7   moving a lot  (at least 6-8 dynamic movement) 
8 – 10  moving almost all the time  (8-10 Dynamic movements) 
Note: Dynamic movement includes moving speed dance, moving for gymnastics, Chinese wheels with 
movement and switching.  
 

C. Form of the body and ropes (5%) 
The points for ‘Form of the body and ropes’ can be won by jumping each skill with good form and the arc of 
the rope maintaining good form. Look for badly performed cartwheels, frogs and messy rope turning. 
0 – 2   routine poorly performed 
2 – 4   several skills were performed with bad form 
5 – 7   some skills were performed with bad form 
8 – 10  all skills were performed with good form 
 

D. Interaction (5%) 
Is the routine made up of each jumper just doing a few individual skills or is there interaction between the 
skippers? Interaction can be all the skippers doing fancy feet, easy or complicated switches,giant wheel, 
turners interacting with skippers, subway,... 

 
   0    the skippers did not interact 
 2 – 4   there was a small amount of interaction between the skippers  
 5 – 7    there were several interactions between the skippers 

8 – 10   there were several complicated interactions between the skippers 
 

E. Impression (7.5%) 
What was the overall impression of the routine? Did the routine keep you engaged? Did you see a lot of 

creative and artistic skills? Were there any special, original or unique moves? Was the routine spectacular 
or stunning? Was the audience entertained? Would you keep watching this routine if you didn’t have to?  

          0 – 2   Nothing Spectacular. Basic Routine 
2 – 4  Sometimes entertaining in patches 
4 – 6  Mostly entertaining.  
6 – 8  Very well performed and entertaining routine. Well choreographed 
8 – 10 Amazing display of skipping skills. Many WOW moments. Completely Entertaining 
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Elements Checklist- Double Dutch (15%) 

 
The Element judge looks for 
- required elements (power skills, gymnastics, combinations, turning skills mistakes) 
 

Power Combinations 
 
Maximum score gained from completing 2 combinations of at least 4 consecutive power skills in each  
combination set. (4 points) 
. 

Power Skills 
 Maximum score gained from completing 4 power skills of a high level eg one handed skills or double under 
push ups or double footed mulekick etc. Does not include basic pushup and mulekicks (4 points) 

 

Gymnastics  
     Maximum score is gained from completing 5 different gymnastics skills (5 Points) 

Turning Skills 
Maximum score is gained from the turners completing 10 skills with turner involvement through restricted 
body position or multiples (2.5 points) 

 
 

Turning skills while jumping  
Maximum score is gained by completing 5 turning skills while jumping. Eg jumping in wheel and turning whilst 
performing skills and jump through whilst turning double dutch (2.5 points) 
 
 

         The total amount of points (max 18) is recalculated to 15% of the total score of the freestyle. 
 
 
There are two groups of Elements Judges.  

Group One group will do Combos, Power Skills, and all turning skills 

 

Group two will do Gymnastics, and Mistakes 
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Difficulty (50%)  
 
Determining the level of a Single Rope skill .  

A repeated skill will not be accredited unless it is in a second and different cross combination. Credit will also 
be given to skills from cross combinations that are done separately. 

1. JUDGING CROSSES. 
A. The basic criss cross is a level 1 skill.   

 
B. Any cross with one or both arms under the leg or behind the back is level 2. For example  toad, E.B., 
A.S., C.L., inverse toad, elephant toad, weave, inverse weave, T.S., K.N., caboose cross, crougar and 
caboose. 

 
C. A backwards cross with both arms behind the back such as A.S., C.L. or TS is level 3 as is a T-cross or 
any jump with a squeezed handle. 

 
D. As some crosses such as the caboose cross, inverse T-toad and the T-toad are extremely difficult to 
jump out of forwards, the exit from these skills is credited as Level 3 
 
E. Transition jumps such as changing from one cross under one leg and then switching to a cross under 
the other leg within one rotation of the rope is a level 4 skill.  For example, an inverse toad with the right leg 
up to a regular toad with the left leg up, crougar left to crougar right and toad left to toad right. 

   
F. A cross-cross combination increases the difficulty by one level such  as toad (Left arm in front) to 
elephant (Right arm in front) is level 2-3, TS (Left arm in front) to AS (Right arm in front) is 2-3. A 
combination is only considerd a cross-cross if the rope is not jumped in a basic jump between both 
crosses, such as toad to AS which is 2-2. Rules in this paragraph do not apply to a criss-cross. 

