Eastbourne Rogaine 2008

Instructions for Competitors

Introduction
Everything you need to know about the Eastbourne Rogaine is contained in this newsletter.  You must read it and understand it before competing.  If you do not understand anything, are confused, or unsure – then call me now, or ask me or one of my helpers on the day.

Because competitors can start any time, there will be no verbal briefing on the day.  So read and understand what follows…

What to do prior to the event

· Read and understand these instructions.

· Ensure you have the right gear 

· Have some sort of idea as a team on what you are doing – the whole 12 hours at once, or three separate visits with sleep in between etc.

Gear requirements

This is Wellington, you will be in the bush and off track, and maybe out at night.  Therefore the recommended gear follows:
· Drink bottle to cope with being away from water for 3 or 4 hours.  (two water bottles or a 1.5 litre drink system)

· Enough food to cope with your length of course

· A good light system

· First aid kit to deal with niggles and emergencies

· Spare clothing (enough to cope with being stranded overnight)…suggest: polypro, hat, lightweight parka, survival blanket.  (plus long-johns and another top if forecast is for cold or wet weather)
· Compass

· Whistle

· Pencil

· A compact pack to carry it all in

· You may want to take gaiters – I have not used them in the set up, but they could be useful.

· A cell phone may be useful for emergencies.  Reception is good from all the main ridges. 

Timetable

3pm Saturday

School grounds open



Camp ground open




Registration open in school hall

4pm Saturday

Maps available

5pm Saturday

Course opens

7pm Saturday

Kitchen open for overnight snacks
11 am Sunday

Course closes




BBQ lunch available




Prize giving

Midday Sunday
Kitchen and campground closes

What happens when you turn up

You can park your car in the designated area within the school grounds.  Entrance is off Oroua St.  A camping area will be designated, where you can put your tent up.  (Locals are more than welcome to go home to their own beds to rest while off the course)
The registration desk should be your first port of call – clearly sign posted in the school hall.  At registration there will be a few things to run through:
1.  Checking your registration team and course details are correct
2.  Sign a waiver that you have read the instructions and rules and accept responsibility for your own safety
3.  You will then be  issued with a bracelet and tag that will be attached to two team members wrists.  You will also be issued with your control sheet, that has the description for each control site.
4.  You can then punch your tag on the briefing punch to test the system and also indicate that you are ready to receive your map.

5.  From 4pm maps will be issued to teams that have tags on their wrists

6.  After planning your route and before departing you will need to submit a copy of your planned route .

7.  From 5pm.  Because you have a set time available (either six or 12 hours), before you start you must punch the start control.  This starts the timer ticking for your team.  You can then depart on your course.

Camping and the base

The school grounds will be open for parking.  And the school field will be available for camping.  You will need to bring your own tent and camping gear.  Note that the grounds are quite hard, so make sure you have a good mallet and pegs to cope.
The school hall and kitchen will also be available for you to use.  These areas will be manned throughout the event, but will probably be too noisy, busy and bright to allow sleep.
The kitchen is available for your own use throughout the event.  From 7pm onwards the kitchen will also be open for light snacks and drinks.

Toilets will be available in the school hall.

What to expect on the course

There are two main streams – Butterfly creek and Gollins Stream, each of which have small gullies feeding them.  Many of the small gullies are dryer than usual.  I drink the water from any of the streams, upstream of the picnic area and the tracks.  I cannot guarantee the water – but I have not got sick.   There are no water drops on the course – so you will need to plan your course around wherever you think you can collect water from.
The bush is mostly beech with the occasional rimu.  There are some areas of regeneration,  but most of the bush is reasonably good travel – especially the ridges and spurs.  Even the gullies afford reasonable travel, apart from small patches of supplejack.

The only places where you will need to stay on track are on the seaward facing slopes of the hills.  These have had numerous burn-offs over the years and are mostly gorse.   Don’t worry though – there are no controls in the gorse, and there are no obvious short cuts that would lead you through it.

There are a couple of tracks marked out of bounds on the map.  These run through private property, and permission has not been sought to use these tracks.  Please respect this and stay out of areas marked out of bounds.

The track up to control 72 goes through someone’s back yard.  Permission has been granted, but please be mindful of their privacy especially if you are here at night.  There will be a track avoiding the house, marked on the map, that will be marked with pink tapes.  The house also has a barking but friendly dog, if you miss the track!

The controls

Controls are usually marked by orienteering flags.  Some (usually the ones under bridges) are only marked by a small piece of pink tape tied to string of the electronic punch.  The control description will indicate when the flag is replaced by pink tape.

At each control site is the electronic punch.  These are the same as the start punch.  As each punch is expensive to replace, their placement needs to be discreet in public areas.  

Each punch has a number in it – which is the same number as the control number, plus a three letter code used when the punch is not working.

Off track, the controls will be obvious with the flags prominently tied at approx head height.  In the public areas or on tracks the control will be hidden from view.  Don’t worry though – it should be perfectly obvious from the control description where you need to look.  For example: West of track intersection 10m.

