MGJA New Judge information Packet

2022-2023
                                                                     
Content Overview:

· 1st Year judging program overview
· Mentor Expectations
· Resource links

· Judging Materials

· Scoring  Overview

· Score Component Overview (Difficulty; Bonus; Ex & Amp)

· Event Review (Bars, Beam, Floor, & Vault)

· Equipment Notes

· Judging Notes

· Event Requirements & Composition Review

· Event Sheets 

· Practice Judging

· School Directory – Arbiter and check school websites
· REVIEW ARBITER AND TAKE ALL NECESSARY TRAINING/CLINICS/MODULES/EXAM
1st year & Mentor Overview
Program Overview:
· Attend Officials Association meeting – 10/26
· Attend kick-off meeting with new judges – 11/16  
· Meet and greet

· Judges packet

· Mentor program

· Get-to-know your mentor

· Attend 3-4 meets with mentor

· Onboarding specialist follow-up with mentors

· High School and MAGA Meet Fees – Once new officials have been assigned 3 meets (HS or MAGA), new officials are responsible for paying the $75 dues to MGJA Treasurer (Laura Busch)

· Dual Meets Payment = $96
· Invites / MAGA = $100+

· Year 2 training:  Recommended you attend  the pre-season judging session
Mentor Relationship Expectations:

· Meet prior to 1st practice meet:

· Identify meet schedule

· Discuss techniques and best methods

· Discuss best communication methods between the mentor and mentee

· Connect with mentor after 3-4 practice meets

· Discuss progress and areas to continue to practice/focus

· Discuss how many more practice sessions are recommended

· Discuss challenges/ questions on judging techniques

· Call mentor throughout season whenever you have questions or concerns 
Resources:

MGJA website: http://www.mgja.net
· Directory (Pswd: MGJA2022)

· Score Sheets, Execution Math Sheet, Composition Guide, etc. 

Arbiter Sports website: www.arbitersports.com 

· Access to judging requirements check list

· Schedule

· Print Official Card (Profile Page)
· High School addresses and meet schedules

· Cue Sheets, Scoresheets, Rule Books, Rule Changes, Exam, etc - https://mshsl.arbitersports.com/front/103385/Site/MSHSL-Sports/Gymnastics-G
National High School Federation Website: https://www.nfhs.org/activities-sports/gymnastics-girls/
Minnesota State High School League Website:  http://mshsl.org/
TIPS/TRICKS

Judging Rules of Engagement: 
· Talk with experienced judges and ask questions!  
· Know your difficulty!!!  
· Know your event requirements

· Practice, practice, practice

· Read the "situations" at the end of each event rules in booklet and Points of Emphasis (pg 108 – 109)
· Consistency makes a good judge!
Technique Tips:
· Develop a judging technique that works for you and STAY consistent

· For example, judge each routine in the same order ( Diff, ER, Bonus, Exec, and Comp
· Leverage the difficulty value (M, S, HS, AHS) to start – Create ‘cheat sheet’ with top skills you’ll see at every meet
· Create symbols to identify:

· Falls, Connections, Degree of split, Degree of handstand, # of rotations /turns, Changes in direction
· Prioritize: Round-offs, back-handsprings, wolf jumps, straddle jumps, tucks vs. pikes

· Group execution deductions for combinations (don't try to make a "mark" for every deduction)

· Develop an approach to composition over time – Located on “Learning Corner” of mgja.net website 
Things to remember / know:


· All facilitated / "spotted" skills do not receive difficulty credit (exception is on Vault)

· If a gymnast takes 3 steps and falls, only 0.5 is taken for the fall

· All bar routines need a minimum of 5 elements and will receive a 2.0 CJ deduction if there are less than five elements – Floor and beam need to be a minimum of 30 sec. long and will receive a 2.0 CJ deduction if they are less than 30 sec.  – You see this in MAGA sometimes.
· Must have 8 elements and value parts in a routine in order to receive 3.0 difficulty 
· Any skill performed a 3rd time cannot be used to fulfill difficulty or event requirements, but can be counted as 1 of the 8 skills (will see in really low level routines)

· Learn Degree of Turns, Splits, and Handstand Deductions per Event – Pg 35 (Bars), 63 (Beam), and 91 (Floor)
	SCORING – Pg12

	
	
	
	
	
	
	

	Scoring on Uneven Bars, Balance Beam, and Floor Exercise: 
	
	

	1)
	Difficulty: 3.0
	
	
	
	

	2)
	Event Requirements: 1.0
	
	
	
	

	3)
	Composition: 1.0
	
	
	
	

	4)
	Execution: 4.2
	
	
	
	

	5)
	Bonus: 0.8
	
	
	
	
	

	
	TOTAL 10.0
	
	
	
	

	**NOTE: Be consistent with the order in which you complete a score.  Helps you learn and become a faster official!
Element vs Value Part – pg 6 & 8

· Element – Any movement that has a value of Medium (M), Superior (S), High Superior (HS) or Advanced High Superior (AHS), listed in the rules book.