 
G. A cross cross of the same skill increases the difficulty by 2 levels unless the cross is a level 1 cross. 
Examples of the same skill increasing by 2 are forwards TS-TS, AS-AS, CL-CL, elephant-elephant are all 
level 2- 4 and a backwards TS-TS, AS-AS, CL-CL are all level 3 - 5.   
 

2. JUDGING MULTIPLE UNDERS 
A. A multiple under is when a rope rotates more than once around the skippers body and the skippers feet 
do not touch the floor until the last rotation is completed. The jumper has to jump over the last rotation. If 
the multiple under begins with a side swing the skipper’s feet must be off the floor immediately after the 
rope touches the floor during the first side swing. If not, the level of the multiple will decrease by one. 

 
B. A basic double under is level 1, a triple under is a level 2 and a quadruple under is a level 3 skill.   

 
C. The only Level 1 skill that can increase the difficulty level of a multi under is the criss-cross and any 
multiple under that contains a criss-cross will have the difficulty level increased by one  

 
D. Landing a multi under in a level 2 skill increases difficulty level by one, landing in a level 3 skill increases 
the difficulty level by 2 and landing in a level 4 skill increases the difficulty level by 3. 

 
E. If a level 2 skill is fully completed while doing a multiple  then the difficulty level of the multiple under 
increases by 2. If a level 3 skill is fully completed while doing a multiple  then the difficulty level of the 
multiple under increases by 3. 

 
F. If a multiple under is done with a full rotation along the vertical axis then one level is added to the 
multiple under. 

 
G. If any of the points from C to E above are combined into one multiple, the skill level is determined by 
adding to the level of the multi under either A, B, C, or D, with advantage to the skipper and not by adding 
the multi under and all the points above.    
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3. JUDGING GYMNASTICS AND POWER SKILLS 
 

A. Any gymnastics moves when the rope does not go around the skipper’s body will be judged as a level 1.   
 

B. The difficulty of the rope movement will be increased by at least one level when it is performed during a 
gymnastic or power skill because the body is in or goes into or comes out of a restricted position such as a 

power or gymnastic skill.  
 

  C. One level is added to the rope movement for coming out of a push-up, frog, split, crabs, or doing a 
cartwheel, round-off, roll or similar moves, if the rope is jumped. For example coming out of a regular frog is 
level 2,  a frog to CL is level 3 . 

Two levels are added to the rope movement for going into a push-up, frog, split, crabs,… if the rope is 
jumped. For example a double under frog is level 3, a triple under split is level 4, a TS double into push-up 
is level 5, AS into push-up is level 4,... Another level is added if going immediately into an inverted position 

of the body (ex. AS into frog is level 5) 
 

 D. Two levels are added to the rope movement  for coming out of a one handed push-up, one handed 
frog,, front flip, back flip or similar moves. For example, coming out of a one handed frog is level 3, a front 

flip is level 3. 
Three levels are added for going into a one handed push-up, one handed frog. For example: going to 
double under one handed push is level 4, a double under with cross falling into one handed push-up is 

level 5. 
Coming out of a power backwards, with the rope initially in front, adds three levels to the rope movement. 
Example: coming out of push-up backwards is level 4, backwards kamikaze is level 5, coming out of frog 

backwards into push-up is level 5 
 

E. Three levels are added to the rope movement for fully completed aerials. For example a normal back 
tuck is level 4 but a back tug with a double under including  cross would be level 5. 

 
F. Going from one restricted position of the body immediately to a similar or another restricted position will 
increase the difficulty level of the rope movement by two extra levels. For example a regular kamikaze is 
level 4 but doing both skills on one hand increases the level by one level again ie starting and ending a 

kamikaze on one hand would be level 5. 

4. JUDGING ROPE RELEASES 
             A. Level 2  

The skipper catches one handle of the rope which is moving across the floor or around a body part.  
The skipper catches one handle of the rope which is moving through the air in an incomplete revolution 
 
B. Level 3 
After the rope completes a revolution in the air the skipper catches one handle of the rope as it is moving 
through the air.  
The skipper simultaneously catches the two handles of the rope but the rope does not complete a full 
revolution in the air.  

