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  Clarification bulletin  
• General: Kneeling or laying on the floor is allowed maximum of twice and for a maximum five (5) seconds at the beginning and at the end of the program  
• General: Stationary (stopping or standing) positions are not permitted during the program; Stationary is defined as stopping or standing still by a ¼ of the Team or more for two (2) or more seconds. At the beginning and at the end of the program, stationary positions are allowed for a maximum of ten (10) seconds.   
• Steps and Turns: Choctaws and mohawks only will be considered as a turn/step when they are executed from forward to backward. (applies to elements Pivoting Block and Addition Feature Step Sequence)  
• Intersection: All Skaters must be back-to-back during the approach phase (Except for Level 1)  
• No Hold Element: Features must be done separately. If Feature are not executed separately, neither of the features will be confirmed. Technical Panel Guidelines   
• Feature: Intersecting and/or Passing-through The correct fm position and edge (of the level called) must be maintained before, during and after the skaters intersect and/or passing through. 
• Two (2) different series (one (1) on each foot) of Two (2) different types of difficult turns executed on one (1) foot  QOE - JUDGES 

 The final QOE is calculated considering first the key aspects/bullets  and the additional aspects/bullets  of the Element that result in a starting QOE. 
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The QOE is then increased and/or reduced according to the positive and negative criteria for the Element.  Errors: 
• Required for an Element to achieve +3: the three (3) Key aspects/bullets must be present and all Aspects/bullets of the Element must be performed with superior execution and must contain no errors or/and Major errors 
• Required for an Element to achieve +2: two (2) of the three (3) Key aspects/bullets must be present and all Aspects/bullets of the Element must be performed with good execution and must contain no MAJOR errors   


