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TO: Explorer Post Advisors
Venturing Crew Advisors
JROTC Advisors

FROM:  Scott Sorrels
Winterfest Chair
Northeast Georgia Council

RE: Winterfest 2012

DATE: November 18, 2011

Winterfest 2012 is set for February 3-5, 2012, in Gatlinburg, Tennessee Your post, ship, or
crew will experience an exciting weekend of competition unmatched by any other event in
the United States! | hope your youth are excited and ready for Winterfest.

Contained in this packet is the information for each of the events that will be offered in

2012. You ol | notice some of your f av adrmatyensw ar e b
activities as well. We i ntentironptbygr dmveWi nterfestdoso you
everything that is offered. This keeps the interest level high among youth across multiple

yearsi our goal is for your youth to participate several years in a row!

This Events Guide, and all Winterfest guides, are available on the Winterfest website
www.bsawinterfest.org. Be sure to check the site often as updates and changes will be
published as they become available.Alternatively, please contact Amy Garrett at the
Northeast Georgia Council Service Center via phone 706693-2446 or email
agarrett@bsamail.org.

I look forward to having your unit at Winterfest this year. If there is anything you need that
i snbét c dhis enateridl, please contact one of us at the Northeag Georgia Council
immediately. A contact list follows.

See you in February!
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Im portant Information

1 Event Updates: Changes, updates, and other notes regarding
Winterfest and the events will be posted to the Winterfest web site
www.bsawinterfest.org. Be sure to check the site regulaty for the
latest information. The rules for each ewent that are published in
latest revision of this guide will be followed at Winterfest.

91 Pre-Reqistration for Events: All Law Enforcement and Fire
Service Bvents require pre-registration. Pre-registration forms for
Law Enforcement and Fire Service events ae contained in this guide.
All other events will offer registration on Friday n ight in the
Convention Center.

1 While we do not plan on it, due to unforeseen circumstances certain
events may deviate fran those listed in this packet. We will do our
very bed to not let this happen. We appreciate your positive attitude
about the events.
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Key Contacts

Winterfest Chair
Scott Sorrels
ssorrels@sutherland.com

Law Enforcement Events Coordinator
Lisa Weston
Lisa_weston@hotmail.com

Fire Service Events Coordinator
Ronnie Register
firedancer02@yahoo.com

Activities Chair (all events not handled by Lisa or Ronnie)
Tom Roberts
tiroberts@mindspring.com

Logistics Chair
Tom French
404-861-1656
tafrench@windstream.net

Winterfest Staff Advisor
Marlon Allen
Director of Field Service
Northeast Georgia Council
706-693-2446 x110
maallen@bsamail.org

Events Staff Advisor
Michele Rasmussen
Senior Exploring Executive
Northeast Georgia Council
770-962-2105 x225
mrasmuss@bsamail.org

Winterfest Support Secretary
Amy Garrett
706-693-2446
agarrett@bsamail.org
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Law Enforcement

There are 16 competitions open only to Law Enforcement Explorers. Each Post may submit
up to four (4) teams with a maximum of four (4) Explorers on each team in

addition to the Uniform Inspection competition, Written Exam, and Fitness
Challenge. One (1) team equals one (1) competition for that team due to time and

space co nstraints. The Basic Report/Theft Call will have a maximum of two (2)
Explorers on the team.

Once your registration form is received, we will randomly assign you to a competition(s). ALL
DECISIONS ARE FINAL.  You will not be allowed to swap competitions wit h another Post.

The registration deadline is January 27, 2012  (must be postmarked by that date) and
must only be sent to the Northeast Georgia Council . You must pre -register by
sending in the conference registration, fees, and Law Enforcement registration to
be eligible to compete

Wristbands will be checked at each competition site . Wristbands are provided upon
payment and registration for the entire conference.
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Law Enforcement Registration Form

These competitions are open only to Law Enforcement Explorers. Once your registration form is
received, you will be randomly assign you to a competition(s). Hosting chairs will not be allowed
to compete in their own competition. You will not be allowed to switch competitions with
another Post. Be prepared for all competitions. This year we will attempt to allow each Post a
chance to selectone competition and the remainder will be randomly assigned. There is a
possibility that Posts will not get their first or second choice as some competitions only have 16
competition slots and fill up quickly. In the event the competition requested is not available, all
competitions will be randomly chosen for your unit. Every attempt is made to give each Post a
choice in at least one event but this will be determined by a first come, first serve registration.
Registrations typically begin arriving in October and continue until just before the competitions
in February. There is a greater chance of receiving your choice if you send in your registration as
soon as possible. Please §t your choice of competition if there are openings in the event or if
you would prefer to have all competitions randomly selected.

Ist 2nd Random only, circle Y or N

To compete in Uniform Competition ,indicateClass #fAA0 or ABo _
Uniform Standards Attached?  Yes or No

Individual Physical Fitness Challenge Yes No (Space is limited)

If nothing is selected, you will not be scheduled for either of these events.

** The Law Enforcement registration de adline is January 27, 2012 *
Please Print Clearly
Department: _ Post #:
Advisor: —
Address: _
Day Phone: / Cell Phone: /

Email Address:

Number of Teams (up to 4 Explorers per team): circle 1 2 3 4
One team equals one co mpetition for that team.

E-mail, mail, or fax the competition registration form to:
Amy Garrett 706-693-4849 (Fax)

Northeast Georgia Council

P.O. Box 399, Jefferson, Georgia 30549
agarrett@bsamail.org

E-mail confirmation of receipt will be available through: lisa_weston@hotmail.com, if desired. Please refer to
www.bsawinterfest.org for all updates and registration information. Updates will be made until a few days prior to
the event. A schedule of events will be updated on the site the week prior to the event with all the latest changes.
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Accident Investigation Competition

Hosted by the Tennessee Highway Patrol (TN)

The team will respond to a traffic accident involving a vehicle and a pedestrian (fatality). Grades
are based on the assignment of responsibilities at the scene, techniques of accident
investigation, field sketch, interview of the driver, accident report, and traffi c citations issued, if
required.

The vehicle will simulate a collision with a pedestrian, using taped or real skid marks, debris,
and a pedestrian dummy. The police vehicle will be equipped with a Polaroid camera, a fifty (50)
foot measuring tape, notepaper, writing utensils, traffic citations, and an accident investigation
notebook. You will have 30 minut es to complete the competition.

The Tennessee Highway Patrol has decided to use the accident report form from
the participantdés homei g ags @me Beopiuese dfo Your st a
report form in case you are selected for this event.

Active Shooter
Hosted by Western Kentucky University Department (KY)

The scenario wild.l require Patroldés responme to ar
The active shooter will not be contained and poses an imminent risk of death or serious injury to
potential victims. The scenario will be a dynamic situation that requires an immediate
deployment by first responding Patrol Officers and will be evaluate d using the National Tactical
Of ficers Associationbés standards of Patrol Respon

Basic Report/Theft Call

Hosted by the Mt. Juliet Police Department (TN)

Each team will consist of two Explorers responding to a basic investigation call in reference to a
vehicle burglary in a local shopping center parking lot. The goal of the competition is for the
Explorers to gather information to complete an incident report and then to f ully complete a
written report.

Due to the ease of the competition, there will be no computerized reports. An incident report
will be provided, but the departments are encouraged to bring their own since the Explorers will
be familiar with that form.

Explorers are judged on their professionalism, dialogue with the victim and witnesses, locating
any evidence, developing a possible suspect description, gathering other information that may
aid investigators in the case, completeness of the report, and an incident narrative. The
competition will start as if the Explorers just arrived on the scene and are exiting their patrol
unit. There will not be any suspects at the scene.

