Wednesday July 28

TIME

EVENT




JUDGING PANEL

9:30

Doors open / stage set-up / Warm-up

9:45

Meeting for judges on panel #1

10:00

Intermediate routines pool #1

Panel #1



Intermediate routines pool #2

Panel #1



Intermediate routines pool #3

Panel #1

12:00

15 minutes break
12:15

Intermediate routines pool #4

Panel #1



Intermediate routines pool #5

Panel #1

13:30

Shred30 finals – Women


2 cameras + clock operator


Shred30 semi-finals – Open

2 cameras + clock operator


Shred30 finals – Intermediate

2 cameras + clock operator
14:45

Meeting for judges on panel #2

15:00

Open routines pool #1


Panel #2



Open routines pool #2


Panel #2



Open routines pool #3


Panel #2

17:00

30 minutes break

17:15

Meeting for judges on panel #3

17:30

Open routines pool #4


Panel #3



Open routines pool #5


Panel #3



Open routines pool #6


Panel #3

19:30

Clean-up

20:00

Rialto closes

Thursday July 29

TIME

EVENT




JUDGING PANEL

17:00

Doors open / stage set-up / Warm-up



Pools and judging assignments will be posted at the Rialto

17:45

Meeting for judges on panel #4

18:00

Open / mixed double routines

Panel #4


Intermediate routines finals

Panel #4



Open routines semi-finals pool #1
Panel #4


Open routines semi-finals pool #2
Panel #4

20:00

10 minutes break

20:00

Meeting for judges on panel #5

20:10

Women routines semi-finals

Panel #5



Open routines semi-finals pool #3
Panel #5



Open routines semi-finals pool #4
Panel #5



Open routines semi-finals pool #5
Panel #5

20:30

Clean-up & party

3:00

Rialto closes

Saturday July 31

TIME

EVENT




JUDGING PANEL

18:00

Competitors and judges meeting

19:00

Doors open




---
20:00

Show starts




Panel #6

20:15

Women routines finals


Panel #6
20:25

Open doubles



Panel #6

20:50

Shred30 finals



2 cameras

21:00

Intermission




---

21:20

Show starts




Panel #6

21:28

Open routines finals


Panel #6

22:10

Medals Ceremony



---

22:25

Show ends / Party & Shred all night

3:00

Rialto closes

Tournament rules and notes
1. Be on time

2. The Rialto is a historical building in Montreal.  Be respectful of this venue.

3. No smoking – of any kind – inside the Rialto.

4. Video cameras are allowed inside the Rialto.

5. Photo cameras are allowed but please do not use your flash during the show.
6. There is no players or judges meeting this year.

a. Please read all the documents provided to you before asking the tournament directors.

b. Players can ask questions at the check-in.  They can also call the Worlds cellphone between 12:00 and 21:00  (514) 945.2277

c. Judges will have quick meetings – please refer to the schedule provided in your player’s pack for details.

7. The pools and judging assignments will be posted on Monday July 26 at the UQAM residences lobby.

8. We will only accept CDs for your routine music.  No audio cassettes.

9. We have scheduled shred sessions throughout the city.  These are unofficial gatherings and we do not have authorization from the City.  It should not be a problem.  However if you are asked to leave the area please refer that person to Yacine Merzouk, Sébastien Duchesne, or Eli Piltz.

10. Be on time.
Scoring systems
Shred30

· Score = Total Adds + (Uniques X Add Ratio)

· Your first add starts the clock and your first 3-adds (or higher) trick starts your score. For example, if you start with Toe Stall > Clipper Stall > Ripwalk, the clock will start on the Toe Stall, and you score starts counting on your Ripwalk.
· The last move of your run will be the one last *set* before the buzzer.
· Uniques are 3 adds and higher for all divisions.
A digital clock and buzzer will be utilized for utmost accurate time counts.
Routines

· 6 judges give a score from 0.0 to 6.0 for technical merit and artistic impression.

· After all the competitors in a given pool have performed they are assigned a rank for each score from each judge.

· The ranks are then added and the lowest rank total wins the pool.
Example:

The 6 judges award they scores...

    ----Technical Merit------         ---Artistic Impression---   

	Competitor A
	
	5.2
	5.0
	4.9
	4.4
	5.2
	5.1
	
	3.0
	3.5
	3.3
	3.4
	2.8
	3.1

	Competitor B
	
	5.3
	5.3
	5.0
	4.7
	5.0
	5.2
	
	4.8
	4.8
	4.2
	4.0
	4.5
	4.6

	Competitor C
	
	4.5
	4.2
	4.0
	3.9
	3.9
	4.0
	
	5.2
	4.6
	5.5
	5.5
	5.4
	5.5

	Competitor D
	
	3.0
	3.1
	3.5
	3.0
	4.0
	4.3
	
	2.0
	1.9
	1.8
	2.1
	2.9
	2.5


The scores are then converted to a rank within that pool.
The ranks are added.  The lowest total wins the pool.

