GAME DAY / BAND CHANT

Team Name Bardstown

Division Game Day Large Judge No.

Band Chant (25) Points Score Comments

Game Day Material & Crowd Effectiveness *Punch
Ability to engage the crowd 5 \/\ e Mohon
Practical & relevant to the Game Day environment P\C\C e eﬁ}

i i ¥ ns uweye
Motion Technique /3 3 ﬁ%\;) ‘e
Precision, sharpness, placement, & synchronization of motions : Sg ‘;’f'\é_q =
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Crowd Leading Tools * Yy NSt hone
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Proper use of signs, poms, megaphones, rally towels, and/or flags ?) s N L> S€aMIES
Sharpness & synchronization ‘ ("UL‘\ WOV 1O

Formations & Spacing Wus OF >
Crowd coverage & precise spacing ?). C\ TN G on
iExecution of formations & transitions ” (\ Q%g oft-
Visual Appeal s
Creative movements and musicality 5 3 ' % Q\?\“f(b u
Use of level changes, ripples, & other techniques e s J

Overall Impression (5) Points Score Comments

Leadership to engage & connect with the crowd s Q\‘Y\ e Yes
Genuine school spirit & energy; crowd focused 5 3% \OOLY \’\f&i
Transitions between Game Day components (minimal & clean)

Total Possible RIEN >, O ~

/

This score sheet isthe exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and
approved by Varsity Spirit.



GAME DAY / CROWD LEADING

Team Name Bardstown

Division Game Day Large - Judge No.

Crowd Leading (35) Points .« Score . Commenis

Game Day Relevance of Situational Sideline
Proper response to the sideline cue

Motion Technique
Precision, sharpness, placement, & synchronization of motions

Crowd Leading Tools
Proper use of signs, poms, megaphones, rally towels, and/or flags
Sharpness & synchronization

Crowd Effectiveness
Voice, pace, flow, maximum crowd coverage
Ability to elicit crowd response . P IaCLo

. : Metion 4 |
hlad FRYTN

g+ unitpm,

Effectiveness & Execution of Skills Incorporated
Clean & crowd effective skills relevant to Game Day environment
Technique, stability, synchronization & spacing

v {;ﬂ;, ¢

Overall Impression (5) Points Score Comments

Leadership to engage & connect with the crowd
Genuine school spirit & energy; crowd focused
Transitions between Game Day components (minimal & clean)

Total Possible

This score sheet is the exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and
approved by Varsity Spirit.



GAME DAY / FIGHT SONG

Team Name Bardstown

Division Game Day Large Judge No. 3

Fight Song (25) Points  Score = Comments

Game Day Material & Crowd Effectiveness L v HO}’)
Ability to engage the crowd 5 3 g | f\Co ns 5(’/)1.’

Practical & relevantto the Game Day environment p pa neh b
Moton

: : Shoul h
Motion Technique Qﬁr‘s d be J
Precision, sharpness, placement, & synchronization of motions 3 G S «

2 PG.LI
Crowd Leading Tools ISSues
Proper use of signs, poms, megaphones, rally towels, and/or flags H’\f Uuﬁouj’
Sharpness & synchronization o % ‘
Formations & Spacing Shunt Hm‘iﬂs
Crowd coverage & precise spacing 0cr
Execution of formations & transitions S » 7 MO-P WA SO‘IIL

- . v . - and i Nconse :
Effectiveness & Execution of Skills Incorporated W i‘ corsgten
Clean & crowd effective skills relevant to Game Day environment 5 Q\S’/\ }I‘S
Technique, stability, synchronization & spacing

Overall Impression (5) Points Score Comments

Leadership to engage & connect with the crowd
Genuine school spirit & energy; crowd focused
Transitions between Game Day components (minimal & clean)

Total Possible

This score sheet isthe exclusive property of Varsity Spirit and may not be reproduced, in part or in whole, for events not sponsored and
approved by Varsity Spirit.



RIST

Point Deduction
Score Sheet

Team Name: Bardstown

Division: Game Day Large
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4:22), RULES VIOLATIONS

TEAM NAME Bardstown

DIVISION Game Day Large

BOUNDARY VIOLATIONS X (0.5)
GAME DAY FORMAT VIOLATION x (1.0)
PROP VIOLATIONS U (0.5)
UNSPORTSMANLIKE BEHAVIOR d (1.0)
EXCESSIVE CELEBRATION / TEAM INTRODUCTIONS d(1.0)
Entry Time a'lg Total Time /236 Music Time
Entry OT: 1 (0.25) 1 (0.5) RoutineOT: _ x(1.0) _  x(2.0)
RULE INFRACTION WARNING CATEGORY  PAGE# (1.0 or 3.0)

O OO0 0 0 0 0

SAFETY DEDUCTIONS:

RULES DEDUCTION TOTAL