Bomb Threat Response

Hosted by the Knoxville Police Department (TN)

Each team consists of two (2) to four (4) Explorers. Each team will be acting as patrol officers,
not as an EOD team or bomb squad. They have been dispatched to a report of a bomb threat at
the local Convention Center on the same day the Mayor of the city is scheduled to speak. The
team will be graded on their:
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1. Response and arrival (this will be verbalized and diagramed on maps and aerial
photos of the actual location);

2. Their preliminary investigation with persons and staff on the scene;

3. Decisions to (and methods of) ignore the threat, search, evacuations and re
occupancy, and summons of addtional resources;

4. Decisions and procedures if/when a suspicious device is located; and
5. Conclusion of the scenario.

The majority of the scenario and scoring for this event will follow the Learning for Life Study
Guide for Bomb Threat Response.

Burglary in Progress

Hosted by the Acworth Police Department (GA)

This scenario involves an officerdés response to a
officer on scene notices lights on in the business and what appears to be a person inside the

building.

Each team will be required to assess the situation and respond as a team. Explorers are graded

on officer safety, building search techniques, arrest and search techniques, investigation skills,

and teamwork.

Each team needs to provide their own handcuffs, holsters, and red guns. Extra equipment will
be available at the scenario for any team that do

Cell Extraction & Search
Hosted by the Pitt County Shei f f 6 $NCOTf f i c e

Each team will consist of four (4) Explorers. Each team will have 30 minutes to extract the

prisoner and search the cell. The cell extraction and search of the cell will be graded separately.
Each team member should be familiar with all aspects on how to extract an inmate from a cell

and how to search a jail cell. All materials will be provided by the host agency.

This competition is open to all law enforcement posts but only sheriff departments will be
scheduled to compete. If a police department would like to compete, please make a notation on
the registration form. Questions concerning this event should be made to Joseph Snider at (252)
532-2535.

Crime Scene Competition
Hosted by the Woodstock Police Depnent(GA)

Teams will consist of two (2) to four (4) explorers. Each team will have 30 minute s to process
the crime scene based on the scenario. Each team member should be familiar with all aspects of
crime scene processing.

All materials will be provided by the host agency. Red guns ARE NOT  required.

Crisis Intervention/Negotiation

Hosted by théBradenton Police Department (FL)
Scenario: The four-person team of explorers will be "dispatched" to a suicidal subject.

The team will be judged in the following areas:

-12-
Version 2012.1 10.18.11



Scene management;

Officer Safety;

Communication among team members;

Collection of intelligence regarding the subject, interviewing involved parties, and
utilization of the information for negotiation;

Tactical skills - positioning, apprehension, handcuffing when applicable; and
Negotiator skills - listening more than talking, utilizing Acti ve Listening Techniques
(points for each key technique used: Echoing, Paraphrasing, Emotion Labeling

PP

oo

Red Guns will be provided Red Tasers available upon advisor's request if competitors have been
trained in use.

Domestic Violence
Hosted by the Woodstock Fae Department (GA)

This competition will be graded on the following:

Officer Safety;

Separation, mediation, and interview skills;

Determination of a primary aggressor, if there is one;

Handcuffing technique;

Collection of evidence; and

Whether the victim was advised of available services. If arrest is made, on what
charge(s) and why?

DUI Traffic Stop

Hosted by the UnionCount$ her i f f(BNg Of f i ¢

This competition will test the Explorerds ability
operate a motor vehicle. Each team may have two (2) or four (4) members. Each team will have
20 minutes to complete the scenario and determine the fate of the suspect.

Explorers are scored on officer safety, ability to instruct as well as perform field sobriety tasks,
dealing with the suspect, handcuffing, and implied consent (if applicable in your state).

The scenario is that you as officers have stopped a vehicle for suspicion of driving under the
influence. You have already obtained your probable cause to bdkve that the driver is possibly
impaired. It is up to the Explorer to finish the investigation and make a determination.

ouprwNE

Felony Traffic Stop

Hosted by the Snellville Police Department (GA)

You and your partners have been dispatched to a reported armed rolbery at a local bank. You
receive a lookout on the vehicle and at least two armed suspects. While in route to the call, you
observe a vehicle matching the description coming from the location. You and your secondary
unit initiate a felony traffic stop ont he vehicle.

You will be graded on how safely you remove the occupants utilizing proper cover and contact
officers. In addition, you will be graded on proper person and vehicle search techniques. This
exercise utilizes two patrol vehicles operating as twoman units. You are expected to safely
execute the stop from beginning until vehicle impound.
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Individual Tactical Fitness Challenge

Hosted by the Gwinnett County Sheriffos
Only one (1) Explorer from a Post will be allowed to compete as part of the timed competition.

Team Members: - 1 (solo event)
Tasks: - Review the booking wanted photo and attempt to complete the following events:

Chin ups;

Carry battering ram 45 yards;

Sit ups;

Engage 3 targets with pistol;

Sit ups;

Engage 3 targets with aAutomatic Rifle;
Pushups;

Engage 3 targets with a pistol;

Squats;

Drag dummy 10 yard; and

Identify the suspect in the wanted photo.

=4 =4 =4 -4 -8 4 -8 -84 _9_-9

The event is timed and the Explorer will have to make critical decisions affecting time versus
proper completion of tasks.

Conditions: - Normal daily weather conditions at 649 King Branch Rd, Sevierville, TN 37879,
utilizing the equipment provided. Safety Goggles must be worn while shooting.

Briefing: - This event is designed to test your physical fitness level, ability to think under stress,

time management and raw drive to overcome. The event timed is separated into 10 tasks. TIME
IS ESSENTIAL. You will be assessed from the time you cross the start line until you cross the
finish line. You are required to stop at each station and attempt each task but it is not essential

that you complete each task. At most stations, you will be given a maximum of 30 seconds to
complete a task. If you choose to skip or partially complete a task, you will receive less bonus
points.

The event istimed and to gain a competitive score the competitor has to sprint 50 yards between
evaluation stations, accurately hit the designated Air Soft targets, and perform the maximum
exercise repetitions.

You are given only magazine per shooting station. Make yur shots count, and aim for the upper
area of the target. Once you are finished shooting place the weapon back on the table.

NO HORESPLAY or UNSAFE ACTS will be tolerated. You will follow the instructions of the
Station Evaluator at the Air Soft Range station. You will point the air weapon down range and
shoot only in the designated areas. You will abide by the provided GCSD Law Enforcement
Explorers Post #699 Air Soft weapons policy when competing in this event.

Here are the instructions for the proper c ompletion of the exercises:

Starting Line:  The Explorer is told the color targets that are designated to be engaged
in during the event and the sequence order of what weapon is to be used. The event time
begins at this point. Competitors are shown the booking photo for 5 seconds. The

Explorer moves to the pull up area and told when to begin.

Station 1 (Pull Ups ): Upon arrival, 30 seconds is given to perform a maximum
number of proper pull ups/chin pull ups. After 30 seconds, they are given the time
warning and instructions to run to the station 2.

-14-
Version 2012.1 10.18.11



Proper Chin Ups execution - Grab a chin up bar with an overhand grip (palms
forward ) and your hands slightly more than shoulder-width apart and ankles
crossed. Hang with your arms straight. Pull yourself up and then lower back to the
starting position. Each time the body goes up and your chin goes over the bar 1 rep
will be counted. You may rest in the down position but ankles must remain crossed.
You may Kkip, but once ankles uncross, you begin to bicycle, or let goof the bar, this
part of the event is over.

Station 2 (Battering Ram Carry) : Upon arrival, they carry a battering ram 45 yards.
The Explorer proceeds to station 3.
Station 3 (shooting #1 Pistol - BLACK): Upon arrival, the Explorer attempts to

shoot and knock down 3 of the designated colored targets at the shooting range area.

Engage and shoot only the BLACK targets. Safety goggles must be worn while shooting.

