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Youth figures



Youth figures

3 secties telkens 2 groepen
Totaal = 12 figuren
Wedstrijd:

1 sectie
volgens startvolgorde group x of y




Youth figures

Section A—Group 1
Flamingo Bent Knee, Twist Spin (DD 2.9)
= Flying Fish Spinning 360° (DD ?? -> 180° = DD 2.5)

1B - Flying Fish Hybrid / DD - 2.3

From a Submerged Back Pike
Position with the legs
perpendicular to the surface, a

Thrust is executed to a Vertical
- . Position and with no loss of
height one leg is rapidly lowered
to an airborne Fishtail Position.

Without a pause the horizontal
leg is rapidly lifted to a Vertical
Position followed by a Vertical
Descent.




Youth figures

Section C—Group 5
Rio Straight Leg (DD 3.1)

= Flamingo Bent Knee Combined Spin 360°+360° (DD
3.1)

Figure —140 FLAMINGO BENT KNEE DIFFICULTY - 2.3

A Ballet Leg is assumed. The shin of the horizontal leg is drawn along the surface of the water
to assume a Surface Flamingo Position. With the ballet leg maintaining its vertical position the
hips are lifted as the trunk unrolls while the bent leg moves to a Bent Knee Vertical Position.
The bent leg is extended to Vertical Position. A Vertical Descent is executed.

W%Jg%% e

NVT= 10.5 11.0 7.5 20.0 16.5 14.0 79.5
PV = 1.32 1.38 0.94 2.52 2.08 1.76 10




Youth figures

Section C— Group 6
Kip combined spin (DD 2.4)
=> London continuous Spin 720° (DD ??)

Figure — 154 LONDON DIFFICULTY - 1.9

A Ballet Leg is assumed. A partial Somersault Back Tuck is executed until the shins are
perpendicular to the surface of the water. The trunk unrolls rapidly as the legs are rapidly

straightened to assume a Vertical Position midway between the former vertical line through
the hips and the former vertical line through the head and the shins. A rapid Vertical Descent

is executed.
_ Total
| e | |
NVT= 10.5 11.0 6.0 20.0 13.0 60.5
PV = 1.74 1.82 0.99 3.31 2.15 10




Appendix Il - Technical
required elements



TRE - Solo

Solo Eler:'nénts

Element Name DD
1a Thrust Continuous Spin 720° 2.7
ib Thrust Spinning 360° 2.1
2a Combined Spin 1080° — Continuous Spin 1080° 3.0
2b Combined Spin 720° — Continuous Spin 1080° 2.7
3 Swordfish Straight Leg — Knight 3.2
Shtail T - ; - =i V=X
4a Front Pike to Unbalanced Side Fishtail with 20° rotation - Join to 3.0
Unbalanced Vertical Position - Unbalanced Half Twist — -
Unbalanced VP to VP — Continuous Spin 720°
https://vimeo.com/979401441
ESRaT—C . S Tes
4b Front Pike to Side Fishtail with 900 rotation - Join to Vertical 2.5
Position — Half Twist — Continuous Spin 720°
https://vimeo.com/979404074
5a Rocket Split Bent Knee Joining 360° 2.4
5b Rocket Split Bent Knee

2.1




TRE - Solo - El 43




TRE - Solo - El 4b




TRE - Duet

Duet Elements Element Name DD
1a Walkover Back Closing 360° — Continuous Spin 1080° 3.0
1b Walkover Back Closing 180° — Continuous Spin 720° 2.5
2a Rocket Split Alternating Legs — Spinning 180° 2.8
2b Rocket Split — Spinning 180° 2.4

3a Beginning from a Ballet Leg Position - Flamingo Bent Knee 2.6

rollback - Join to VP — Half Twist — 360° open to Split - Walkout
https://vimeo.com/979400511

36 = - ol Twist Hvbrid
4a Fishtail — Knight — Continuous Spin 1080° 3.2
4b Fishtail — Knight — Continuous Spin 720° 2.7
5a Thrust Bent Knee Twirl Spin 360° 2.3
5b Thrust — Bent Knee Twirl 2.1




TRE - Duet - EI 3




TRE - Mixed Duet

Mixed Duet
T Element Name DD

1a Rocket Split Twirl Spin 180° 2.7

ib Rocket Split Twirl 2.5
Front Pike — Vertical 360° Rotation — Full Twist to Bent Knee -

2a . . o 2.4
Continuous Spin 720

>b Front Pike — Vertical 180° Rotation - 1/2 Twist to Bent Knee - o)
Continuous Spin 720° )

