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2009 USHA Nationals Rules

The US Hydrofoil Association and the Rocky Mountain Hydrofoil Club are holding the USHA Nationals July 24-27, 2008 in Denver, Colorado. Visit www.USHANationals.com for the latest rules and more information.

Eligibility: You must be an active member of USHA as of July 23rd , 2008. See https://www.usawaterski.org/renew/membership_new.asp to join. You must specify Hydrofoil as your sport discipline. 

Consent: By entering this competition, you give USHA the rights to use any photos or video as we please.



Boats/equipment: Mastercraft is providing the boats. An AirSling will be available for use, and the rider may designate his/her desired pressure. Rope length is limited to 100 feet. Speed is limited to 30 mph. 



Divisions: The number of divisions depends on how many entries we get, and the judges reserve the right to move people to a different division, create new divisions, or consolidate riders. We'll strive for a minimum of three riders in each division. We expect to have the following divisions:
Novice Women: Novice over 14. Formats: Free ride, Tricks, Jump out

Novice: 14 and under (boys and girls). Formats: Free ride, Tricks, Jump out

Novice Men: over 14. Formats: Free ride, Tricks, Jump out

Note: A maximum of one invert will be scored in the Novice divisions. 

Intermediate Men: Up to 3 inverts. Formats: Free ride, Tricks, Flip out

Intermediate Women: Up to 3 inverts. Formats: Free ride, Tricks, Flip out

Advanced Technical -  Riders must have two or less consistent advanced tricks (front flips, 360s, combos – anything scoring higher than a wake roll). Formats: Free ride, Tricks, Flip Out

Advanced Air -  Riders must have two or less consistent advanced tricks (front flips, 360s, combos – anything scoring higher than a wake roll). This division is for riders who are capable of significant air.  Formats: Free ride, Tricks, Big Air

Open / Outlaw/ Pro Men: 3 or more consistent advanced tricks (front flips, 360s, combos – anything scoring higher than a wake roll). Riders must use their judgment to determine which division to enter based on typical air and abilities. Formats: Free ride, 3-Trick, Big Air

Two Rounds: Free ride, Tricks, and 3-Trick will have two rounds. The seeding order of the second round will be the reverse order of finish from the first round, e.g. the fifth highest scoring rider goes first, the highest scoring rider goes last. The raw score for the first round counts of 25% of the total for each event, with the second round counting for 75% of the total for the event. Example: If a rider scored 40 in Free ride in the first round and 48 in Free ride in the second round, their total raw score for Free ride will be 46, and that 46 will be compared against other riders to determine their ranking for Free Ride.
 
 
Scoring – Free Ride: The highest scoring ten tricks in the Free Ride will be scored. Tricks are scored based on air, technical, and style. The technical values for tricks are available at www.USHANationals.com. Note that the Pro Men and Open Men divisions use a different set of trick values than the other divisions, so be sure to reference the correct trick list when planning your run. Riders can perform any trick, whether it is on the list or not. The judges will score the trick based on similarity to an existing trick, or if the trick is quite unique, will use their best judgment in determining a value. 

Air is judged based on approximate video frames. Each frame represents 1/30 of a second, and is measured from the time the front wing is first visible until any part of the foil hits the water. While frames are easiest to count using a video camera, the judges will estimate frames for each trick. The air score for each trick is calculated based on the trick and division. See the charts for air scoring at www.USHANationals.com
Style is judged based on takeoff – a smooth approach and controlled line tension (20%); grabs, tweaks, and displayed attitude mid-air (60%); and a smooth and controlled landing (20%). 

The weighting between air points, technical points, and style points depends on the division. See www.USHANationals.com for the weightings for each component. Each trick is scored using these weightings, and the rider’s score consists of his or her highest scoring 10 tricks.  
If the rider falls once, the ride continues from the point of the fall, unless there is not enough distance to complete another trick before the end of the last pass. The second fall ends the Free Ride. Caveat: If we have more time for this event than expected, this rule could change to allow two falls, with the third fall ending the Free Ride.

In the event of a tie, tiebreakers will be in the following order: the highest scoring single trick, the highest total air component, the highest total technical component, the highest scoring single air component, the highest scoring single technical component, and the highest single style component.
Repeats: If tricks are repeated, then the highest of the scores will be used, with the lower scores not counting. A repeat is the same trick in the same location (the four locations are wake driver to passenger, wake passenger to driver, flats driver side, flats passenger side). Style differences do not count as separate tricks, e.g. a gainer and a gainer with tail grab in the same location is considered a repeat. 

A gainer to roll and a gainer to gainer are considered the same trick.

Sinker combos and swoop combos are considered unique – therefore it is not a repeat to do a roll to roll combo sinker and a roll to roll combo swoop. 