After the completion, the Explorer is given instructions to run the cones course to station
46

Station 4 (Pushups): Upon arrival, 30 seconds is given to perform the maximum of
proper pushups. After 30 seconds, they are given the time warning and instructions to
run the cones and proceed to station 5.

Proper Pushup execution - Assume the classic pushup position (legs straight,
hands beneath your shoulders). Keep your body rigid, bend your arms and lower
your entire body as a unit, until your chest is just off the floor, upper arms parallel to
the ground. Push back up until your arms are extended again Each time you go down
it is counted as 1 repetition. You may rest ONLY in the up position. If at any time any
part of your body (except hands or feet) touches the ground, this portion of the event

is over. Upper body fwor mo s(hoydoirgdall themsmyh up s

down or up) WILL NOT BE COUNTED.
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Station 5 (shooting #2 Rifle GOLD) : Upon arrival, the Explorer attempts to hit 3 of

the designated colored targets at the shooting range area. Engage and shoot only the
Gold targets. Safety goggle must be worn while shooting. After the completion, the
Explorer is given instructions to run the cones course and move to station 6.

Station 6 Sit Ups):  Upon arrival, 30 seconds is given to perform the maximum of

proper sit ups. After 30 seconds, they are given the time warning and instructions to run
the cones course and move to station 7.

Proper Sit up execution T Start with knees bent and hands behind head. Using
your abdominal muscles, sit up and touch your elbow to your thighs. Lower your
body back down with shoulders touching the ground. This is counted as 1 repetition.
You may rest only in the up position and your elbows must touch your

thighs for repetitions to count . Hands must remain in contact with head at all
times. If the hands come away from the head or you rest in the down position, the
event is over.

Station 7 (shooting #3 Pistol GREY): Upon arrival, the Explorer will attempt to hit

3 of the designated colored targets at the shooting range area. Engage and shoot only the

Grey targets. After the completion, the Explorer is given instructions to run the cones
course and move to station 8.

Station 8 (Squats): Upon arrival, 30 seconds is given to perform the maximum
number of squats. After 30 seconds, they are given the time warning and instructions to

and instructions to run the cones course and proceed to station 9.

Proper Squat execution - Grab a 10 Ib dumbbell and stand holding it vertically,
by one end, against your chest (veight must remain above the waist line ). This

is the ready position. With your elbows pointing down, bend at the hips and knees to
lower your body until your thighs are at least parallel to the floor (elbows will touch
knees). Return to the start. Down and up is counted as 1 repetition. You may rest in
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t he up #itiena@hgedhe gumbBbell comes out of the hands (dropped or any
portion falls below the waist line) or you come out of the ready position, the event is
over.

Station 9 (Dummy Drag): They will drag a dummy 10 yards. After the completion,

the Explorer is given instructions to run the cones course and proceed to station 10.
Station 10 (Suspect ID): The Explorer correctly identifies the suspect that was in the

wanted photo from a photo lineup. Once the suspect is identified the time stops.

Scoring : - Competitors are evaluated on the overall time it takes to complete the event.

You must attempt every station , but it is not essential that you continue working the entire
time.

1 You receive a time bonus of one (1) second for the proper number of repetitions
completed at the push up, sit up, pull up, and squat stations.

1 At the exercise stations, FAILURE TO ATTEMPT at least one (1) rep of the exercise
or leaving prior to 30 seconds results in a NO GO for that station.

1 On the shooting stations, shooting out of sequernce (i.e. the wrong color target or use
of the incorrect weapon) OR ANY SAFETY VIOLATION results in a NO GO for that
station.

1 GROSS WILLFUL NEGLIGENT VIOLATIONS WILL RESULT IN IMMEDIATE
REMOVAL FROM THE EVENT AREA.

1 On the dummy drag and battering ram statio ns, failure to cross the completion line
results in a NO GO for that station.

1 On the suspect ID Station, failure to identify the correct suspect results in a NO GO
for that station.

1 Receiving more than one (1) NO GO results in overall disqualification from the event.

In the event of a tie, competitors will be given a chance to perform the maximum number of pull

ups. This run off event will not be timed. The competitor that performs the most proper pull ups
will be deemed the winner. If there is a 3-way or greater tie, the same run off tie breaking event
will be used. If there is a tie on the run off, competitors with the same number of pull ups will

participate against each other for their standing.

Uniform Competition

Hosted by the Salem Police Departmel()
Only two categories of uniform competition are graded Class A and Class B. Only one team,
which may consist of 4-6 members, per each Post may compete. Ten mintes is allotted for each

team.
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Upon entry into the room, consideration is given for mode of e ntry and line -up. This includes
military preparatory commands (dress right -dress, right-face, etc.). Major emphasis is given
towards professionalism and command performance. Exclusions for competition will be denim,
corduroys, and sneakers. Judges are lookig for how the post handles themselves and how the
uniforms are kept overall as opposed to elements and worth of the items. In other words, posts
need not have expensive and fancy uniforms to compete. Welkept and groomed uniforms are
the key element ofthis competition.

A copy of your postébés uniform standards should be
not, a copy of your agency's standards should be provided with your registration if those are the

standards your post follows. Explorers may be asked questions during the competition to clarify

uniform questions. An understanding of departmental or Explorer policy standards would be

beneficial for grading.

Standards and Grading Specifications:

Category I: Overall Appearance

A. Neatness
B. Cleanliness
C. Professionalism

Category Il: Grooming
A. Hair and nails

a. Hair must be off collar, nails trimmed,
b. Females, proper hair pinning, no nail polish
c. Males must be cleanshaven and no hair on ears

Category IlI: Equipment
A. All pins and chevrons must be placedaccordingly
B. All equipment must be clean and ready for inspection
C. Shoes must be edge dressed
D. Uniforms must be free of lint and strings (Irish pennants)

Category IV: Accessories
A. Uniforms must be free of all items in pockets unless it is issued equipment

Category V: Command Performance

Does the uniform command respect?

Is it worn well by the individual representing their agency with the utmost respect?

Is the uniform an appropriate representation of a police explorer?

Entry and exit into the competition ro om was with military style and commands

Is the Explorer able to answer questions regarding the policies and standards of the
uniform?

moow>
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Unknown Trouble

Hosted by the Chattanooga Police Department (TN)
This competition will rely on and test problem solving sk ills, communication skills, teamwork,
and officer safety. This is meant to be a dAthink

Warrant Service
Hosted byMorgan County & Gwinnett CountySher i f f 6 s (GB)epar t men:

Each Post may enter one team consisting of two (2) to four (4) members. Teams are given an
arrest warrant to serve. The arrest warrant is based on a previously occurring forcible felony. A
confidential informant (used 7 times with positive results in past) has just seen the suspect
inside the residence.

Written Exam

Hosted by the Madisonville &ice Department(LA)

Each post will be scheduled for the written exam. Only one Explorer per Post will be allowed to
compete.

The test will consist of 25 multiple choice questions and one scenario based essay. TBere is a
minute time limit. All questions will be general law enforcement based on current practices and
case law.
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Firefighting Competition Rules

. Professionalism will be shown at all times. This means no profanity, arguing with
judges, unruly conduct, etc.

[ —

2. SAFETY is of utmost importance. Explorers will conduct themselves in a safe
manner at all times.

3. If an Explorer argues with the judges their team is disqualified. Coaches may confer
with judges after completion of an event but professionalism must be maintaine d.

4. No Explorer can participate in any event more than once and teams must be made
up of participants from the same post. An Explorer can participate in more than one
event, just not more than once in the SAME event. This rule is in effect to allow as
many Explorers as possible to participate in each event but still complete the
competition in a reasonable amount of time.

5. Order of competition for each event wil/| be
basis during event registration which begins at 8 AM Saturday.

6. Each eventhasan event sponsor. ThisAdvisor is responsible for managing the event
and has final say, if any problems occur. The event sponsor is not a judge but will
resolve issues among the judges if necessary.

