2012 SAWS Challenge Composition Scoring Sheet

Scoring

Each item on the checklist below is worth up to 3 composition points, for a potential score of 27 points in all.  To figure out the score from an item, select the box that most closely fits your army (taking the lowest comp score if there are multiple entries that you think fit 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.  

Also, the judges may adjust the comp score DOWN by up to 3 points for those armies that they feel 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 opponents’ 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 0-40 after adding in the 0-30 from the checklist and judges.

Composition Checklist

______1.  The # of points in Core selections in this army is:

· 650 pts or fewer
(0 comp pts)

· 651-900 pts

(1 comp pt)

· 901-1250 pts
(2 comp pts)

· Over 1250 pts
(3 comp pts)

______2.   The # of points in Characters in this army is:

· 1100 pts or more
(0 comp pts)

· 950-1099 pts
(1 comp pt)

· 751-949 pts

(2 comp pts)

· 750 pts or fewer
(3 comp pts)

______3.  Extra Power or Dispel Dice:
· The army includes a unit that adds additional dice FOR EACH SPELL CAST (0 comp pts)

· The army includes multiple units or characters that adds additional Power or Dispel dice (discounting channeling) (1 comp pt)

· The army includes one unit/character  that adds additional Power or Dispel dice (discounting channeling)  (2 comp pts)

· The army includes NO units/characters that adds additional Power or Dispel dice (discounting channeling) (3 comp pts)

______4.   Are there 3 units of the same type of Special choice (4 for High Elves) in the army?:

· Yes

(0 comp pts)

· No

(3 comp pts)

______5.   Are there 2 units of the same type of Rare choice (3 for High Elves) in the army?:

· Yes

(0 comp pts)

· No

(3 comp pts)

______6.  The number of units armed with missile weapons1 with range at least 20” 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)
______7.  The number of units of 40 or more models (units of more than 60 models count DOUBLE) in the army is:

· More than 2 units
(0 comp pts)

· 2 units                  
(1 comp pt)

· 1 unit

(2 comp pts)

· 0 units   

(3 comp pts)
______8.   The number of Core units in the army is:

· 1 unit

(0 comp pts)

· 2 units                  
(1 comp pt)

· 3 units

(2 comp pts)

· More than 3 units
(3 comp pts)
______9.  Does the army list include a breakdown that answers each of the questions above, and was a copy of this completed checklist included with the army list when it was submitted?

· No
  
(0 comp pts)

· Yes
  
(3 comp pts)

1 – 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.