    ----Technical Merit------         ---Artistic Impression---   

	Competitor A

Total rank score = 30
3rd place
	
	2
	2
	2
	2
	1
	2
	
	3
	3
	3
	3
	4
	3

	Competitor B

Total rank score = 18
1st place
	
	1
	1
	1
	1
	2
	1
	
	2
	1
	2
	2
	2
	2

	Competitor C

Total rank score = 27
2nd place
	
	3
	3
	3
	3
	4
	4
	
	1
	2
	1
	1
	1
	1

	Competitor D

Total rank score = 53
4th place
	
	4
	4
	4
	4
	3
	3
	
	4
	4
	4
	4
	3
	4


Routines judging details

· Artistic impression

· Choreography

· Variety

· Use of space, time, environment, and music

· Originality, creativity and new ideas

· Judge's overall impression of the routine. 

· Technical Merit

· Difficulty of tricks

· Difficulty of links

· Execution

· Serious errors such as drops, wild kicks, stumbling or other major, unplanned breaks in play obviously detract from high-quality execution. More minor errors such as hesitation, awkward movement, resetting stalls, or loss of balance will also be considered.
This a more detailed document that is provided to the judges.  The players are more than welcome to read it to beter understand how they are scored.

Ranked-Component Judging System
Official IFC rules

A. Presentation: judges will evaluate the competitors in the following four categories: 

1. Artistic Expression: considers choreography, use of co-ops (for teams), use of music, and the judge's overall impression of the routine. 

2. Variety: considers the range of possibilities of skills and combinations demonstrated by the players in each component of a move and/or combination of moves. 

3. Use of elements: considers use of space, time, environment, and music. 

4. Originality: considers creativity and new ideas. 

B. Difficulty: Estimations of difficulty should primarily consider the relative risk of the moves attempted. That is, to what degree has the routine included techniques of play which other players in the contest would have difficulty completing without incurring execution deductions? Additionally, credit must be given for the difficulty of combining moves. The relative risk of a combination is greater than the total risk of all component moves. 

C. Execution: Estimates of execution quality involve the amount of deviation from a flawless technique. Serious errors such as drops, wild kicks, stumbling or other major, unplanned breaks in play obviously detract from high-quality execution. More minor errors such as hesitation, awkward movement, resetting stalls, or loss of balance should also be considered. 

506.02. Scoring Players: 

Judges should give full, sincere attention to each routine being judged, ranking competitors relative to each other for the pool and factor being judged; with 1 being best, 2 being second best, etc. Guidelines to follow are: 

1. Read the explanation of the aspects of play you are expected to judge. 

2. Keep appropriate notes about each routine on your worksheet. Use any method of note-taking you wish, but be consistent. 

3. Focus only on the assigned evaluation factor. 

4. Be aware of your potential biases, and evaluate competitors as fairly as possible. 

5. Review notes and give full consideration to all routines after all competitors have finished. 

506.03. Tabulating Scores: 

Each judge's score for each routine should be added together. The lowest total score takes first, the second lowest score takes second, and so on. 

Resolving ties: If total scores are identical, the team with the greatest number of 1st-place rankings is to have the highest final rank among tied teams. If 1st-place rankings are identical, the comparison moves down to 2nd-place rankings, and on down until the tie is resolved.

Tournament directors notes:

· Be consistent!

· The actual scores do not matter.  It is the rank within the pool that counts.  Make sure you leave yourself breathing room when scoring the first competitor of a pool – especially the bigger pools (10 players or more)  

· Drops can affect all aspects of a routine. Th execution is of course not good.  The overall difficulty of the routine can be lowered because the player has missed a move and then loses time – and adds – to pick up the bag.  Likewise, the choreography can be affected by drops: 

· We are judging the players on what they hit, not what they tried to hit.

· example 1:Competitor A goes for a blurry whirl > spinning ducking whirl and barely misses the second move.  He still has only hit one move and the dropped move will not count towards the total difficulty of a routine).

· Example 2: Competitor B has a routine filled with high difficulty moves.  He drops almost all of them.  The judges have to consider only the moves he has hit to determine the overall difficulty of the routine.

· The routine starts with the competitors first move or choreographed element.  That means that the routine can start before the player actually hits anything. The time clock judge is responsible for determining when the routine starts.

· Trying to pick up the bag with your feet and missing is a drop.  A missed hand catch is a drop.  A hand catch is a drop unless it is obvious that it is planned in the choreography.