3 Manta Ray Half Twist https://vimeo.com/979425891| 3.0




TRE - Mixed Duet - El 3




TRE - Team

Team Elements Element Name DD
1a Flying Fish Hybrid Spinning 180° 2.5
ib Flying Fish Hybrid 23
2a Vertical — Full Twist to Bent Knee — Full Twist to Vertical — Open 2.6

180° — Walkout i
Vertical — Half Twist to Bent Knee — Half Twist to Vertical — Split —
2b 2.3
Walkout
T = té Rotati Verteol—Cont S o To0e
3a From Bent Knee VP - Join to VP - Unbalanced Full Twist on the < % |
side — Unbalanced VP to VP - Continuous Spin 720°
https://vimeo.com/979399896
- = . - Vertical—Soinmi s60°
3b From Bent Knee VP - Join to VP - Unbalanced Half Twist on the 2.9
side — Unbalanced VP to VP - Continuous Spin 720°
https://vimeo.com/979401016
4 Butterfly Hybrid 2.9
5a Rocket Split Bent Knee Twirl Hybrid 2.4
5b Rocket Split Bent Knee Hybrid 2.1
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Appendix Il - Set number
of Elements in Routines



Juniors, Seniors

]
E-_ fg&ﬂ':ﬁ oS REVISED APPENDIX 3 - DRAFT

Revised Appendix 3 Draft = Jr/Sr Events (subject to change)

Event (Jr*/Sr) Time (+/-5s) Total Required Elements Summary

Solo Tech 2:00 = S TRES ¢ 1 Free Hybrid

Solo Free 2115 & E Free Hybrids
Duet Tech 2:20 rd 5 TREs &1 Free Hybrid 9 1 Pair Acro

. Free Hybrids)+ 2 Pair Acro
Duet Free 2:45 8 (Ma peat same acro)

ymﬂ Hybrid +1 namlfn\
Hybrid (1 Thrust, 2 different Connections)
Mixed Duet Tech 2:20 7 < + 2 Pair Acro + must include 2 Surface >

Connections with travel or rotation
L ot repeat same acra)

=] Hybrids.-n- 2 Pair Acro + m

Mixed Duet F 2:45 - < include 2 Eurf_aca Connections with
travel or rotation

not repeat same acro)

Team Tech 2:50 8 5 TRE= ; 2 Free Hy‘bri§§ + 1 Team Acro
. (& Free thﬂ%ﬁ- 3 Team Acro
Team Frea 3:30 = i t same acra)

7 Aerobaties: 1from A. B. C,P
Acrobatic 3:00 7 Maxlmum of 2 Jrom any group
= peat the same acro

* Junior would continue to have to comply with Free Hybrid apnea limits




Youth, 12&U

Revised Appendix 3 Draft - 12U/Youth Events (subject to change)

Event

(12U/Youth) Time (+/-5s) Total Required Elements Summary

. e ree Hybrids
Solo Free =00 S compliance to 12U or Youth apnea limit)

ree Hybrids + 1 Pair Acro
DustFree 230 e nmplla?nce to 12U or Youth apnea limit)
3 Free Hybrids + 2 Pair Acro +
st include 2 Surface Connections with
Mixed Duet Free 2:30 s travel or rotation
{(May not repeat same acro + compliance to
12U or Youth apnea limit)

ree Hybrids + 3 Team Acro
Team Freea 2:00 8 ay not repeat same acro + compliance to
12U or Youth apnea limit)

2 Team Acrobatics (with safety limit)
1x DD Solo Hybrid

DD Duet Hybrid

Team DD Hybrid executed by all

mbo members

eam choreography hybrids

ithout DD (must be executed with a

minimum of 4 athletes)

{May not repeat same acro + compliance to
12U combo aprnea limit)

4 Team Acrobatics (with safety limit)
1x DD Solo Hybrid

DD Duet Hybrid

Team DD Hybrid executed by all

mbo members

eam choreography hybrids
without DD (must be executed with a
minimum of 4 athletes)

{May not repeat same acro + compliance to
12U combo apnea limit)

12U Combo 3:00 =]

Youth Combo 2:00 7




Difficulty guide



Difficulty guide - vernieuwingen

Alle hybrides starten met score ‘Base mark’ (0,5),

vanaf BM moeilijkheid toevoegen adhv Difficulty
guide

Bonus (pattern changes, travel, placement ...) niet

meer aangeven, wordt verrekend in Artistic
Impression

Elke routine moet een vaardigheid van elke familie
bevatten (behalve connections in solo)

Il Technical routines = 1 hybride !!!
Max. 5 declaraties per familie per hybride




Difficulty guide - vernieuwingen

Families

Thrusts = T

—Retattens
Spins = S
Twists (incl. Twirls and Swirls) => R
Airborne Weight = AW
Flexibility = F
Connections = C

