2006 SAWS Challenge Composition Scoring Sheet

Scoring

Each item on the checklist below is worth up to 3 composition points, for a potential score of 30 points in all.  To figure out the score from an item, select the box that most closely fits your army.  This will give you the score your army receives for that item.  Place this score in the blank to the left of the item number.  

In addition to the checklist scoring, each composition judge must pick a few armies (the number will vary based on the size of the tournament, but generally about 10% of the participants could expect to get a bonus) that he decides are extremely well composed.  An army receives up to 3 bonus composition points if one or more of the judges pick it as one of their top choices.  

Note that in order for an army to be considered for these bonus points, the player MUST include a TYPED background story for his army that explains the reason for the army and adds some flavor (make it more than just about the numbers if you want the extra nod from the judges!).  

Also note that the judges may adjust the comp score DOWN by up to 3 points for those armies that are obviously tooled to take advantage of the generic nature of the system.
In addition to the points from the checklist and judge rankings, each player gets to rate his opponent's composition during the tournament, on a scale of 0-2, with equivalent points being awarded to that opponent.  In a 5-round tournament, the player will therefore earn from 0 to 10 pts from his opponents, for a total composition score of from 0-43 after adding in the 0-33 from the checklist and judges.

Composition Checklist

______1.  The percentage of points in Core1 selections in this army is:

· Under 30% (under 675 pts)
(0 comp pts)

· 31% - 40% (676-900 pts)
(1 comp pt)

· 41%-50% (901-1125 pts)
(2 comp pts)

· Over 50% (over 1125 pts)
(3 comp pts)

______2.   The percentage of points in Special selections in this army is:

· Over 40% (over 900 pts)
(0 comp pts)

· 30% - 40% (675-900 pts)
(2 comp pt)

· Under 30% (under 675 pts)
(3 comp pts)

______3.  The percentage of points in Rare selections in this army is:

· Over 15% (over 337.5 pts)
(0 comp pts)

· 10% - 15% (225-337.5 pts)
(2 comp pts)

· Under 10% (under 225 pts)
(3 comp pts)

______4.  .  The percentage of Characters in this army is:

· Over 35% (over 787.5 pts)
     (0 comp pts)

· 31% - 35% (676-787.5 pts)
     (1 comp pt)

· 25% - 30% (562.5-675 pts)      (2 comp pts)

· Under 25% (under 562.5 pts)   (3 comp pts)

______5.  The percentage of Magic Items2 in this army is:

· Over 15% (over 337.5 pts)
(0 comp pts)

· 10% - 15% (225-337.5 pts)
(2 comp pts)

· Under 10% (under 225 pts)
(3 comp pts)

______6.  The number of Power Dice3 in this army is:

· More than 9  (0 comp pts)

· 8-9
  (1 comp pt)

· 6-7
  (2 comp pts)

· Fewer than 6 (3 comp pts)

______7.  The number of Dispel Dice4 in this army is:

· More than 9  (0 comp pts)

· 8-9
  (1 comp pt)

· 6-7
  (2 comp pts)

· Fewer than 6 (3 comp pts)

______8.  The number of models that and are Large, Terror-Causers (Large = Large Target) is:

· More than 2  (0 comp pts)

· 2
  (1 comp pt)

· 1 
  (2 comp pts)

· 0
  (3 comp pts)

______9.  The number of units of cavalry5 is:

· More than 5 units
(0 comp pts)

· 5 units                  
(1 comp pt)

· 4 units

(2 comp pts)

· Fewer than 4 units   
(3 comp pts)
______10.  The number of units armed with missile weapons6 is:

· More than 6 units
(0 comp pts)

· 6 units                  
(1 comp pt)

· 5 units

(2 comp pts)

· Fewer than 5 units   
(3 comp pts)
1 - For the purposes of this composition system, when figuring total points spent on Core units, do NOT include Chariots, even if they were purchased as Core selections in your army list.

2 - For the purposes of this composition system, ‘Magic Items’ includes Daemonic Gifts, magic standards, Engineering runes, Slayer Skills, Wood Elf Kindreds, Lizardman Spawnings for characters, Chaos Marks for characters, Bretonnian Vows for characters, Wood Elf Kindreds, Wood Elf Spites, and anything else that counts against a character’s magic item points allowance (i.e. Bretonnian Virtues, Vampire Bloodline Abilities, Ogre Honorifics, etc.).  For Greater Daemons, the Daemonic Gifts they get ‘by default’ count as well!

3 - For this purpose count dice generated by the army if they can be used to cast (so Tomb Kings ignore army dice), dice generated by each wizard or equivalent, Power dice generated by any other source (such as a magic item), and Bound Spells. If an item or ability generates a variable number of Power Dice each turn, count the average number of dice that would be rolled, rounding up (D3 Power Dice/turn = average of 2; D6 Power Dice/turn = average 4 (rounded)).  Power Stones or items that allow a spell to be cast for free count as only a single Power Die each for this, due to their one-use nature.  A Bound Spell of power 4 or lower (or a single D6) counts as 1 Power Die.  A Bound Spell of power 5 or higher (or more than a single D6) counts as 2 Power Dice. 

Example1: A Tomb Prince can cast one Bound Spell of level 1D6 each Tomb King Magic Phase; this would count as 1 Power Die; OTOH a Liche High Priest has two Bound Spells per turn, level 3D6 each, which would count as (2X2=) 4 Power Dice.  Example 2: A Level 2 Necromancer with Book of Arkhan (Bound 3) and a Power Stone would count as 4 Power Dice (Level 2 spellcaster (2) + a Bound Spell (1) + a Power Stone (1) = 4 total).

	Source
	Counts As How Many?

	Army Dice
	# of Power Dice that the army can use to cast spells (usually 2, but counts as 0 if  the army doesn’t use its army dice to cast, i.e. Tomb Kings)

	Wizard or other source generating consistent number of Power dice
	# of dice generated (ex. L2 wizard generates 2 dice, therefore counts as 2 Power Dice)

	Magic Item or other source generating random number of Power dice
	Average of whatever the random number would be (ex. High Elf Banner of Sorcery generates D3 Power dice each turn, so counts as 2 Power Dice (because average roll on D3 is 2))

	Power Stones, ‘free spell’ items, or other source of Power Dice that are One Use Only
	1 Power Die (each item)

	Bound Spells (Power Level 4 or less/single D6)
	1 Power Die

	Bound Spells (Power Level greater than 4/more than 1D6)
	2 Power Dice


4 - For this purpose count dice generated by the army or characters, any dice gained from items, marks, etc.  Count each Dispel Scroll or similar item (Rune of Spellbreaking, Spellbreaker daemonic gift, Destroy Spell scroll, etc.) as 1 Dispel Die.  

5 – For this purpose ‘cavalry’ includes chariots, monsters, units of flyers, and flying cavalry as well.  Do not count mounted characters as ‘units of cavalry’ (though a character’s chariot or monster mount would still count), however.

6 – For this purpose ‘missile troops’ includes war machines and weapons teams as well.  Do not count characters with missile weapons as ‘units armed with missile weapons’, however.