 
C. Level 4  
The skipper catches the two handles of the rope which are moving through the air, after the rope has made 
a complete revolution in the air.  
The skipper catches one handle of the rope as it is moving through the air with one hand in a restricted 
position such as under the leg or behind the back after the rope has made a complete revolution in the air 
Whilst in the air the skipper catches a handle of the rope which is moving through the air and brings the 
rope under the body before landing. 

 
D. Level 5 
After the rope makes a complete revolution in the air the skipper simultaneously catches both handles of 
the rope as it is moving through the air but with one hand in a restricted position such as under the leg or 
behind the back. 
After the rope has completed one revolution in the air the skipper catches one handle with the body already 
in a restricted position that limits the movement of the hands such as in a frog or an aerial.  
Every release even more complicated is a level 5 skill. 
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5. JUDGING PAIRS INTERACTION 

The difficulty level of the single rope skill that is being performed in the pairs interaction is increased by one 
level. For example a traveller with cross is a level 2 skill, a traveller with a push-up is a level 3 skill and a 
traveller with a double under toad is a level 4 skill. 

The degree of difficulty of the pairs interaction is only as difficult as the single rope skill being performed at 
the time if one of the skippers is not jumping the rope AND the handle held by the skipper that does not jump 
is not in a limited position. 

 
DIFFICULTY 50%  

Double Dutch 
 
Determining the level of a Double Dutch “Snapshot” 
Section 1 The Snapshot 

Each and every time a new skill is performed, credit is given simultaneously to both the difficulty of the skill 
and the difficulty of the turning. In other words, a snapshot is the skills the skippers or those not holding a 
rope and the turners or those holding two ropes are doing at that particular moment and each different skill 
results in a new snapshot. The level of difficulty of the snapshot is the sum of the turner and the skipper 
difficulty levels. 

Section 2 Scoring the Turning 

There are only two different ways of turning ropes that will be counted by the Difficulty Judges 

(A) Skills performed when the ropes are turning in a different direction such as in normal Double Dutch, 
Irish Double Dutch or Snappers will be scored.   

(B) Skills performed when the ropes are turning in the same direction but with a phase difference of at least 
90 degrees such as in the middle of Chinese Wheel will be scored.  

(C) Skills done in a single Double Dutch rope ( = both ropes turn in same direction without phase 
difference) will not be scored.  

. D) A repeated jumper skill or repeated transition such as from a frog to push-up will only be scored a 
second time for difficulty if the turning was done in the other way of turning (see A and B for the 2 different 
ways of turning) for the repetition 

  

1. Double Dutch Single Freestyle 
(A) Level 1: Basic footwork, for example side straddle, forward straddle, and so on, excluding the basic 
jump or similar one-jump moves, which do not get credit.  

(B) Level 2: Going into or coming out of a special position of the body. Examples of this are: going into frog, 
going into push-up, exiting from a frog, going into a split, going into crab and so on. A regular push-up, a 
push-up with legs open, with one leg in the air, with crossed legs are all considered as the same skill. 

(C)Level 3: This is the transition from one special position of the body to a different special position of the 
body. Examples of these transitions are: the transition from frog to push-up, the transition from push-up to 
split, the transition from split to split, the transition from push-up to push-up.  
(D) However, exiting from a special body position does not become a level 3 skill, even if it is done after a 
combination of skills. 
 
(E) A gymnastic skill is judged differently. The level 2 gymnastics are skills such as a round-off and a roll. 
The level 3 skills or skills such as front flip, back flip, kip,... All arials are level 4.  
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2. Double Dutch Pairs Freestyle: 

(A) A team can only get credit for a skill if all skippers are actively involved. 
 
(B) Level 1: A team can be given a Level 1 score for a snapshot if  

both skippers perform the same level 1 skill                                                                 
both skippers perform different level 1 skills                                                                                                       
one person does a level 2 (or 3) jumping skill and the other does a level 1skill 

 
(C) Level 2: A team can be given a level 2 snapshot score if 

both skippers in the ropes perform the same level 2 skill                                                                                            
both skippers perform different level 2 skills in the ropes.                                                                                                   
one skipper does a level 3 jumping skill and the other skipper does a level 2 jumping skill                                                                                                                                                  

 
(D) Level 3: A team can be given a level 3 snapshot if 

both skippers perform the same level 3 skills in the ropes                                                                                           
both skippers perform different level 3 skills in the ropes  
 
All forms of ‘leap frog’ / ‘jumping on people’ are level 2. 
 