Levels

Basic
1-10




Difficulty guide - vernieuwingen

Thrusts = T

Meer mogelijkheden
Opwaardering moeilijkheid

Spins = S
Basic tem level 2 =1 of 2 benen
Level 3 tem 10 = 2 benen in VP
SC = Combined Spin
SCD = Two-direction combined spin
Basic = 180°
Level 1-10 = aantal rotaties




Difficulty guide - vernieuwingen

Twists (incl. twirls and swirls) = R

Basic = 180°

Level 1-10 = aantal rotaties

Zonder bijkomende code = Swirl (tem Level 4) = RB-R4
1R =1 been (tem Level 6) = 1RB-1R6
2R =2 benen = 2RB-2R10

RD = Two-direction Twist / Twirl
Enkel in Levels 1, 2, 4, 6 = RD1, RD2, RD4, RD6
RU = Unbalanced Twist / Twirl
Vanaf Level 1 = RU1-RU10
Bijkomend in Level 1
RO1 = 360° VP opening to Split
RC1 = 360° Split closing to VP




Difficulty guide - vernieuwingen

Airborne weight = AW
Meer mogelijkheden
Opwaardering moeilijkheid

Flexibility = F
Meer mogelijkheden
Opwaardering moeilijkheid

Connections = C(+)
Opwaardering moeilijkheid
Meerendeel van connections moet in VP (cone)
Level 1-4 SC indien sustained height (= 3s)




iculty guide - vernieuwingen

e
E-u KVG())LT-’-!‘\_TEI)C S REVISED DIFFICULTY TABLE - DRAFET (JULY 1, 2024)

REVISED DIFFICULTY TABLE DRAFT - I MPORTANT NOTES:

. The draft table is subject to change pending community feedback

s All hybrids shall start with a base value or “Base Mark” of ©0.50 and then start adding difficulty from there, this ensures beginner/developing athletes don't
have a hybrid DD value of less than a Base Mark in addition to this being a better mathematical process.

. Bonuses have been removed and will be considered in artistic impression. This also allows all 2 DTCs to all always watch the same components.
. Each routine MUST include a skill from every family (except for Connections in Solo)

+ Forinitial testing and feedback please try the following family restrictions of:
s Max 5x declarations per family per hybrid
o ie max 5x Thrusts, Sx Spin, Sx Twist, 5x Flexibility, Sx Airborne Weight, 5x Connections for duet/team

L THRUSTS (T) SPINS (S) TWISTS incl. Twirls/Swirls(R) | AIRBORNE WEIGHT (A) FLEXIBILITY (F) CONMNECTIONS (C)

(B) Thrust with one SB=0.15 Spin 180 (one ar RE = 0.10 Swirl 180/ Turm 180 Lift to any single leg Back Layout to Fiked body position at

A or two legs two legs) non-sustained or position from Front Pike, Surface Arch or Bent the surface of the water
followed by LIp-dower IMverted Tuck or & variant Knee Surface Arch or any position out of VP

1 crashing on the SCB=0.35 Combined 180 {swirlee, hucket, tabletop) ‘cane” area
surface (one or twao legs) 1RE =0.15 1leg Twist/Twirl 180
SCDB =0.40 | Two-direction 2RB =0.20 Twist/ Twirl 120 (V)
TE=0.30 Lombined 180 AB =0.10 FB=0.05 CE=0.10 | CB+=0.20
fone or two legs)

1 Thrust with one 51=0.35 Spin 380 (onear | RMM=0.20 Swirl 380/ Turn 380 | Single leg descent Rapid Split frorm any Connection in amy ane
leg followed by bwo legs) rnon-sustained or position leg WF position (n ‘caone’
vertical descent Lip-Cover Inverted Tuck ar Table Top area) with the "bottorm”

SC1=0.80 Combined 30 to WP Rapid Knight Position eg (non VP legl
{one or two legs) 1R1=0.35 1leg Twist/Twirl 360 connected (face-to-
Join to VP at max height Bk Surface Arch to face, back-to-back,
SCD1=0.85 Two-direction 2R1=0.45 Twist/Twirl 360 (WP} | from Fishtail, Bent Knae WP Knight (extending the | lateral)
Combined 360 or Split B up to Knight)
(one ar two legs) RD1=0.50 Two-direction 360
T =] If connection is
sustained for 3s+ code
RU1=0.55 LI/B Twist/Twirl 380 in red is eligible
D