7. Timed events judging are done by 3 adults - one each from the sponsoring Post, the
team competing, and the next team to compete. Each judge will keep an official time.
A fourth time is kept by the event sponsor whois used in placeof one of t he
times if a judge has a stopwatch pioblem.

8. Three times will be recorded for each run. High and low times are thrown out and
the middle time used as the official time. Times will be kept to the 100t of a second.

9. Sponsoring Posts are allowed to enter teams in the event they sponsor. Whenevera
team from the sponsoring Post is competing the event sponsor will select an
impartial judge from the audience to replace the judge that would normally come
from the competing team (so the event sponsor would not have 2 judges from their
post).

10.1f a team misses their turn in an event they are placed at the end of that events list
and given opportunity to participate when their turn comes up the second time. If
they miss the second turn that team is disqualified from that event.

11.Rulings by the event sponsas in regard to safety issues, rule infractions, or
disqualifications are unbiased and final. Disputes or disagreements will be brought
to Fire Events staff member, not to the event sponsor.

12.Each event has its own rules that must be followed in addition to these general rules.
Wristbands will be checked at each competition site . Wristbands are provided upon

payment and registration for the entire conference.
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FIRE EVENT REGISTRATION FORM

Only youth may participate in competitive events with the exception o f the Advisor Event. There
is a maximum of two (2) teams per Post, per event unless othewise noted. We encourage each

Post to please plan to participate in as many events as possible.
Please check if your Post is interested in competing in the following:

# TEAMS | #YOUTH

Entanglement - 2 Teams per Post (5 per team)

Save Your Skin- 2 Teams per Post (3 per team)

Secrete Knots- 2 Teams per Post (1 per team)

Rapid Dress- 2 Teams per post (5 per team)

Z Drag - 2 Teams per Post (4 per team)

Hydrant Hook Up - 2 Teams per Post (4per team)

Advisor Event - 2 Teams per Post (1 per team)

Council Name Post #

Sponsoring
Organization

Post Advi sor 6s Name

Phone # day : / evening: /

Cell Phone: /

E-mail

Note: Competition subject to change. Posts/Crews please submit this registration form to the

Northeast Georgia Council by the deadline.

We will not be responsible for forms that have not been submitted to the Northeast Georgia

Council (please do not submit to your local council office!)

Direct questions to: Ronnie Register atfiredancer02@yahoo.com

E-mail, mail, or fax the competition registration form to:
Amy Garrett 706-693-4849 (Fax)

Northeast Georgia Council

P.O. Box 399, Jefferson, Georgia 30549
agarrett@bsamail.org

Please refer t@ww.bsawinterfestorg for all updates and registration information. Updates will be
made until a few days prior to the event. A scheadlevents will be updated on the site the

week prior to the event with all the latest changes.
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Advisor Event

Each advisor stagin a seated position wearitigeir bunker pants and boofhe rest of the gear
is placed in four, 5 gallon covered buckegoves in 1 bucket, costin another helmes in

anothey and hood in the lastbucket The bucketsare placed, at random, on fourdxs , 10

away, in a squareThe start chair will be placein the middle of the squardt the start

command, the advisavalks to any of the 4 covered buckets, remove the lids from the buckets

and get dressedsear cannot be carried to the next bucket it must bleeéore moving to next
bucket. Time will stop wha the advisor claps his handere will be a 10 second petyafor
each missed or improper fastener, exposed skin or hair, omguoni the fire ground. No air

packs are usedhe bucketsgannot be removed from the XOo6s.

MaQ { O NI
X M Q
Entanglement

At the GO command time will start and Explorer 1 will dismount the ladder from the ladder
rack. The Explorer then maneuversin and out of 3 cones until they reach the last cone. The will
then turn and maneuver back through the cones to the ladder rack and place the ladder back
onto the rack. Make sure the ladder does not touch the ground. After completing this station the
Explorer then continue s to Explorer 2 and tags them to start their station and then returns to
their station and sit s down.

Upon being tagged Explorer 2 raises a 24ft ladder the entire length and ties the halyard off

using aclove hitch with an overhand safety knot. The Explorer must be sure to verbally check for
overhead obstructions and verbalize that the dawgs are locked in place. Once completing this
station the Explorer then continues to Explorer 3 tags them to start their station and then

returns to their station and sit s down.

Upon being tagged, Explorer 3 takes the dead blow hammer and hits the 120 Ib weight on a sled
until the striking part of the weight is past the line. Once the weight has passed the line the
Explorer will then continue s over to Explorer 4 and tags them to start their station and then
returns to their station and sit s down.

Upon being tagged, Explorer 4 crawls through the 12ft of barrels on a slight incline, and directly
into an enclosed 12ft box. Inside the box, 4ft will be open space, 5ft will be an entanglement area
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and the remaining 3ft will be open space. The box will be totally enclosed with doors at the end
that will be easily opened by the Explorer upon reaching that point. After getting throu gh the
doors the explorer will stand up and continue over to Explorer 5 and tag them. The explorer will
then return to their stationds starting point.

Upon being tagged, Explorer 5 goes to the hose dummy and drags it the entire 50ft until the
dummy and Explorer are completely over the finish line. The dummy must be dragged under the
arms. Once both have crossed over the line time will stop.

Rules

1. All Explorers are in full structural fire fi ghting bunker gear including BA;

2. All Explorers must remain seated until the GO signal and being tagged;

3. Thereis no running during this event;

4. Explorer 1 must not hit any cones;

5. Explorer 2 must verbalize no overhead obstructions and that the dawgs are locked,
6. Explorer 2 must make sure the ladder is extended all the way andthe halyard is tied

correctly;

Explorer 3 must hit the sled past the lin e and not throw the hammer down;

Explorer 4 must verbally and physically sound the floor when comin g from the

barrels into the box;

9. Explorer 4 cannot use any kind of cutters or flashlight on this station;

10. Explorer 5 must cross the line with the dummy entirely; and

1. Expl orer 5 cannot use any part of the dummyéds

© N

Penalties (in seconds)

Not remaining seated until being tagged +5
Each running offense +5
Each cone hit +5
Not verbalizing no overhead obstructions DQ
Ladder not being extended all the way +5

Not verbalizing dawgs are locked

+5
Dawgs not being locked after halyard is tied DQ
No overhand safety onthe clove hitch knot +5
Not hitting the sl ed past the line +10
Throwing the hammer +10
Not sounding the floor coming out of barrels DQ
Both dummy and explorer not across finish line +10

Hydrant Hookup

Objective: - This event simulates exiting the fire apparatus, donning SCBA, hooking a supply
l ine into the truck, hooking up a 110 hose into
the nozzle. Teams are composed of ZExplorers per team and 2 teams per Post.

Each teambegins in th e seated position wearing all turnout gear with the exception of the SCBA.
On the AGOO0 yeaximhesr sedts dndh @oceed to the allotted equipment area. Here
they will DON SCBA (no mask). Explorers must hook a supply line into the one side of the 2420
side of the hydrant (they do not have to extend the supply line just simply connect it). On the
opposite side of the hydrant, competitors must connect a gated wye to the opposite side of
hydrant. A 50 foot section of 120 h o sodothi discharges of the wye and extended out with
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nozzles attached to other end. The gated wye must be turned into the open position to simulate
water coming from the pump. Hand lines must be fully extended and nozzles in the open
position. To complete the drill E xplorers must return to equipment area that is when they are to

open the hydrant ten rotations to simulate opening the hydrant, a event staff member will be

there to count rotations, when complete and all Explorers are in the equipment box time is
called. All equipment must be hand tight with gear and SCBA must be correctly worn. Any
defective turnout gear should be reported to Event Staff before the team has started.