In the Men’s Open, Outlaw, and Pro divisions, jumps to / from any trick are not unique from the trick – they will be considered a repeat if the trick is also performed by itself. For example, if a rider does an air roll and a jump to air roll, only the higher scoring of the two tricks (based on air and style) will be scored. 

You can combo out of any given trick (in the same direction and location) two different ways. Any third combo off of the same starting trick in the same location and direction will be considered a repeat, even if comboing TO a different trick.

A three trick sinker combo is a repeat of a similar two trick sinker combo if the three tricks have consecutive air back rolls or consecutive air front rolls. For example, a back roll to back roll to air front flip is a repeat of a back roll to air front flip (only the higher scoring trick counts). But a back roll to air front flip to air back roll is not a repeat. An air back roll to air back roll to air back roll (all sinker) is a repeat of an air back roll to air back roll (sinker). 

Combos: To receive credit for all combo maneuvers, after the board touches the water there must be immediate initiation of the next trick. No hesitation is allowed between tricks. Technical scoring is limited to a 3-trick combo, regardless of which 3 tricks make up the combo.

Sinker Style Combos: once the foil hits the water the board must sink continuously before initiating the next part of the combo. In general, the bottom of the foil will enter the water in a tip up attitude. 

Swoop Style Combos: The main criteria for the swoop is that the foil breaks the water in a tip down attitude, AND the motion of the foil through the water is like that of a "pendulum" (as opposed to sinking).

Scoring – 3-Trick: This is scored the same as the Free Ride, except the highest scoring three tricks on a single pass count. The rider will get two passes, and the score from the higher pass will be used. Each pass ends after one fall. The same tiebreakers as Free Ride apply.

Scoring – Big Air:  The rider will get three attempts in two passes to get as much air as he/she can on a single trick. This format is judged by counting video frames – frame zero is when the front wing of the foil can first be seen exiting the water. The next frame counts as frame one. The last frame is when the foil makes contact with the water again. The rider must ride away the trick for it to count. In the event of a tie, total frames from two tricks will be used, or three if necessary. Judges are allowed to score half frames if they see a clear difference between entry and exit points for two riders. The rider is finished after two falls,  three attempts, or 1 fall and two attempts. 

Scoring – Jump Out / Flip Out: The rider gets scored for every jump/flip where the entire foil (front and rear wing) leave the water. The rider will have two passes, with an ending ball at the end of the first pass, a starting ball for the second pass, and an ending ball at the end of the second pass. The pass begins/ends when the boat passes the ball, not the rider. The judges will blow a whistle and raise a flag to signify the start or end of a pass. If a rider is in the air (both wings completely out of the water) before the boat reaches the ending ball, but lands after the boat passes the ending ball the jump/flip is counted as half a jump/flip. Any fall ends the run. In the event of a tie, the highest scoring single pass wins. If necessary to determine first place, a runoff between tied competitors will take place with the quickest time to 5 jumps/flips winning, or the most jump/flips winning in the event neither rider completes 5. A standard 70 foot rope / handle will be used for ALL riders. 

Scoring – Tricks: Riders get two 30 second passes, with five tricks per pass. Riders must submit an attack sheet in advance, listing the 5 tricks that will be performed on the first pass, and five tricks that will be performed on the second pass, and in what order the tricks will be performed. All 10 tricks must be unique – no repeats. 

The tricks format is judged on technical scoring only – riders receive credit for completing each trick on their attack sheet in the order listed if the trick is completed before the end of the pass. Riders may skip a trick in the middle of the pass.  For example, if after completing the first two tricks, they complete the fourth and fifth tricks listed on their attack sheet, they get credit for those four tricks, but no credit for the third trick listed, even if performed after trick five.

If a rider falls on the first pass, that pass is completed. The rider will then be towed to the start of the second pass. If the rider only completed one or two tricks from the first pass before falling, the rider may choose to perform the set of tricks listed for the first pass as his/her second pass, with no credit given for the tricks performed on the first pass. If a rider falls on the second pass, or any second fall during the event, the run ends.

The attack sheets must be submitted to the Chief Judge at least 15 minutes before the rider’s division starts the Tricks format, and the attack sheets cannot be changed once submitted. The technical point values for each trick will be listed on www.USHANationals.com and posted at the site. Only tricks listed on the trick list can be performed. If the point value listed on the attack sheet for a trick is higher than the actual point value for that trick, no points will be given for performing that trick.

The trick listed must be performed correctly to score. Gainers must be within 10% of vertical to receive credit. Grabs must be performed as stated – slaps at the board will not count. Both hands must be completely off the handle for floaters.

Timing for the trick passes will start when the rider initiates the first trick after passing the indicated start point, or three seconds after passing the start point, whichever comes first. Each trick pass shall end when 30 seconds have elapsed from the start of the pass, or the rider falls during the pass. All tricks must be completed within 30 seconds.

In the event of a tie, the highest scoring single pass wins. If still tied, the highest scoring single trick wins, followed by the second highest, etc. 