One level higher if physical contact but not helping each other due to this contact (ex: friend mule 
kick, sebi, mule kick on top of push-up,…). Only applicable if skills done by both jumpers are each 
at least level 2. 
 
Assisting a person (eg: throwing person into salto is level 3): one level lower than the skill itself. 
 
Going over or under each other while doing at least level 2 skill: plus one level (eg subway). 
 
Salto over a level 2 skill is level 4. 

 
3. Double Dutch Turning 

(A) The turners score one level if the rope that is jumped by the skipper(s) is turned with one restricted 
hand when it is jumped or immediately after the jump (eg. crougar).  

(B) The turners score two levels if the rope that is jumped by the skipper(s) is turned with two restricted 
hands when it is jumped or immediately after the jump (eg. crougar).  

(C) If a turner continues turning the rope in a restricted position, credit will only be given for the first time the 
rope is jumped in that restricted position and at that speed, ie single, double, triple, quadruple. 

(D)The turners get one level for turning a double, two levels for turning a triple or a quadruple, and three 
levels for turning faster than a quadruple under. 

(E) If a multiple is turned with restricted hands, the turners get additional credit for the restricted turning. 
The rope which is most restricted in the multiple determines the amount of extra levels because of the 
limitation while turning. 

(F) Landing in a skill whilst the turners are turning a triple or quadruple under increases the skill level by 2 
unless the skill is a level 1 skill. 

(G) Landing in a skill whilst the turners are turning more than a quadruple under increases the skill level by 
3 unless the skill is a level 1 skill. 

(H) The turners get one level for jumping the rope such as in jump through or Chinese wheel. If a turner  
continues jumping in the same manner without changing the restriction or speed, credit will only be given 
for the first time the rope is jumped by the turner.  
 
(I) If the turners restrict their hands while jumping the rope they get extra levels in addition to the extra level 
for jumping. Only the turner who jumps gets one (two) extra level(s) if one (two) of his hands are restricted 
when jumping the rope. Topic (C) is also applicable to Chinese Wheel. 
  

(J) A release which is caught is a level 3. A release caught in a restricted position is level 4. However, if the 
routine does not continue fluently after the catch, then the level of difficulty is decreased by one. 
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Scoring The Difficulty 
 

In Masters: 
For every level 2 skill one gets 3.5/(1.5*1.5*1.5) points with a max of 10 points. For every level 3 skill one gets 
3.5/(1.5*1.5) point with a maximum of 20 points. For every level 4 skill one gets 3.5/1.5 points with a maximum 
of 30. For every level 5 skill one gets 3.5 points. An excess of level 3 (4) skills can be converted into 1.5 level 2 
(3) skills for each level 3 (4) skill.   
 
In Single Rope Teams and Double Dutch 
For every level 2 skill one gets 4/(1.5*1.5*1.5) points with a max of 10 points. For every level 3 skill one gets 
4/(1.5*1.5) point with a maximum of 20 points. For every level 4 skill one gets 4/1.5 points with a maximum of 
30. For every level 5 skill one gets 4 points. An excess of level 3 (4) skills can be converted into 1.5 level 2 (3) 
skills for each level 3 (4) skill.   

 
Below are examples of what is required to achieve a certain score. Note this is only one combination and other 
combinations of skills may also score similar to those listed. 

 
Difficulty Table Master Single Rope Freestyle  (Approx Guide Only) 

Masters Freestyle Single Rope  
Skill-level 

Score 1   2 3 4 5 

1.0   10     
2.0    10 6     
3.0   10 13    
4.0    10 13 4   
5.0   10 13 8   
6.0    10 13 13  
7.0   10 12 13 3 
8.0    10 12 13 6 
9.0   10 13 12 9 

10.0    10 13 12 12 

 
Difficulty Table Team Single Rope & Double Dutch (Approx Guide Only) 

Team - Single Rope Freestyle 
Skill-level 

Score 1 2 3 4 5 

1.0  9     
2.0  9  5      
3.0  9 11    
4.0  9 11 4   
5.0  8 11 8   
6.0   9  10 12  
7.0  9 11 12 2 
8.0   9  10 12 5 
9.0  9 11 12 7 

10.0  9 10 12 10 
 
 

 
Note for 10 & U age groups same table is utilized but skill levels are all reduced by one 
level. Therefore level 1 skills are counted for juniors and take the place of level 2 skills 
and level 2 skills take the place of level 3 skills etc. etc  
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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 8 to 20 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 

 
All ages eligible in one division only. 
 