· Value Part – Any element (listed in the rule book), performed that meets the technical requirement in order to be considered complete, and therefore, receives credit in the Difficulty category.

** Not all Elements will be considered Value Parts and receive Difficulty credit**



	
	
	
	
	
	
	

	DIFFICULTY – Pg13

	
	
	
	
	
	
	

	Difficulty
	3.0 
	
	
	
	
	

	4 Mediums (0.3)
	1.2 
	
	
	
	
	

	3 Superiors (0.5)
	1.5 
	
	
	
	
	

	1 High Superior (0.3)
	0.3 
	
	
	
	
	

	AHS - N/A
	 
	
	
	
	
	

	
	
	
	
	
	
	

	EXAMPLES (assuming none of the skills are repeated a 3rd time): QUESTION: Which of the below would receive 2.0 deduction for less than 5 Elements? 


	

	#1

#2

#3

6 M

6 M

 

2 S

1 S

5 M

1 AHS

1 HS

1 S

TOTAL DIFFICULTY

 

 

 

#4

#5

#6

 

 

4 M

3 M

 

2 S

3 S

6 M

1 HS

1 HS

2 S

1 AHS

TOTAL DIFFICULTY

 

 

 

#7

#8

#9

 

2 M

 

 

4 S

4 M

3 M

2 HS

3 S

1 S

1 AHS

1 HS

TOTAL DIFFICULTY

 

 

 


	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	
	
	
	
	
	
	

	

	BONUS – Pg 13

	Value
	
	
	
	
	
	

	0.2
	 1st AHS (with no fall or spot; different AHS)
	
	

	0.2
	 2nd AHS (with no fall or spot; different AHS)
	
	

	0.4
	AHS
	
	
	
	
	

	
	
	
	
	
	
	

	0.2
	High Level BBS - (AHS/AHS; AHS/HS; HS/HS) 
	
	

	 0.2 
	 HL BBS 
	
	
	
	
	

	
	
	
	
	
	
	

	0.2
	Low Level BBS (Up to 2 - 0.1 each) - (S/S;S/HS;S/AHS)
	
	

	0.2
	2nd High Level BBS
	
	

	0.2
	3rd AHS
	 
	 
	 
	
	

	0.2
	
	
	
	
	
	

	 
	 
	 
	 
	 
	
	

	0.8
	TOTAL BONUS
	
	
	
	

	
	
	
	
	
	
	

	*NOTE: Be consistent in the way you determine bonus in each routine.
	
	

	
	
	
	
	
	
	

	Bonus Examples:
	
	
	
	
	
	

	
	Low - Level
	
	
	High - Level
	
	


	

	Event Requirements – 1.0 of Event Score 


· Total Event Requirements = 1.0 of score
· Each Event Requirement (ER) is worth 0.2

· 5 total Event Requirements per Event (exception: Vault)

· Connections – Review Pg 111 on “7 Ways to Break a Series”

· Vault – Pg 22
· No event requirements

· Each vault has a Start Value and deductions are taken from Start Value (pg 22)
· Uneven Bars – Pg 31
· 0.2 = Super release/flight element – excludes dismount
· 0.2 = One direction change – excludes mounts/dismount

· 0.2 = Kip 

· 0.2 = Element that achieves (w/in 20 degrees) or passes through vertical in stretched position – i.e Handstand

· 0.2 = Superior Dismount

· Balance Beam – Pg 58

· 0.2 = Minimum 360 turn on one foot

· 0.2 = One acro
 flight element – must start and finish on the beam

· 0.2 = Acro series of Difficulty – both elements must start and finish on the beam

· 0.2 = Dance series of Difficulty – both elements must start and finish on the beam

· 0.2 = Superior Dismount

· Floor Exercise – Pg 86
· Acro – 

· 0.2 = Twisting salto – at least ½ (180 degrees)

· 0.2 = Three acro passes – a series consisting of 2 or more directly connected acro elements

· With the exception of the round-off, all elements in a pass must receive Value Part credit

· Elements may be in any of the 3 directions – forward, backward or sideward

· A 2 element pass shall include a Back-to-Back Superior (BBS), A High Superior (HS) or an Advanced High Superior (AHS)

· 0.2 = Superior acro element in the 3rd acro pass – or – as the last acro element

· Credit may be awarded even if the 1st and 2nd passes are broken

· A series of front or back handsprings, which receives Superior credit can be considered the last acro element

· Dance – 

· 0.2 = One turn on one foot of at least superior difficulty
· 0.2 = Dance passage that includes a minimum of two (2) different Group 1 elements, directly or indirectly connected.  The passage MUST include both a SUPERIOR and a LEAP (cross or side split position)
	VIDEO


Bars – 

 
 Sabrinabars.mp4


 Eviebars.mp4


 Emma Sections.mp4


 Nomakeuprise.mp4


 Kishabars.mp4

Beam – 


 kikibeamjackson.mp4


 Kelsey.mp4


 Kyliebeam.mp4


 sabbeambreck.mp4

Floor – 


 GraceFX.mp4


 KBFloor.mp4
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