How to score points

You score points by pressing the electronic control against your tag.  A red light will flash to indicate you have successfully punched.  Both members of your team with tags will need to punch their tags.  You only score the points if you both successfully punch.  So you do need to be careful and watch for the red confirmation flash.  If in doubt punch again (you won’t get double points!)
It is vital to punch the start punch before beginning, to start the stop watch.  If you don’t do this, the system will not validate your points as it will think you are not on the course.  And of course when you get back to the HQ area you must also punch the finish punch to stop your stop watch.  

If you have come back for a rest, before heading back out you will need to punch the restart punch to set the stop watch going again.    You can stop and restart as many times as you like.

The Briefing, Start, Finish and Restart punches will all be located in the school hall.

How to lose points
If you break the rules you may be disqualified and lose all your points.  Discretion on this will be with the event director.

If you are late back – after 11am Sunday, you will lose 10 points for every minute (or part) that you are late back.  You will be disqualified if you are more than 30 minutes late.
If you use more than your allocation of six or 12 hours you will be penalised in the same way -10 points for every minute (or part) that you are late back, and disqualification if you are more than 30 minutes late.

Electronic punch not working

If you successfully find the flag and the electronic control is not functioning.  ie.  You don’t get the confirming flash – then write down the three letter code in the punch.
Missing control

This is usually where all the discussion with the event director happens after the event.  “We could not find the control!”
This is the guts of the event, and we will be trying to get this right.  We are experienced rogainers setting up the event, and we know the area very well.  So we are pretty sure the controls will be in the right place!   Control locations will be logical, but in some cases the navigation will be tricky – especially at night.
If you can’t find it don’t waste hours looking for the control.  Move on positively to the next one. For me - if I am sure I know where I am, I would waste no more than 5-10 mins searching for a low valued control, and maybe 15-20 mins for a high valued control. 

In the unlikely event that the control is generally agreed to be in the wrong place, or the control has been moved or stolen, then, if you advise the event director when you finish, you will be awarded points for that control, but no time credits for any wasted searching time. 

How to win

Planning is the first part of a winning score.  Use your team strengths and plan a course that suits you.  Take advantage of the terrain, light and bonuses that suit you.  Give yourself lots of options for when things go wrong or right.
Don’t forget that there is a bonus system on this event.  There will be some controls worth double in the last two hours, and others worth double during the hours of darkness.

The map

The map is the OHV super topo map developed by Michael Wood of OHV.  This map is based on the contours of the topo map series, but has been significantly enhanced by fieldwork over the years.
The map scale will be 1:25,000 and the competition map will cover one A3 sheet.  Each competitor will be issued one colour map and A3 plastic bag.  In addition each team will be issued one black and white map to leave behind with your route intentions.
Take note of the key and the detail especially of the maps.  While every effort has been made to correctly mark the tracks, there may be some small areas that still need some work.  We would be happy if you could let us know at the end of any updates.

The rules

A full set of rogaining rules is available at http://www.rogaine.asn.au/index.php?id=6
  . Read these if you are new to the sport.
Broadly the rules for the Eastbourne event are:

· Teams must stay together at all times

· You cannot use any electronic aids like altimeters or GPS

· Every member of the team must visit the control at the same time. 

· Light no fires

· Leave no rubbish behind

· You cannot use any external assistance – cars, bikes, non team members etc

· The number one priority is safety – Look after yourselves and anyone else needing assistance

Safety

Rogaining is in the outdoors, and this event is mostly in the bush with some urban areas.  Risks in this event are those you would usually associate with those environments:
The weather – be prepared for bad weather.  Bring the appropriate gear and food.  The event director can provide advice if required.

The bush – There will always be sharp sticks, hidden holes, slippery logs and rocks and steep bits.  Be careful and take your time especially at night.  There Are a number of wasps throughout the park – watch where you put your feet.  Its usually the second person that cops it….move away quickly.  (Make sure you bring along any required medication if you have allergies)
The urban areas – All roads are open.  Wear high visibility  clothes on the roads especially at night.  Be careful on the road around the bays, where there is not always a footpath.  There is no need to cross the main Wainui road.  Whatever you do, normal road rules and common sense apply.

Your key safety net is your team mate(s).  Stay together, and if someone breaks more than a fingernail, your team mate can help you.

If something goes wrong

Don’t panic.  
If you are lost – the area is pretty small, so it should not take you too long to get a message back to base.

If one of the team is injured – Look after their immediate needs.  Depending on the situation (and there is no magic formulae here) you will need to decide on whether to stay with them or go and get help.  Factors to consider:

· Seriousness of injury

· Amount of gear you can leave to make them comfortable

· Remoteness

· Ease of getting help

In all cases where you need help its helpful to right down details – especially if you want to pass a message on.  There will be other teams around, so use them if required.

When seeking help the best idea is to do that via Event HQ.  Phone numbers there are 021 878 665 or 0274 878 665.  We will have a doctor available during and after the event.

Last minute instructions

Any last minute instructions will be posted on a white board next to the registration desk.  

What to do before you go home.
· Have a heap of fun
· Test your navigation and extend yourself

· Punch the finish punch – Which lets me know you are out.

· Take away all your gear

· Leave behind no rubbish

· Find out about the next event.
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