Penalties (each is 2 seconds)

Leaving seat before the AGO0O command
Turnout gear or SCBA not properly being donned (i.e. loose straps missed buttons etc)
All connections not hand tight

Not opening the gated wye

Not opening the nozzle

Not fully extending hand line

Not attaching/ turning the hydrant wrench

Running, cursing, arguing or any displays of poor sportsmanship

Pittsburgh Drill

Objective i This drill was developed to teach Rapid Intervention Team (RIT) members to work
as a team. This event requires four (4) team memberswho will demonstrate their ability to
safely negotiate the obstacle course which is ifty (50) feet in length with three (3) obstacles
(under/ over/ through). The first obstacle is
second is an Aframe (Photo 2), and the thirdisa 10-12 f oot tube (Photo
hose is stretched from the entrance of the course through all three obstacles to the firefighter
(victim) at the end. The victim is a simulated downed firefighter (a manikin [less than 100lbs.]

in full gear, and face piece) that will be removed through the three (3) obstacles back to the
beginning of the course. The manikin shall have a piece of webbing attached to assist in
dragging.

Each post can enter a maximum of three (3) teams consisting of four (4) explorers.No member
can participate in this event twice.

Rules:

1. All team memberswill be in full turnout gear and SCBA not breathing air
2. The female coupling is the start/stop line. Time begin s when the host judge says

figod and will stop when the | ast team member

3. Team membersmust follow the hoseline throughout the obstacle course.

4. Two team members must maneuver through all three (3) obstacles to access the
victim, then work to bring the victim back through the obstacle course.

5. Two team membersmay elect to maneuver through all three (3) obstacles or stay
at the entrance of the tube to assist bringing the victim through.

All team members will work to bring the victim back through the obstacle course.
Team members must always work in pairs, no one works alone.
Team members must prepare thevictim for a drag using the webbing provided.

The team must send two members through the low profile opening to pull from
the opposite side. The remaining team members position the victim into the
opening and push the victim through as the team members on the opposite side

© 0N
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pull the victim through. The rest of the team must get themselves through the
low profile and assist getting the victim to the starting point where time stop s.
Penalties (all +10 seconds)
If t he vi pidca dosd mot réenaain i place throughout the obstacle course.

If it dislodges, the team will be stopped and given instructions to reposition the face
piece.
For each obstacle not negotiated by the entire team, with the exception of the tube.

If any team member 6 compranisedortréamoved. (&d. rentotirign g
facepiece, removing gloves, etc.)

Any unsafe act will result in a penalty for each offense.

No running of any kind at any time, (one foot on the ground at all times), doing so will
resultsin a penalty for each dffense.

Photo 1

Photo 2

Second obstaclei A-frame

Photo 3
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Rapid Dress- Individual

1. Timing of the individual Rapid Dress will be done during the Team Rapid Dress
competition.

2. TheTop Three (3) times will be recorded from each team.

3. Thethree (3) fastest dressers from the whole competition receive ®, 2", and 3d
place trophies.

4. The rules are the same for all quick dress events

Rapid Dress- Team

Objective: - The five (5) member team demonstrates their ability to correctly don personal
protective equipment in a safe and timely manner in order to conduct emergency operations.

Equipment - Full protective clothing: coat, pants, boots, fire fighting gloves, flash hood and
SCBA (without mask).

Participants must provide all equipment except SCBA. Peach County Fire Department will
provide Survive Air Packs with 30 minute Aluminum / Composite cylinders. Posts may elect to
use their own SCBA if they wish.

Rules:
1. All team members will be sitting in chair s side by side with no shoes on.

2. Personal protective gear will be set on the floor in front of each team member in
whatever manner they desire. All equipment must be opened and unfastened.

3. Any broken equipment must be brought to the attention of the judges prior to the
iGOO0 command. I n case of any broken equi pment
part must be made. However, the judge will check that piece of equipment if it works
(buttons, Velcro, etc.) the team member will get a penalty, even if motion is made.

4, On A GOO t ganueall tbam gnenmbers will start dressing in gear.

5. When a team member finishes they must be standing with their hands in the air.
Once hands are in the air team member is finished and may not put their hands
down to fix anything. Each infraction will be a 1 second penalty. (Reason for this is so
there will not be any confusion for the judges) Team members are encouraged to
cheer on there other teammates who are still dressing.

6. Time stops when all five team members are completeand there hands are in the air.

7. A lsecond penalty will be imposed for eachrule infraction:
1 All snaps, hooks, zippers, Velcro,etc. must be fastened securely;
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All SCBA shoulder straps and waist belts must be fasteed and pulled snug;

Helmet straps must be fastened under the chin and snug;

Collars on coatsmust be turned up and fastened;

Hoods must be on properly with NO hair showing;

No lubricants are allowed; and

Gloves have to be all the way on.

8. A judge checks equipment before the run. Straps on the air pack must be pulled out. If
your packs do not have pull handles, youare allowed a thumb length. All buttons and
Velcro, etc. on turnout gear have to be unbuttoned and opened.

E R N

9. Gear must be appropriate size and in working order.

Save Your Skin

1. Teamsare made up ofthree (3) members.

2. All team members will be fire ready in full bunker gear with  SCBAmask blacked out.

3. Time starts when the first member crosses the start line and ends when the last member
crosses the finish line.

4. Teams will start at the rope, follow the rope to a coupling, use the coupling to determine
which is the proper way out, then proceeds to the finish line.

5. Note if you find a nozzle you've gone the wrongway! Turn around

The Secret Knots

Explorers are tested on their knowledge of basic rescue knots as found in the firefighter 1 and 2
program. This is an individual drill and 2 individuals per Post can participate.

The Explorer approaches and take 5 cardsand upon grabbing the cards their time begin. They
will have 5 blind knots to tie correctly based on the cards drawn.

The knots are as follows:

Bowline Sheet bend

Bowline on a bite Clove hitch

Figure 8 Doubl e fishermanods
Figure 8 on a bite Prusik

Double figure 8

A horizontal fixed bar will be provided for tying if needed but a clove hitch must be tied around
the bar. All ropes are 3/8ths with the exception of 1%2 dpiece for tying knots that require a larger
piece and prussic cord.

Explorers receive points for the knot only if it is tied properly and time count s. When they are
finished tying all knots they will raise their hands and time stops.

Correct tying of the knot will be based on the following website www.animatedknots.com

nZo Dr ag
Scope- The purpose of this event is to exposethe Explorer to the basics of ropes and
knots aswell asthe basicrigging of a 3:1 mechanical advantage.

Equipment:
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2 0 RéscueRope 3 Carabineers
2 Pre-tied Prussic Knots 2 Single Sheath Pulleys
Anchor Straps (i.e. Webbing) 1RescueDummy fi p riggedh ar nes s o

This event consists of ateam of 4 and is timed in a traditional manner from the words Ready,
Set,GOé . O this eommand is given fi awolk canbecompleteds i mul t aneousl yo

Clothing Requirements - This is conducted in turn out gear with no air packs. The system may
be constructed with no gloves; however, all explorers must don their gloves prior to hauling on
the mainline to move the dummy.

Explorer 1 - is responsible for completing the anchor in any manner possible with the
webbing provided and a carabineer. The anchor will be marked. There are many
different anchors so any anchor that the competing Post feels comfortable using for the
purpose of this event will be fine. Use a Water Knot if the webbing is going to be tied
together in aloop.

Explorer 2 & 3 - using the rescue rope and pulleys to construct a 3:1 mechanical
advantage or fiZ0 drag in a manner that it can be i p gy dackedd or attached to an
existing line that will be pre-attached to the rescuedummy. The rescuerope will not have
a knot tied in the end. We will accepteither a bowline knot or a figure 8 on a bite both
knots will require a safety.

