
Appendix 1 – Basic Moves List – Surface Boat 
 
 

 Pre limina ry d e finitions 
 

- A n g le 
The 0° for the angle c alcula tion is the long a xis of the b oa t in a front or ba c k surfing p osition. 

 
Vision from the above Vision from sideways 

 
Horizontal Angle Vertical Angle 

 
Water flow 0° Water flow 0° 

 
 
 

- M o ve s c o m p le tio n 
All the moves must b e reta ining the fea ture meaning the move is completed b efore c rossing 
the line brea k of the fea ture, line brea k d etermined  by the ICJFRE a t the COMPETITION 
b riefing meeting. The move must b e p erformed in one fluid motion. 

 
- En d 
180º rota tion around the body. 

 
- Bo nu s a w a rd in g lim its 
If a b onus is pa rt of the d efinition of a b a sic move, it c an not b e a wa rd ed for tha t move. 
Bonuses ca n not b e a wa rd ed for entry moves. 

 
 

M ove s de finitions 
 

Na me Exec ution Va lue Definition 

Spin Left or Right 10 360° horizontal angle rota tion of the boa t a t a 0°-45° 
vertic al angle. 

 

Roundhouse 

 
 

Left or Right 

 

15 

180° horizonta l a ngle rota tion on green wa ter a t a 
vertic al angle b etween 0° a nd  45°,  c lear  of  the 
foa m pile, where the comp etitor rota tes a round the 
b ow of the b oa t la nd ing in a b a c kward s position. 

 
Back 
Roundhouse 

 
 

Left or Right 

 

20 

180° horizonta l a ngle rota tion on green wa ter a t a 
vertic al angle b etween 0° a nd  45°,  c lear  of  the 
foa m pile, where the comp etitor rota tes a round the 
stern of the b oa t la nd ing in frontwa rd s position. 

 
 
 
 
Shuvit 

 
 
 
 

Left or Right 

 
 
 
 

5 

2 c onsecutive 180° horizontal angle rota tions of the 
b oa t  a t  a  vertica l  angle  b etween  0°  a nd   45°, 
b eginning in front surf position to b a c k surf position 
then returning to front surf position without a p ause. 
The 2nd rota tion must b e in the opposite d irec tion of 
the 1st one a nd the entire tric k is c ompleted with 1 
b la d e  remaining  in  the  wa ter  during  the  whole 
a c tion pha se. 

 
Cartwheel 

 
Left or Right 

 
30 

Two  consecutive   end s   in   the   sa me   rota tional 
d irec tion,   and   both   end s   a t   a   vertica l   angle 
b etween 45° a nd 100°. 

Splitwheel Left or Right 40 Two c onsecutive end s, with a c hange of direc tion in 
b etween ea ch a nd  both end s a t a  vertic al angle 



 

	
   	
   	
   b etween 45° a nd 100°. 
 
 

Tricky Woo 

 
 
 

Left or Right 

 
 

140 

3  c onsec utive  180°  horizonta l  angle  rota tions.  It 
b egins with a splitwheel which is  followed  by  a 
rota tion on the stern a t a vertic al angle over 60° in 
the  sa me  direc tion  a s  the   first  rota tion  of  the 
sp litwheel. The entire seq uenc e is p erformed using 
one pa dd le bla d e only. 

 

Blunt 

 
 

Left or Right 

 

40 

180° horizonta l a ngle rota tion on green wa ter a t a 
vertic al angle  grea ter tha n 45°, c lea r of the  foa m 
p ile, where the c omp etitor rota tes a round the bow 
of the b oa t landing in a ba c kwa rd s position. 

 

Back Blunt 

 
 

Left or Right 

 

70 

180° horizonta l a ngle rota tion on green wa ter a t a 
vertic al angle  grea ter tha n 45°, c lea r of the  foa m 
p ile, where the comp etitor rota tes around the stern 
of the b oa t landing in a frontwa rd s position. 

 
Loop 

 
Front 

 
60 

Front flip initia ted and finished b etween a horizonta l 
a ngle of -20° a nd 20°, landing in the hole or in the 
wa ve. 

 
Back Loop 

 
Bac k 

 
70 

Ba c k flip initia ted a nd finished b etween a horizonta l 
a ngle of -20° a nd 20°, landing in the hole or in the 
wa ve. 

Space Godzilla Left or Right 90 An a erial loop with a 90º or grea ter rota tion (twist) in 
the mid dle of the flip . 

Phonics 
Monkey 

 
Left or Right 

 
140 

Pirouette initia ted by a cross bow stroke in a front surf 
p osition and followed by a front loop in one fluid 
motion. 

Pirouette Left or Right 25 360°  horizonta l  a ngle  rota tion  a t  a  vertical  angle 
grea ter tha n 45°, on the bow. 