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 impact mistake has on the routine on a scale of 1 to 3 
Major mistake 3 point deduction eg 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 the rope 

 
Group Routine Score Sheet 

Element 
  

Presentation 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 
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Skills List With Difficulty Levels 
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   Single Rope Skills List for 2011 
 
LEVEL 1 LEVEL2 LEVEL3 LEVEL4 LEVEL5 
All Foot patterns 
Eg Can Can 
 
Cartwheel 
Round off 
1 hand 
cartwheel 
1hand round off 
Forwards roll 
Backwards roll 
Aerial 
Back Extension 
 
Fake Push Up 
Fake Mulekick 
 
DU Side Open 
Side X 
Texas 360 
180 ! turn  
Cross arms 
 
 
All skills above 
Done forwards 
Or backwards 

DU cross 
DU EB 
180 triple 
DU side cross 
EB toad 
EB inverse 
Triple Under 
360 DU side swing 
cross 
TU Side swing 
TU side open open 
TU side side open 
TS/CL 
AS/CL 
Switch X 
AS or CL weave 
CN cross 
KN cross 
Toad 
Crougar 
Inverse 
Elephant 
#     TS     
#      AS 
#     CL 
Mulekick 
Mulekick Cross 
Push up 
Push up Cross 
B/wards Push Up 
Crab 
Awesome Annie 
 

All above skills 
Can be done 
forwards or  
backwards  

 
# denotes up one 

level if done 
backwards 

 
 
 
 

Quadruple Open 
DU EB Toad 
DU EB Inverse 
DU Inverse 
Inverse Elephant 
DU Jomie 
DU TJ 
AS/TS with switch 
TS/AS with switch 
DU TS 
DU AS 
DU CL 
EK 
EK Cross 
EK Double under  
Triple Crazy Cross 
DU Switch X 
Backwards TS 
Backwards AS 
Backwards CL 
B/ward DU TS 
(landing in TS) 
B/wards DU CL 
(landing in CL) 
B/wards DU AS 
(landing in AS) 
Mulekick CL 
Mulekick TS 
Mulekick AS 
1 Handed Mulekick 
Push up AS 
Push up TS 
Push up CL 
DU Push Up 
DU Mulekick  
1 handed push up 
Crab with Cross 
Triple EB (landing in 
EB) 
 
T Cross 
TU side swing cross 
TU cross 
TU side open cross 
TU side cross open 
TU side cross cross 
TU cross Open 
T Toad 
T Toad Inverse 
Gym Skills 
Handspring 
Backflip 
Walkover  
Kip 
Back Walkover 
 

Triple Switch Cross 
Triple Inverse 
Triple EB Toad 
Triple EB Open 
Triple EB Inverse 
Triple Jomie 
Triple TJ 
DU T Toad 
TU T Cross 
Quad cross 
Quad EB (landing in EB) 
Quad Open cross 
Quad cross open 
Quad cross cross 
B/wards triple CL  
(landing in cl) 
B/wards triple AS  
(landing in as) 
B/wards triple TS 
 (landing in TS) 
B/ward DU TS Open 
B/wards DU CL Open 
B/wards DU AS Open 
Triple Switch X 
B/wards triple Switch X  
B/wards triple TJ 
B/wards triple Inverse 
B/wards triple Jomie 
B/wards triple elephant 
Triple TS 
Triple CL 
Triple AS  
BC full twist 
Crab with EB 
Caboose/Caboose 
Crougar/Crougar 
Elephant/Elephant 
B/wards ElephantSwitch 
AS/AS Switch 
CL/CL Switch 
TS/TS Switch 
1 hand Mulekick CL 
1 hand Mulekick AS 
Suicide 
Frontsault 
Backsault  
DU Cross land in Push Up 
Double Foot Mulekick 
TU Push Up 
Kamikaze 
AS Landing in Push Up 
TS Landing in Push Up 
Above Skills landing in 
Split and Crab also 
 
B/wards Mulekick 
B/wards Push Up 
Note.with rope starting in 
front  
 
 

B/wards TS switch 
B/wards AS switch 
B/wards CL switch 
Quad TJ 
Quad Jomie 
Quad Inverse 
B/wards triple CL Open 
B/wards quad CL 
B/wards triple AS Open 
B/wards quad AS 
B/wards triple TS Open 
B/wards quad TS 
B/wards quad TJ 
B/wards quad nverse  
B/wards quad Jomie 
B/wards quad elephant 
Frontsault with (EB, TS, 
DU) 
Backsault with (EB, TS, 
DU) 
 