Pulley 4

Rope

il
Prusiks ¢
£ "\' : Dumm_v.:q

Explorer 4 - using the two pre-tied prusiks i $hort and 11 o npgowided to apply using
triple wraps to the rope that will be coming off of the dummy allowing the mechanical
advantageto be hooked up.
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Note: Even though the Explorers have different pre determined tasks any participant on that team
may make the connection of the different parts i.e. the anchor to the 3:1 and the 3:1to the prusiks.

Oncethe 3:1systemis completed the entire team hauls the dummy to a predetermined location
on the floor marked by tape. The tape is at a distance so that the Explorers will not haveto reset
the system. It will be one continuous pull and the time stops once the dummy &feet cross the

tape.
Penalties (in seconds)

Carabineersnot locked
Improper Knot on Mainline
(wrong knot and/or the absenceof the safety knot)
Not donning gloves prior to hauling rope
Prusiks improperly placedfi Isort versuslongo
Improper 3:1System(Aslong asit isa3:1
you canrig it how you would like)
Penalties are assessedor example if you rigged a 2:1
with a changeof directio n or something other than a 3:1)
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JROTC Event€ompetitionRules

Parkview High School MCJROTC Cadet Battalion hoss this Winterfest Invitational Drill
Competition . The following events will take place at this competition :

1 Armed Squad/Element 1 Color Guard (Armed)
1 Armed Platoon/Flight 1 2stYear Cadet Unarmed
1 Unarmed Platoon/Flight 1 Personnel Inspection (Unarmed)

1 Unarmed Squad/Element

Commander's Call begins promptly at 2200, F riday at the Convention Center. Instructors are
requested to bring only cadet leader to this briefing. The first graded event is scheduled to begin
at 1000 Saturday.

Judges/Judging

1. Judges representing all servicesare selected from among the active duty and reserve
components in the region.

2. Discussion with judges regarding interpretation of drill manuals or judging criteria is
prohibited once the meet begins. Any and all communications with judges is through
the meet headquarters. Failure to abide may result school's disqualification from the
meet.

3. Once assigned an event, judges remain with that event for its duration to ensure
continuity of grading and avoi d any disparities in judges' interpretations and scoring
procedures.

4, FM 3-21.5, MCO P5060.20,and AFMAN 36-2203 will be the drill manuals of record
for the drill meet. JROTC teams are be required to march and call
commands in compliance with their respecti ve service manuals

5. Mixing manuals is prohibited and will result in zero (0) points for each movement
executed as such (EXAMPLE: an NJROTC unit opens ranks using FM 321.5. Result:
loss of all points for that command.)

Uniforms/Weapons

The designated unifoom isei t her t he Dress Cl ass @amouflagr Season
utilities (BDUs) are not allowed. The wearing of nonstandard uniform items (sashes, ascots,
spats, etc.) resultsin a reduction ofthete amés i nspection grade by 50 %.

Drill weapons will b e regulation, demilitarized service rifles (1903A3, M -1, M14, or the Daisy
Drill rifle) weighing a minimum of 8% pounds. Lightweight/facsimile weapons will

not be used in any event . The security of weapons is the responsibility of the respective
instructor staff and participating cadets.
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Team Composition - Unit sizes are established as follows:

Unit Type Minimum Maximum Note
Platoon 13 None Includes Commander
Color Guard 4 6
Squad 7 7

If a school enters more than one color guard, the second unit mustbe comprised of completely
different personnel than the first. Any unit found violating this rule wil | have both teams
disqualified.

Armed/Unarmed Squad/Element and Platoon/Flight

T All movements are completed in the order listed on the respective drill card,
regardless of a teambs service atbéchidve these o n . H «
movements vary from service to service. Commanders must commit all drill
seguences to memory

1 During the stationary portion of the drill card, commanders mustwaitf or an A UPO
signal from the head judge before proceeding to the next command. Once a unit begins
the marching phase of the drill card, the commander is free to give commands at their
discretion. Judges will closely monitor cadence and regulation steps

1 In armed drill, all unit members must be armed and the commander must carry a
rifle, saber, or sword. There is no such requirement in unarmed competition.
1 The commander is evaluated ontheir voice projection, confidence, poise, and ability

to lead the unit on the drill deck. The team is evaluated on its marching precision,
cadence, and rifle manual.

Color Guard

1 All movements are outlined on the drill card and must be completed in the order
i sted, regardless of a teamdbs seaeswsedtoe af fild.
achieve these movements vary from service to service.Commanders must
commit all drill sequences to memory

f During the stationary portion of the dril/]l ca
signal from the head judge before proceeding to the next command. Once a unit
begins the marching phase of the drill card, the commander is free to give commands
at his/her discretion. Judges will closely monitor cadence and regulation
steps .
9 The color guard must consist of 4 and 6 members. Two cadets will beararms; the
remaining members will serve as color bearers. The commander must be the
National Color bearer.

1 Each color guard is required to comply with its uniformed service
regulations regarding staff length and type, pikes, flag size, regulation
harnesses , and flag type (i.e., fringed flags, light/short poles or flags). Failure to
comply resultsin a point deduction for improper equipment.

Personnel Inspection - All cadets competing in the meet must participate in the
personnel inspection . Any team competing with uninspected cadets faces disqualification in
every event in which the cadet participated. Inspection requirements and procedures are
contained in Addendum 1.
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Penalty Assessment - Penalties and point deductions will be assessed in accordance with
enclosure (11).

Amplification:
1. Covers, belts, rifle parts and uniform items that drop to the drill deck due to
improper manual of arms or lack of maintenance will be cause for point
deductions for each occurrence.

2. Ribbons/badges which drop due to the proper execution of the manual of
arms will not _ be cause for point deductions.

3. Units are expected to maintain proper cadence without verbal assistance.
Commanders who call cadence will receive a substantial point
deduction

Drill Deck/Practice Area - The drill d ecks used in the meet are all indoor surfaces:
Event Dimensions
Armed Events 856 X 7!
Unarmed Events 856 X 7!
Color Guard 806 X 47
Inspection 406 X 1¢

Awards

Awards are presented during the Saturday Night Closing Show. Team plagues are presented to
the top 3 finishers in each event, including individual/dual awards. Also the top 3 finishers in
Knockout and exhibition events. Overall trophies will be awarded to the top three units.

Note s:* Exhibition events and Knockout will not count towards overall champion.
Only one Color Guard per school.
Questions about the Winterfest Invitational Drill Competition may be directed to MGySgt(Ret)
David Erwin at ( 770)806 -3897. Send e -mail inquiries to
david _erwin@gwinnett.k12.ga.us
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REGULATION PLATOON/SQUAD ARMED
(Maximum Points 200)

SCHOOL

FALL IN (Unit Cmdr has previously positioned him/herself inside drill are
PRESENT ARMS

REPORT TO JUDGE

ORDERARMS

COUNT OFF

RIGHT SHOULDER ARMS

ORDER ARMS

LEFT SHOULDER ARMS

PORT ARMS

ORDER ARMS

PARADE REST

ATTENTION

RIGHT STEP

HALT

LEFT STEP

HALT

LEFT FACE

ABOUT FACE

RIGHT FACE

LEFT SHOULDER ARMS

FORWARD MARCH

LEFT FLANK

TO THE REAR

PORT ARMS

TO THE REAR

RIGHT SHOULDER

COLUMN LEFT

HALT

MARK TIME

HALT

ORDER ARMS

PORT ARMS

FORWARD MARCH

COLUMN LEFT

COLUMN LEFT

COLUMN LEFT

LEFT SHOULDER

ALIGNMENT OF PLATOON OVERALL

PLATOON COMMANDERS®6S VOI 10 9 8 7 6 5 4 3 2 1

SUBTOTAL___ PENALTY
TOTAL JUDGEGS I NI TIALS

5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5
5

A AP DdPArDdPPAMAAMMAMMAMAAMAMMMAMMAMAMAMAMAEMAMAAMAAMAMAAEAMEAEAEAESEMEMA
W W W WWwWwowowWwowowowowaowowowowowowowowowowowowowowowowowowowowowowowow oww
N NN NONNNNRNONRNOMNNNNMNRNNROMNNNMNNMNRNONNOMNNMNRNONROMNNNMNNMNRNONNMNNMNNONRNOMNNMNNMNNDNRNOMNNMNNNDNODNNNON
P PR RPRRPRRPRPRRPRRPRPRRRRPRPRPRRPRRPRRPRRPRPRPRRPRPRPRPRPRRPRPRPRRPRPRERRLRRLRRERER
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REGULATION PLATOON/SQUAD UNARMED
(Maximum Points 200)

