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OPEN 2026 - 2027 ALLSTAR PREP SCORING SYSTEM 

BUILDING DIFFICULTY 

#of 
Athletes 

Majority Most Max 

5-11 1 1 2 

12-15 1 2 3 

16-19 2 3 4 

20-23 3 4 5 

24-31 4 5 6 

0.0-0.2 
Stunts will be assessed according to their variety of elements and the complexity and combinations of the skills used throughout the 
routine. *Refer to Degree of Difficulty Chart for further breakdown of this booster. 

0.0 Skills did not show continuous movement, fluid connections or acceptable pace 

0.1 Skills executed at a moderate pace with continuous transitions in and out 

0.2 Skill executed at a quick/appropriate pace while showing seamless transitions in and out 

Not 
Shown Low Moderate High Specific Drivers 

0.0 1.0 -1.3 1.4 -1.7 1.8-2.0 Use of visual and creative elements in building skills/transitions 

0.0 1.0 -1.3 1.4 -1.7 1.8-2.0 Confident performance/entertainment value during building skills and transitions 

Points in addition to baseline score. 

Degree of Difficulty 

Pace & Flow 

BUILDING CHOREOGRAPHY/PRESENTATION - MAX POINTS: 4 

STUNT DIFFICULTY - MAX BASELINE POINTS: 7.6 
Stunt skills will only receive credit if they show control through the pop or transition to another skill. 

5.0 Stunts performed do not meet the requirements listed below 

6.0 Two (2) level appropriate skills performed by Majority 

6.6 Three (3) level appropriate skills performed by Majority 

6.8 Two (2) level appropriate skills performed by Most 

7.0 Three (3) level appropriate skills performed by Most 

7.2 One (1) elite skill performed by Most and One (1) level appropriate sill performed by Most 

7.4 One (1) elite skills performed by Most and Two (2) level appropriate skills performed by Most 

7.6 One (1) elite skills performed by Max and Two (2) level appropriate skills performed by Most 

*All Skills performed must be different-Repeated skills will not count toward Stunt Difficulty
Score. Skills must be synchronized or rippled in order to earn credit for Stunt Difficulty.

STUNT BASELINE BOOSTERS-MAX POINTS: 0.4 



o 
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updated 02-23-2026 2026 - 2027 ALLST AR PREP SCORING SYSTEM PYRAMID
DIFFICULTY IONSHIPS 

PYRAMID DIFFICULTY - MAX BASELINE POINTS: 7.2 
BUILDING QUANTITY CHART 

0.0 Pyramid skills and/or structures performed did not meet criteria for scores listed below. 

#of 
Athletes 

1.0 Zero (0) level appropriate skills. One (1) structure performed by Most 
Majority Most Max 

4.0 One (1) level appropriate skill. One (1) structure performed by Most 

5-11 2 2 2 5.0 Two (2) different level appropriate skills. One (1) structure performed by Most 

12-15 2 2 3 6.0 Two (2) different level appropriate skills. Two (2) structures performed by Most 

16-19 2 3 4 
6.8 Three (3) different level appropriate skills performed. Two (2) structures performed by Majority 

7.0 Three (3) different level appropriate skills. Two (2) structures performed by Most 
20-23 3 4 5 

24-31 4 5 6 7.2 
Three (3) different level appropriate skills. One (1) structure performed by Max. One (1) structure performed by Most 

PYRAMID BASELINE BOOSTERS - MAX POINTS: 0.8 
Points in addition to baseline score

Not 
Shown 

Low Moderate High Specific Drivers 

0.0 0.2 0.3 0.4 Incorporation of elite stunt skills and level appropriate pyramid skills 

0.0 0.2 0.3 0.4 Pace/Flow -Skills executed at a quick/appropriate pace while showing a seamless transitions in and out of skills 

Low -Little to no use of specific driver throughout and/or in parts of pyramid 

Moderate -Average use of specific driver throughout and/or in parts of pyramid 

High -Exceptional use of specific driver throughout the entirety of pyramid 
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2026-2027 ALLST AR PREP SCORING SYSTEM 

STUNT DEGREE OF DIFFICULTY CHART 

Utilization of minimal bases: Stunts performed demonstrate skills involving the least 

necessary number of athletes. (Additional athletes may be added to the traditional stunt 

group (4 athletes) in order to safely create and demonstrate skills. 

Utilization of combined skills: Stunt elements demonstrate two or more skills performed 

as one. (Examples: a spinning tic toe, a spinning inversion, a multi trick toss, etc.) 

Utilization of connected skills: Skills performed demonstrate immediate transition from 

the completion of one skill to the initiation of the next skill. 

Movement and usage of floor: How the stunts performed change position, evolve, 

transition, and maneuver in reference to each other and the floor. 

Variety of skills: Utilization of different elements and/or skills. 

Quantity of skills: Display of a cumulative number of skills throughout the routine, 

performed by one or more groups. 

Value of Skills: Increased complexity of level specific skills demonstrated. 