RO1=0.60 | vP cpen to Split
Ti=0.45 San to=ph Al1=0.20 Fi1=0.10 ciz=0.20 | ci+=0.30

SC1=0.5 SC1+=0.6
RC1=0.65 Split to VP 360




Difficulty guide - vernieuwingen

]
_.._- WORLD REVISED DIFFICULTY TABLE - DRAFT (JULY 1, 2024
ssemm AQUATICS ¢ , )

L THRUSTS (T) SPINS (S) TWISTS incl. Twirls/Swirls (R) AIRBEORNE WEIGHT (A) FLEXIBILITY (F) CONNECTIONS (C)
2 Thrust with one S2=0.75 Spin 720 (one ar R2=0.40 Swirl 720 wertical descent in WV owith Walkout Front and
leg followed by two legs) or without isolated Walkout
Spin 180 1IR2 =0.75 1leg Twist/Twirl 720 movemenrts)
SC2 =1.60 Combined 720 Spit variants at the
Thrust with one (one or two legs) 2R2 =0.95 Twist/Twirl 720 (WP) | Front Fike to VP (Porpoise surface One leg (In VP ‘cone’
leg followed by lift) (demonstration of at area) back, one leg
Twirl 120 and a SCD2 =165 Two-direction RD2 =1.00 Two—directon 720 least 2 different forward connection
crash Combined 720 V) From Front Pike to Bent Splits)
(one or two legs) Knee WV or Fishtail while Connection in any ane
RUZ2 =1.05 U/B Twist/Twirl 720 | turning 180 eg VP {n ‘cone” area)
V) with the "bottorm” leg
connected (C1 definition)
with a rotation of at least
180 at maximum height
If connection is
sustained for 3s+ code
in red is eligible
T2 =0.50 A2 =0.30 F2=0.20 C2=0.30 | C2+=0.40
SC2=0.7 | SC2+=0.8
32 Thrust and 53=115 Spin 1080 (fwo R32=0.60 Swirl 1080 Vertical ascent with Tor 2 Spiit to Split through One leg (in VP "cong’
vertical descer leqs) legs (with or without YR (changing legs) area) back or side
1IR3 =1.15 1leg Twist/ Twir Isclated moverments) connection
SCE=2.40 Cormbined 10280 w020 Ariana Rotation
(two legs)
2R3 =1.45 Twist,/Twirl 1080 Fishtail to Knight If connection is
SCD3=2.45 Two-direction VP {through YF) sustained for 3s+ code
st Combined 1080 in red is eligible
leg follg ) (two legs) RU3 =1.65 f ! Twir Combination of at
Tweirl 120 and S0 least 2 Knight
descent Fositions
Thirust with
flexibility followed
by crashing
T3 =0.65 A3 =0.40 F32=0.30 C2=0.40 | C3+=0.50
SC3=0.8 | SC3+=0.9




Difficulty guide - vernieuwingen

WORLD

REVISED DIFFICULTY TABLE - DRAFT (JULY 1,2024)
AQUATICS

THRUSTS (T) SPINS (S) TWISTS incl. Twirls/Swirls(R) | AIRBORNE WEIGHT (A) | FLEXIBILITY (F) CONNECTIONS (C)
Thrust with one S4=155 Spin 1440 (two R4 =0.80 Swiirl 1440 From Front Pike to Bent Front Layout to Bent | Two-leg connection
leg followed by egs) Knes VP or Fishtail while Knee Arch Position or | (both legs must be in VP
Spin 720 1R4 =1.55 1 leg Twist/Twirl turning 380 a Split ‘cone’ area)
sSC4=3.20 Combined 1440 1440
Thrust with (two legs) Front Pike to VP while From Surface Arch
flexibility and 2R4 =195 Twist/Twirl 1440 Turning 180 Position to Knight or If connection is
descent SCDh4=3.25 Two-direction VP) Split sustained for 3s+ code
Combined 1440 in red is eligible
Thrust followed (two legs) RD4 =2.00 | Two-direction 1440 Bent Knee Surface
by Spin 120 (vVP) Arch to Bent Knee VP
Flying Fish RU4 =215 U/B Twist/Twir BK Surface Arch 1o
1440 (V) Knight (lifting the
Thrust followed extended leg and
by Twirl 180 and extending on the
a crash surface the bent leg)
Fishtail to Knight
(horizcntal plane,
along the surface)
Knight to VP
T4 =0.80 A4 =0.55 F4=0.40 C4=0.50 | C4+=0.60
sSc4=1.0 | sca+=11
Thrust followed S5=195 Spin 1200 (fwo 1R5 =195 1leg Twist/ Twir Front Pike to VP while Knight to Fishtail Rotation vertica
by Spin 360 legs) 1800 turning 3860 through VP connection with one leg
n VP ‘cone” area
Thrust followed SCS = 4.00 Combkined 1800 2R5=2.45 Twist/Twirl 1800 Bent Knee Surface (rotation of 180+ at
by Twirl 180 and (two leqs) VP Arch to VP maximum height)
descent
SCD5=4.05 Two-direction RUS =2.75 U/B Twist/Twir Knight turning 180°
Thrust with Combined 18200 1800 (VP) (turning in the Knight
Tlexibility (two legs) position)
Tollowed by Spin
180
Flying Fish Spin
180 or Thrust
Fishtail
Helicopter
Spinning 180
T5=0.90 A5 =0.80 F5=0.50 cs5=1.00 | Cc5+=110