SCHOOL

FALL IN (Unit Cmdr has previously positioned him/herself inside drill gr 5
PRESENT ARMS
REPORT TO JUDGE
ORDER ARMS
RIGHT STEP

HALT

LEFT STEP

HALT

ABOUT FACE
FORWARD MARCH
LEFT FLANK

TO THE REAR

TO THE REAR
COLUMN LEFT
HALT

LEFT FACE

RIGHT FACE
FORWARD MARCH
COLUMN LEFT
HALF STEP
FORWARD MARCH
LEFT FLANK

HALT

DRESS RIGHT
READY FRONT
FORWARD MARCH
RIGHT FLANK
COLUMN LEFT
COLUMN LEFT
HALT

LEFT FACE
PARADE REST
ATTENTION

RIGHT FACE
FORWARD
PLATOON COMMANDER PRESENCE

o o1 oo 01O OO OO o1 OO oo oo oo oo o1 OO oo oo oo oo oo Ol
o0~ DdAAAAMAMMAAMMMAMMAMAAAMAADMMAEMAAEMAMAEADAEAEMAMAEAEEEAEDDASED
DO W W W W WWWwWwWwWwwWwwWwwWwowowowowowowowowowowowowowowowowowowowowowoww
A BRA NN DNDNDNDNDNDNDNDNDNDNDNNDDNNDNDNDNDNDNNDNNDNDNDNDNDDNDNDNDNNMNDNDNDNNDNDNDDNDNDNNMNDNNDNDNDNDNDDNDNDNDNDNNDNDNDNNDNNDNDNDNDNDNDDNDDN

ALIGNMENT OF PLATOON OVERALL 10 9 7 5
PLATOON COMMANDER®S VOICE 10 9 7 5
SUB TOTAL PENALTY
TOTAL JUDGEOGS I NI TI ALS
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COLOR GUARD SCORE SHEET
(Maximum Points 160)

SCHOOL

CARRY COLORS
FORWARD MARCH
LEFT TURN

COLORS HALT
ORDER COLORS
PRESENT COLORS (To Senior Judg
ORDER COLORS
PARADE REST
COLORS ATTENTION
CARRY COLORS
COUNTER MARCH
EYES LEFT

READY FRONT
COLORS HALT

LEFT TURN

LEFT TURN
COUNTER MARCH
RIGHT TURN

MARK TIME

COLORS HALT
ORDER COLORS
PRESENT COLORS
ORDER COLORS
CARRY COLORS
RIGHT TURN

MARCH OFF DRILL DECK

(SN, TN, TS TN, TS TN N NS, NS NS 2 NS B 2 NS 3 NS 2 NS 2 B S 2 NS » B 2 B S 2 B S, B S 2 BS , B S » B & 3 IS |
[0 N R L T T T T B S - N S S N S S S S S S o T i T
O O W W W W WWwOwWowowowowowowowowowowowowowowowowowowow
A RANMNNMNMNMNNMNMNNMNNMNNMNNMNNMNNMNNOMNNMNNMNNOMNNOMNNOMNNMNNOMNNOMNNMNNOMNNODRNODN
N NRFRPRPRPRPRPRPRPRPRPRPRPRPRPRPRPRPRRPRPRPRPRPRPRRPRERERLPR

MILITARY BEARING 10 9 7 5 3 1
PRECISION 10 9 8 7 5 3 1
SUB TOTAL PENALTY
TOTAL JUDGEGS I NI TI ALS
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1% Year REGULATION Squad UNARMED
(Maximum Points 200)

SCHOOL

FALL IN (Unit Cmdr has previously positioned him/herself inside drillar 5
PRESENT ARMS 5
REPORT TO JUDGE 5
ORDER ARMS 5
RIGHT STEP 5
HALT 5
LEFT STEP 5
HALT 5
ABOUT FACE 5
FORWARD MARCH 5
LEFT FLANK 5
TO THE REAR 5
TO THE REAR 5
COLUMN LEFT 5
HALT 5
LEFT FACE 5
RIGHT FACE 5
FORWARD MARCH 5
COLUMN LEFT 5
Mark Time 5
FORWARD MARCH 5
LEFT FLANK 5
HALT 5
DRESS RIGHT 5
READY FRONT 5
FORWARD MARCH 5
RIGHT FLANK 5
COLUMN LEFT 5
COLUMN LEFT 5
HALT 5
LEFT FACE 5
PARADE REST 5
ATTENTION 5
RIGHT FACE 5
FORWARD 5
PLATOON COMMANDER PRESENCE 5
ALIGNMENT OF PLATOON OVERALL 10 9 8 7 6 5 4 3 2 1
PLATOON COMMANDERG&6S VOI CE 10 9 8 7 6 5 4 3 2 1

B N N I S I S e I S S - O SN SN S SN S S SN S S S T N SN S S . > T S T S T S SN SN SN SN SN N
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Personnel Inspection

1. Inspection Formation . Every cadet competing in the drill meet must participate in the
personnel inspection.

2. Inspection Uniform . The designated uniforms for the drill meet will be either the Service

Dr ess, Class #nAAO, or S andfants n(reo | swe&ars). v The avearin® of

nonstandard uniform items (sashes, ascot s, spat s,
inspection grade by 50%. MModi zed brass and high gl oss AKORF.
authorized for the inspection unlesst hey are standard issue to every

program. The wearing of these items by cadets will result in point deductions by the inspectors.
The BDU/camouflage/utility uniform is not considered an appropriate uniform for this
competitive event.

3. Inspection Procedures

a. The commander will march the unit onto the inspection deck, form for inspection,
and report to the head judge. They will present completed Cadet Rosters (see
Addendum 1) to the head judge at that time.

b. Judges will inspect cadets using the criteria established in Addendum 1. No more

than 90 seconds should be required to inspect any given cadet. Each cadet will be

assigned agr ade of 1 t o 10, based on the judged
appearance, bearing and knowledge. Given the differences in uniforms between the

services, grooming standards and instructional techniques, the key to a successful

inspection lies in uniformi ty, knowledge, and personal composure.

c. Upon completion of the inspection, the commander will reform the command and
march the unit out of the inspection area.

Addendum #1
9 Cadet Roster
9 Inspection Questions
1 Inspection Score Sheet
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SCHOOL

UNIT PERSONNEL INSPECTION SCORE SHEET

(Maximum Points 185)

FALL IN
OPEN RANKS

REPORT TO INSPECTION OFFICER

INSPECTION:

UNIFORM APPEARANCE

SHINED SHOES
POLISHED BRASS

HAIRCUTS/HAIR STYLE
(Female hair must fit under service cover, no

ponytails)
KNOWLEDGE
CLOSE RANKS

Questions for the Personnel Inspection will be derived from General Knowledge and Uniform

Questions including:

Cadet 6s Na
Cadet 6s Ag

0-20
0-20

TOTAL SCORE
JUDGE INITIALS

me , Rank/ Rat e
e

Number of years Cadet has been in JROTC
ass/year in school
Questions regarding ribbons/devices on the uniform

Cadet 6s cl

Questions

regar di negutatioms cadet 6s

Description of cadet rank insignia
Description of active duty rank insignia

Chain of command
Current Events
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Sea Scout Events

For those events taking place at the pool proper attire must be worn
Males- Swimming trunks with drawstring.
Females One piece bathing suitor must be covered above the waist

As the sayinggoesili f you dondét want your grandmother or r
don6t wead it. Pl ease

Block Reeving

Teams of 3

Objective - Each team will rig and use a two-fold tackle, a luff tackle, and a gun tackle. The
standing part of the line is secured to the block eye or becket with a bowline. As soon as rigged,
each tackle will be used to lift a weight of approximately 35 pounds a distance of three(3) feet.
The free end of the line will then be properly secured to a cleat using a full round turn and
finished with a cleat hitch.

