
 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

 

 

 



 
 

Exercise Evaluation 

Difficulty Add 
The value of the 2 compulsory skills plus the best 3 elements plus the 

value of the dismount 

Special 
Requirements 

Add 
+1.0 compulsory elements + 1.0 optional elements  +0.5 dismount 

(special requirements must come from within the counting elements 
including the compulsory elements) 

Bonus Points Add  
Connection bonus (based on special rules for each apparatus) 

+ bonus of + 0.1 for stuck dismount landing. 
Special bonus of 0.30 per specified skills as per specific bonus table 

 

Presentation  ‘E’ jury deductions taken from a start score of 10 
 

Total   
Exercise Presentation Score (out of 10) +  Value of difficulty + Value of 

performed compulsory & optional skills + Bonus points 
 

 

Element Value  The difficulty value of the element  

A B C D E F G 

0.1 0.2 0.3 0.4 0.5 0.6 0.7 

Bonus 

¶ Connection bonus based on special rules for each apparatus 

¶ Bonus of 0.1 for stuck dismounts 

¶ Bonus of 0.3 for skills as per specific bonus table (awarded if the element is recognised) 

Dismount  

¶ Each exercise except Vault must end with a legitimate dismount listed under the Dismount 

Element groups. (Special rules apply to Floor and Vault) 

¶ Dismount from additional element list  = + 0.3       “A” value dismount  = + 0.5 

Elements  

¶ 6 Elements in a routine made up of 2 compulsory and 3 optional elements PLUS the dismount  

¶ Deduction for not performing compulsory elements is 1.5 points (applied as a technical penalty) 

¶ Additional elements awarded ‘A’ value as per the additional elements list 

¶ Each element will be recognised only once in a routine. 
 

Special Requirements      (Must be performed within the 6 counting elements) 

Apparatus Compulsory elements  Special Requirements Value  

Floor 
Forward Salto 
Backward Salto  

3 additional elements from any group + 
the dismount 

+ 1.0 for both 
compulsory and 
special req. 
 + 0.5 dismount 

Pommel 
Loop 
Circle  

3 additional elements from any group + 
the dismount 

+ 1.0 for both 
compulsory and 
special req. 
 + 0.5 dismount 

Rings 
Inlocate with lift through shoulder 
Dislocate  with lift through shoulder 

3 additional elements from any group + 
the dismount 

+ 1.0 for both 
compulsory and 
special req. 
 + 0.5 dismount 

Vault  FIG value for all vaults  

P Bars 
Swing to handstand 
Moy to upper arm 

3 additional elements from any group + 
the dismount 

+ 1.0 for both 
compulsory and 
special req. 
 + 0.5 dismount 

H Bar 
Forward giant 
Clear hip to Horizontal  

3 additional elements from any group + 
the dismount 

+ 1.0 for both 
compulsory and 
special req. 
 + 0.5 dismount 

 

 Exceptions  

Rings, P Bars, H Bar  Two half intermediate swings is acceptable 

H Bar One additional half intermediate swing for the mount is acceptable  



 

Specific Bonus Elements for Level 6 Open 

Apparatus  Bonus Element 

Floor  
¶ Any stretched salto 

¶ Any A+A Salto Acrobatic series (or greater) 

Pommel Horse 
¶ Any stockli B (in or out), (not including dismount) 

¶ Any travel  

Rings  
¶ Any handstand (hold 2sec) 

¶ Any twisting dismount  

Vault ¶ Any twisting vault  

Parallel Bars 
¶ Any handstand pivot 

¶ Backward layout salto dismount from support (over the bar) 

Horizontal Bar 
¶ Top change or blind change 

¶ Any dismount from giant  

 

Note: A maximum of 0.6 per apparatus (0.3 for Vault) will be allowed. In the instance where more than 1 bonus 

element, from a list of bonus eligible elements is performed, only the 1st element will receive bonus. 

 

Examples of Specific Bonus Application  

¶ Floor – If a gymnast performs both a stretched bwd salto and stretched fwd salto he will receive only 
0.3 bonus for the 1st occurrence.  

¶ If a gymnast performs more than one tumbling series of ‘A’+’A’ value or higher, he will receive 0.3 
bonus for the 1st series only.  

¶ Horizontal Bar – If a gymnast performs a Top change and a Blind change, he will receive 0.3 bonus 
only not 0.6.  
 

This rule is applied generally across all apparatus where there are more than 2 elements that may be bonus 

eligible. 

Additional Elements List 
 

Group Value 

FLOOR 

¶ Either cartwheel or round-off (not both) 

 
I 

 
A 

POMMELS 

¶ False scissor 

¶ Any flair in side support (separate to a DLC) 

¶ DLC in side support on outer zone 

¶  Reverse Stockli and Wendeswing dismount  

 
I 
II 
II 
V 

 
A 
A 
A 
A 

RINGS 

¶ Beat dislocate from pike hang (different skill to stretched) 

¶ Vertical pull up with bent arms to support (muscle up) 

 
I 

IV 

 
A  
A 

PARALLEL BARS 

¶ Back uprise to horizontal support 

¶ Moy to upper arm 

¶ Drop kip from support 

¶ Salto dismount forward tucked or backward tucked (side or end) 

 
II 
III 
IV 
V 

 
A 
A 
A 
A 

HORIZONTAL BAR 

¶ Back uprise to horizontal 

¶ Double handed hop to top grip at least 45˚ above horizontal 

¶ Swing ½ turn at least 45˚ above horizontal 

¶ Kip to support 

¶ Back free hip circle to horizontal 

¶ Hip circle forward immediate cast to handstand 

¶ Salto backward tucked or piked 

¶ Salto forward tucked or piked 

 
I 
I 
I 

III 
III 
III 
V 
V 

 
A 
A 
A 
A 
A 
A 
A 
A 

 