Difficulty guide - vernieuwingen

WORLD

REVISED DIFFICULTY TABLE - DRAFT (JULY 1,2024)
AQUATICS

L THRUSTS (T) SPINS (S) TWISTS incl. Twirls/Swirls(R) | AIRBORNE WEIGHT (A) | FLEXIBILITY (F) CONMNECTIONS (C)
=] Thrust with S6=2.35 Spin 2160 (Dwo 1R6 =2.35 Twir Sustained height with one Cyclone 180° (BK Rotation vertical
flexibility OR a legs) leg or a combination of ane Surface Arch Twir connection with twao legs
Twirl 1820 or two legs lasting equal or 180° to a V) N VP ‘cone” area
followed by Spin SCe=4.80 Combined 2160 2R6=2.95 Twist/ Twirl 2160 more than 3 seconds rrotation of 180+ at
20 (bwo legs) VP Qr Knight tuming 360 maximurm height)
I=zolated movements
Flying Fish 3 SCDG6=4.85 Two-direction RDG& = 3.00 Two-direction 2160 performed in a stable and Knight Join to VP Rotation vertical
or Thrust Fis Combined 2160 OVIF) fixed single leg position while turning 120 connection with one leg
Helicopter (two legs) (within VWP definition of 0-45 rrotation of 360+ at
Spinning 360 RUG = 3.25 Towir degrees) — isolated Flat Sphit/=plit maximurm height)
movements performed with | variants sustained at
Rocket Split other (non-fixed) leg lasting | the surface 3
Twirl 180 3 seconds ar maore seconds or more
TE =110 AB =115 F&=0.65 C6 =125 C6+ =135
7 Thrust followed S7=2.75 Spin 2520 two 2R7=3.45 Twist/ Twirl 2520 Sustained height in VP Surface Arch to VP Rotation vertical
by Spin 720 legs) OV E) lasting equal or more than 3 connection with two legs
seconds N VP ‘cone” area
Rocket Split RU7 =3.85 rotation of 360+ at
Twirl + Spin 180 maximurm height)
T7 =150 A7 =145 F7=0.75 C7=150 C7+=1.60
8 Thrust with S8 =3.15 Spin 2880 2RB =3.95 rl 2880 Sustained height shown at Knight Join to VP
flexibility {two legs) least 2 seconds or mora in while turning 360
followed by Spin WP performed in an
720 RUB =4.35 unbalanced position Bent Knee Surf
Arch Position ©
turning 3
turning 3a0°)
T8 =170 AB =165 F8=0.90




Difficulty guide - vernieuwingen

WORLD

REVISED DIFFICULTY TABLE - DRAFT (JULY 1,2024)
AQUATICS

L THRUSTS (T)

SPINS (S)

TWISTS incl. Twirls/Swirls(R)

AIRBORNE WEIGHT (A)

FLEXIBILITY (F)

CONNECTIONS (C)

=) Thrust followed 59 =355 Spin 3240 2R9=4.45 Twist,/ Twirl 3240 Surface Arch Position
by SRIN 10280 ar Two legs) VP o VP turming 180
rmore
RUS =4.95 LI/B Twist/ Twir
Thrust to height 3240 (V)
continued by
ng (e
ng -
able height
demonstrated
for Or micre) in
a VP above the
knees or higher
T =2.00 F9 =1.00
10 S510=3.95 = 2R10 = 4.95 Twist/ Twirl 3600 = e Arch Position

RU1D = 5.45

)

1B Twist/Twirl
IZ00 (VP

) W urming 260
=

F10=1.30




Acrobatics



Acrobatics - vernieuwingen

Acrobatics guide

Vereenvoudiging
Verduidelijking

Acrobatics calculator
Tool om acrobatics code correct op te stellen

Tip: vertrek voor het creéren van acro’s vanuit de
catalogus / gids
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