Marshall Training Resource.

Use this resource as brief notes to be supplied to your Marshall’s at training and at the event with
their score cards and section maps.

This is a supplementary resource, onsite training is strongly encouraged.

If possible, train the Marshall’s onsite on the courses they will be on at the event.

Please instruct your Sector Marshall’s to clearly show the course Marshall’s the following:
- Safe locations to Marshall from.
- Where to view line of sight.
- How to re-establish pegs that have moved.
- Fire extinguisher locations.
- Vehicle recovery plans.
- Direction to travel to the next course.

- How and when to stop a competitor on the course (3 seconds with no motion in direction
of the course ((stopped)) and or digging wheel holes).

- To call the sector Marshall if any discrepancy to score given or an argument arises.



MARSHALL NOTES.
Before you start the course:

- Do you have the competitors score card?

- Are all the pegs in place?

- The course and run out areas are clear of people, recovery gear, vehicles etc.

- Competitors have their helmet on and fastened, seat belts are done up.

- You are aware of the fire extinguishers position on the competitor’s vehicle.

- The other Marshall assisting is ready for the course to be driven.

- Callin aloud voice “Clear the course” to clear other competitors viewing the
course from the course before starting the competing vehicle.

Once the competitor has attempted the course:

- The score cards are filled out clearly and signed by the navigator and the Marshall.
The Score on the Competitors card is written in the Course number box.
The Score on the Marshall card is written in the Competitors number box.

- If the competitors rolls over greater than 90 degrees. Arrange with the Sector Marshall
to get the Vehicle and competitors checked by a steward.

- Ifthe course is cleared by the Vehicle (passes the zero blues) write “NIL” or “ZERO” not 0
on the cards.

Contact the Sector Marshall and stop the course if:

- There s a disagreement between the competitor and the Marshall.
- Peglocation are lost or damaged.

- You see a safety matter arising.

- You are unsure of anything.

- People are not following your instructions.

The Sector Marshall or Event Official will advise when all competitors have been through, and you
can leave.



Graded Course.

- Start and finish pegs are “BLUE”.

- YELLOW pegs are on the left side of the vehicle, RED pegs are on the right side.

- Points scored are shown on the course map (graded pegs) and decrease through the
course.

- The hub of the leading wheel needs to pass the line between the corresponding Yellow
and Red pegs of a given grading for the competitor to receive the score shown on the
course map. Refer to figure 1.

- Astop is when the vehicle is no longer continuously moving forward in the direction of
and within the boundary pegs of the course. Where the vehicle stops or exits the
boundary pegs is where the score is determined.

- To stay within the course, the vehicle must keep one hub within the line of the Yellow
pegs or Red pegs at all times. Refer to figure 2.

- If apegis flattened or straddled, then advise competitor to stop. If they flattened or
straddled with front wheel, then they receive the score of previous pegs. If they
flattened or straddled with back wheel, then they receive the score of those pegs.

- The leading hub needs to pass through the Blue finish pegs to complete the course. If a
competitor hits the blue at the start they get 100 points.

Figure 1.

Figure 2.

Score. 100 90 80 70 60 50 40 30 20 10 Zero



Competitor has attempted & completed the course if:

Leading hub out of course.

Line of sight out of course.

Rear wheel hitting peg.



Ungraded Course.

- Start and finish pegs are “BLUE”.

- YELLOW pegs are on the left side of the vehicle, RED pegs are on the right side.

- Peg penalties: 10 points per Blue peg, 20 points per Red or Yellow peg if the pegs are
flattened, straddled or run over, but they can continue.

- A maximum of 100 points can be scored.

- The leading hub needs to pass through the Blue finish pegs to complete the course.

Refer to figure 1.

- Astop is when the vehicle is no longer continuously moving forward in the direction of
and within the boundary pegs of the course. 100 points is given for a stop.

- The vehicle must keep one hub within the line of the Yellow pegs or Red pegs at all times
to stay in the course. Refer to figure 2.

Figure 1.

Figure2.

Score.

Zero 10 20 40 60 80 100



Ungraded section points scoring penalties.

Leading hub out of course.

Line of sight out of course.

Rear wheel hitting peg.



Timed Course.

- The start and finish of the section is determined by four BLUE pegs forming a ‘Garage’.
All four wheels of the vehicle must be inside the boundaries of the garage before
starting.

- The course map shows the direction of the course.

- YELLOW pegs are on the left side, Red pegs are on the right side.

- Starting the timed course:
Count the competitor down slowly “3-2-1-GO” start the stopwatch on go.
Alternatively start the stopwatch when competitor starts moving forward.
Pick one start method for the day and stick to that for the day.
Stop the stopwatch when the competitor has completed the course and is stopped with
all four wheels within the garage.

- Line of sight rule does not apply to timed sections, the competitor can go out of the
course, but must re-enter where they left

- The competitors score is determined by the time it takes to complete the course, plus
any penalty pegs.
Peg penalties. To be written beside the course time. (i.e. 45.56 seconds +20) 10 points
for each blue peg run over 20 points for each Red or Yellow peg run over, but they can
continue. Figure 1.
100 points is given for not completing the course. (i.e. vehicle fails to return to garage,
or goes the wrong side of a red or yellow peg.)

Figure 1.

Score, Time plus penalties
Zero 10 20 30 40 50 60 70 80 90 100