 
Pan Am 

 
Left or Right 

 
110 

Eleva ted a eria l rota tion on green wa ter a t a vertic a l 
a ngle grea ter tha n 90°, c lea r of the foa m p ile, where 
the comp etitor rota tes around the bow of the boat. 

 
Back Pan Am 

 
Left or Right 

 
130 

Eleva ted a eria l rota tion on green wa ter a t a vertic a l 
a ngle grea ter tha n 90°, c lea r of the foa m p ile, where 
the comp etitor rota tes around the stern of the boa t. 

 

Flip Turn 

 
 

Left or Right 

 

90 

Rota tion of over 90° a t a horizontal angle followed 
b y a rota tion with a vertical a ngle over 45° on the 
stern in one fluid motion. The boa t must b e a erial a t 
one point of the move. 

Air Screw Left or Right 140 Ba rrel roll of the b oa t sta rting from front surf p osition. 
The boa t is a eria l for a t lea st 180° of the b arrel roll. 

Lunar Orbit / 
Back Mc Nasty 

 
Left or Right 

 

150 

At lea st 180° horizontal a ngle rota tion sta rting in front 
surf position a nd flowing into a ba c k loop or b ac k 
c a rtwheel. 

Mc Nasty / 
Pistol Flip 

Left or Right 160 
120 

At lea st 150° horizontal a ngle rotation or half a barrel 
roll flowing into a front a erial loop or spa c e godzilla . 

Felix Left or Right 40 A 360º sp in with a t least 180° of whic h the boa t must 
b e inverted . This move is not eligible to get air Bonus. 

Helix Left or Right 100 

150 

A 360º sp in with a t least 180° of whic h the boa t must 
b e inverted, aerial at some point. 

Reverse 
Phoenix Monkey 

Left or Right 160 A pirouette on the stern followed by a back 
loop in a fluid motion. 

 
Trophy Move 1 

Left or Right 
/ Bac k or 

Front 

 
100 A move tha t d oes not meet any other d efinition in 

the list of ba sic moves of the a pp endix. 

 
Trophy Move 2 

Left or Right 
/ Bac k or 

front 

 
170 

A move tha t d oes not meet any other d efinition in 
the list of b a sic moves of the a pp endix and b a sed of 
high level skills. 



 
Trophy Move 3 

Left or Right 
/ Bac k or 

Front 

 
200 

A move tha t d oes not meet any other d efinition in 
the list of b a sic moves of the a pp endix and b a sed of 
exp ert level skills. 



Appendix 2 – Bonuses List – Surface Boat 
 

Bonuse s d e finitions 
 
 
 

Clean 

The p ad dle or hand may b e used to sta rt the move b ut c an not b e used 
d uring the rota tion p art of the move and until completion of the move. The 
p ad dle / hand must rema in c lea rly unused . 

Move value ≤	
  30 30 < Move va lue ≤	
  90	
   Move value > 90 
10 points 30 points 50 points 

 

Super Clean 

Full move exec uted without b eing initia ted by a p a dd le stroke. Clean and 
sup er c lean ca n not b e given for one execution of the move. 

Move value ≤	
  30	
   30 < Move va lue ≤	
  90	
   Move value > 90 
20 points 40 points 60 points 

 
 

Air 

Move p erformed  with the b oa t not touching the wa ter a t one time of the 
exec ution of the move. 

Move value ≤	
  30	
   30 < Move va lue ≤	
  90	
   Move value > 90 
10 points 30 points 50 points 

 
 

Huge 

Air  with  a  d ista nc e  d efined  by  the  ICJFRE  at  the  first  briefing  of  the 
COMPETITION. 

Move value ≤	
  30	
   30 < Move va lue ≤	
  90 Move value > 90 
20 points 40 points 40 points 

 
 

Linked 

Two moves p erformed c onsec utively in one fluid motion. The bonus is 
a wa rd ed to the 2 moves, the value of ea ch bonus d ep ending on the value of 
ea c h single move. 

Move value ≤	
  30	
   30 < Move va lue ≤	
  90	
   Move value > 90 
0 points 10 points 

 
20 points 30 points 30 points 40 points 

 
Trophy 

Bonus not listed in the list of b onuses. 
Move value ≤	
  40	
   40 < Move va lue ≤	
  80	
   Move value > 80 

0 points 10 points 10 points 
 
 

Appendix 3 – Entry moves definition – Surface Boat 
 
 

Entry move s 
 

Level Definition Points 

1 Simple entry move. Working on 1 end or Wave wheel. The boa t 
must b e vertic al when it connec ts with the fea ture. 30 

2  
Intermed ia te entry move b a sed on a non a erial ba sic move. 50 

3  
Exp ert entry move b a sed on an a erial move. 80 

	
  