All Quintuples 
 
TU T Toad 
 
Quad Switch X 
Quad EB Open 
 
DU TS TS 
DU AS AS 
DU CL CL 
AS Switch DU 
TS Switch DU 
CL Switch DU 
If switch is done in air 
 
Triple TJ land Split 
Triple TJ land Pushup 
 
1 handed Kamikaze 
Backwards Kamikaze 
AS (TS) landing in 
Mulekcik  
 
DU AS (TS) landing in 
Push Up 
Above skills landing in 
Split or Crab also. 
 
Backwards Mulekick  
landing in Push Up 
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Double Dutch Skills List for 2011 

 
 
 
 
 
 
 
 
 
 
 
 

Jumping Skills 
LEVEL 1  

Jumping Skills 
LEVEL 2  

Jumping Skills 
LEVEL 3  

Jumping Skills 
Level 4 

Foot patterns 
Spread eagle 
Double Under 
Irish Turning 
Pinwheel 
Double Dutch 
Changing places wheel 
Interlocker 
Leg Lift 
Pop-ups 
 
 
 
 
 
 

Round Off 
Mulekick 
Push up 
Crab 
Splits 
Mountain Climber  
Snappers  
Forward Roll 
Cart Wheel 
1 hand mulekick 
1 hand Push Up 
 
DD Pairs Skills 
 
Leap Frog 
 

Transition into second 
skill from special 
position as below 
Belchfrog 
Push up to mulekick 
Turntable push up 
Crab to push up 
Push up to crab 
Push Up to Push Up 
Splits to splits 
Push up to splits 
Backflip 
Handspring 
Kip 

Back Extension 
 

DD Pairs Skills 
 

Assisted Aerials 
Destroyer 
Wheelborrow Flip 
Sebi 
Friends Pushup 

 

Frontsault 
Backsault 
Suicide 
Aerial 
 
DD Pairs Skills 
 
Subway 
Sault over level 2 skill. 
Eg pushup 
 

Turning Skills 
LEVEL 1  

Turning Skills 
LEVEL 2  

Turning Skills 
LEVEL 3  

 
Double Under 
One Restricted position of 
turner. Eg Crougar 
Turning in Chinese Wheel 
Jump Through 

 
Triple Under 
Quadruple 
Two restricted positions of 
turners. Eg Both turners in cross 
or crougar. 
DU in Chinese Wheel 
One Restricted turner in Chinese 
Wheel 
DU with restricted position of 
one turner 

 
Higher than Quadruple 
Two Restricted turners in Chinese 
Wheel 
DU with restricted position of two 
turners or one turner in Chinese 
Wheel 
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NOTE. 
All turning skill levels are added to skill level of jumper to give total skill level. Only applies to level 2 
and higher jumping skills. Therefore level 2 turning with level 3 Jumping gives level 5 Skill. Level 5 is 
the highest awarded level for any one skill. 
 
ContÉ.  
All turning skills will only be awarded once unless speed (multiple under) or turning style (wheel) 
changes before going back into turning skill. This includes Chinese Wheel 
All skills can be as entries or inside ropes, but will only be counted once   
 
Jumping in Double Dutch or Irish is considered the same difficulty level. Skill done in double dutch and 
again in Irish will not be counted the second time as a different skill. 
The only time a skill may be repeated is if done in double dutch (or Irish), then again in chinese wheel 
and again in Double dutch but with turning in a multiple (double under or faster). A skill will also be 
counted again if done in a different transition eg split to push up and mulekick to push up would both be 
counted as level 2, level 3 for each skill combination. 
For Turner involvement skills only the first beats of the rope going into a turning position will be 
credited. Therefore the skill performed inside the ropes needs to occur at the same time as the turner/s 
going into their special position. All following skills performed in the same turner position will only be 
credited for the level of the skill performed inside the rope. A turner may come out of a certain position 
and go back into the same position provided a different skill is performed inside the ropes to gain full 
credit for both turner and jumper. Also turners may remain in the special position and increase the turning 
to a multiple and both the skill inside the ropes and the turner involvement will be credited again. This 
includes turning in restricted position as well as turning in Chinese Wheel or Jump Through by turners. 
 
 
 
 
 
 
 


