GAME DAY / BAND CHANT ‘ Kﬁs AA

Team Name Somerset

Division Game Day Large Judge No.

Band Chant (25) Points Score Comments

Game Day Material & Crowd Effectiveness V motion
Ability to engage the crowd 5 : \05\ SYT)VPTMSS

Practical & relevant to the Game Day environment Soree. 1Suh
f , = : e ) D
Motion Technique 4. Lo trohoq
Precision, sharpness. placement, & synchronization of motlons D\OCQ ment
\n Puncn
ECrowd Leading Tools oS OFf
Proper use of signs, poms. megaphones, rally towels, and/or flags L—*‘ . 8 ‘0\;\ SOME
‘Sharpness &synchmmzatlon G : (
Formations & Spacing ' Vv IsSuals.

Crowd coverage & precise spacing - CyDD C\ ‘*}Iﬁce
Execution of formations & tr ansntlons - Q\ DL

Visual Appeal
Creative movements and musicality 5
Use of level changes, ripples, & other techniques

Overall Impression (5) Points Score Comments

Leadership to engage & connect with the crowd
Genuine school spirit & energy; crowd focused 5

Transitions between Game Day components (minimal & clean)

Total Possible 30

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

el |

Team Name Somerset

Division Game Day Large Judge No.

Crowd Leading (35) Points Score Comments

‘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

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

Overall Impression (5) Points Score Comments

¥ L0 erYovs

Leadership to engage & connect with the crowd =N )
4(:"“(‘;‘ Lt é" / I}

Genuine school spirit & energy; crowd focused N YUY (A 7
Transitions between Game Day components (minimal & clean) ”/” ORI oo
: -+

Total Possible 40 BFIEE

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 / FIGHT SONG

Team Name Somerset

Division Game Day Large Judge No. %

Fight Song (25) Points  Score = Comments

Game Day Material & Crowd Effectiveness W atrch
Ability to engage the crowd 5 (/‘ 5, PC\[,I (}5
Practical & relevant to the Game Day environment ’ Puﬂ (,l‘\ 0s

D
Motion Technique | an. Qén \73 F
Precision, sharpness, placement, & synchronization of motions / . 3 5 e efifs

(¢}

Crowd Leading Tools Stunt on

Ll Left siage

Proper use of signs, poms, megaphones, rally towels, and/or flags L,

Sharpness & synchronization ' nee A s to
Formations & Spacing extend h
Crowd coverage & precise spacing L G\fW\ S 45 uf
Execution of formations & transitions / ' 3 ?

Skou den

Effectweness & Execution of Skills Incorporated
Clean & crowd effective skills relevant to Game Day environment 5
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 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.



Point Deduction
Score Sheet

Team Name: Somerset

Division: Game Day Large
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RULES VIOLATIONS

TEAM NAME Somerset

DIVISION Game Day Large

BOUNDARY VIOLATIONS X (0.5)
GAME DAY FORMAT VIOLATION x (1.0)
PROP VIOLATIONS U (0.5)
UNSPORTSMANLIKE BEHAVIOR Q (1.0)
EXCESSIVE CELEBRATION / TEAM INTRODUCTIONS 4 (1.0)
Entry Time 0/7 Total Time ?,fé Music Time
Entry OT: 1 (0.25) 4 (0.5) Routine OT: x (1.0) x (2.0)
RULE INFRACTION WARNING  CATEGORY  PAGE # (1.0 or 3.0)
d
Q
Q
Q
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Q
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SAFETY DEDUCTIONS:
RULES DEDUCTION TOTAL @(




