08-09 AMERICAN CHEER POWER SCORING GRID
NON-MOUNT LEVEL 5

The following grid outlines the point ranges for specific skills performed by a MAJORITY of the team. In each skills set, the majority of the team must master a specific skill (or
combination of skills) as listed in the scoring range. Skills performed with Below Average Technique and Perfection will place the team at the lower end of the range. Skills
performed with Average Technique and Perfection will place the team in the middle of the range and skills performed with Above Average Technique and Perfection will place the

team at the higher end of the range.
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