Penalties (in seconds):
For each incorrect knot or cleat hitch +15
For each fouled rigging or failure to lift the weights the required height +30

Scoring - Time to complete rigging the tackles, lift the weights, and cleat the lines. Time
penalties will be added to this time to yield the total score. Best time wins

Reference:  Sea Scouting Manual (33239), pages 22-124

Cardboard Box Reaatta

Team event

This challengesunits to design, build and navigate boats made entirely of corrugated cardboard
and propelled by paddles, oars, etc. The goal is to build the best boat you can and to be able to
complete a 100 yard course in the fastest time. You wil find this both intriguing and
challenging. Awards recognize Best Construction, Team Spirit, Best Decorated, Best Original
Design, and-- most coveted the Most Spectacular Sinking Award.

You are given two hours to build a boat using the supplies and rulesin Addendum #2, additional
items may be brought by each unit but must conform to the Rules.

Far-out Clove Hitch

Teams of 3

Objective - Line must be coiled to start. Clove hitch is tied around an upright spar. No team
member may step inside a designated acle. If someone steps in the circle, the team must start
over. TIME DOES NOT STOP

If there is an incorrect knot, the line comes off spar and team starts over. TIME DOES NOT
STOP. (Time can be stopped for the judge to check the knot- then, if needed, restarted)

Time stops when knot has been correctly tied.
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Scoring: Best time wins with athree (3) minute time limit to complete .
Reference: Sea Scouting Manual (33239, pg 111

Heaving Line

Teams of 4

Objective - Two groups of 2 face each other, in a column, at a distance of thirty-five (35) feet.

Line is 50 feet of 3/80 nylon, whi pped at each er
and tossed by person#l, standing within designated marks, to person #2 without the line

touching the ground before being caught. The line is then raised by #1 and #2 in order for the

judge to signal a fair catch. Any toss not approved must be repeated until approved before the

next competitive toss.

Person # 2 then coils and tosses to#3, #3 tossesto #4 tossesto #1, etc. The last person coils the
line and holds it overhead, in proper coil, as signal of finish. Clock stops, when eight (8)
successful tosses have been accomplished. Contestant may not move out of markings either
tossing or receiving.

A maximum of four (4) unsuccessful throwsis allowed by each person, then the line will be hand
carried to the next member.

As #2 is coiling the line #3 will enter the square replacing #1. As #3 is coiling the line, #4 will
come into the square and replace #2 and so on.

Scoring - Best time; with a 10 minute limit to successfully complete. Least number of throws is
the tiebreaker, if needed.

Reference Sea Scout Manual (33239), pg 143

Knot Tying Relay

(Teams of 3 to 8)

Objective - Team must start and end this relay event at attention. On signal, the first member in
line will run up and tie the knot assigned by the judge. They return to the line, tags the second
member who ties their assigned knot, returns, tags the third person, etc. The following are the
required knots:

Bowline Double Carrick bend
Slipped ReefKnot (slipped square) Figure 8

Bowline on a bight Sheet Bend

Two half Hitches Taut Line

Each member should be able to tie all knots. Knots will be tied over/around a rail or rope. Line
to be used willbe 1/4A8 t o 3tfaBd'nylon.3

Scoring: Best time wins. A 15second penalty will be added for each incorrect knot
Reference: Sea Scouting Manual(33239), pgs. 106-113

Mari ner os Qui z

Individual Event
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Objective - A quiz, with a 45 minute time limit, will be given, consisting of multiple choices, true
false and matching, as appropriate. Questions will cover lights, signaling, horns, buoys and
markers, radio codes, international code flags, and nomenclature. Test will cover material
required for Apprentice and Ordinary rank .

Scoring - Percentageof questions answered correctly and sores will be averaged based on the
number of participants on team.

Reference Sea Scout Manual(33239); various pages

Rig a Boat

Team event

You will have the opportunity to rig a boat under supervis ion prior to the event for practice. The
unit rigging the sailboat and taking it down the quickest will be the winner.

Scoring: Percentage of questions answered correctly.
Reference Sea Scout Manual(33239);

Ring Buoy Toss

Teams of 3(Picked by Judge )
Objective - All Unit members must report for this event and the Judge will select three (3)

members, from the Unitds ¢ o mphhséwn thmows, usirtg a bifeorimp et e .

on approximately 50 ft. of line, at a 5 ft. wide target, 30 ft. away in the water. A successful throw
is counted if the ring buoy lands beyond the target with the line across the target. Time counted
from the judge’'s "GO" until the buoy has been retrieved following the 6th toss.

Scoring: 10 Pts. for each successful throw-- maximum score 60. Unit with the highest number
of points is first, etc. Time will be used as a tiebreaker

Rubber Ducky Regtta

Individual competition

Atthej u d g e 6 sconsestants wdaring a PFD, sit on their inner tube with paddle in hand and
race from the start to the finish line. Contestants must cross the finish line sitting on their inner
tube with paddle in hand. First rubber ducky across the line wins.

Tire Tube Joust

Individual competition and single elimination

Individuals wearing PFDs stand on plywood platforms strapped on top of truck inner tubes tied
to each other in water just over their heads. With both hands on a pool noodle, the contestants
will attempt to joist, knock, or trick their opponent causing them to fall from their platform. The
last person standing or to enter the water is the winner.

Using hands or feet to push, pull, or grab the other person or their raft is not permitted.
Grabbing the other personds pool noodl e is not
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Trailering Course

Individual Event (OVER THE AG E OF 16)
Objective - Individuals are required to hitch, pull, and back a trailer and boat through a
designated course.

Scoring - Best time. Time limit of ten (10) minutes, to successfully complete.

Reference Sea Scout Manual(33239); pg 144
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Tournament Events

Tournaments are open to all participants. Block scheduling is be used to allow teams to plan to
participate in other events at Winterfest. No later than 8 AM Saturday units will be given a
starting time for their first game.

Tournaments are single elimination. The brackets are divided into two flights, one flight is
played in the morning, the other in the afternoon. The final will be played at 4:30pm.

The tournament sign-up period is extended to allow Police and Fire Posts to participate after
their competitions and are given preference for the afternoon bracket.

Each game will be a maximum of 30 minutes in length. If a game has not been decided by usual
scoring, the team with most points at the end of 30 minutes is the winner. In the event of a tie, a
coin toss will determine the winner.

To assure a smooth tournament, we request that units arrive at least 15 minutes prior to their
starting time for each game. A team forfeits the game if they are more than 5 minutes late.

Any post/crew that enters a tour nament must contribute one adult leader to assist with judging
and scorekeeping during each game played by their team.

Bowling

Awards will be given for Top Team, Best Men's, and Best Women's scores. This event will take
place in the Gatlinburg Recreation Center.

Rules:

1. Each Post/Crew is eligible to enter one four-person team. Teams smaller than 4 will
only be eligible for individual honors and need to be willing to share a lane.

2. Each player gets two practice throws and then will bowl ONE 10-frame game.

3. Each team keeps their own scores. To learn about scorekeeping for bowling, go to
http://slocums.homestead.com/gamescore.html

4. You must follow the facility's rules regarding bowling shoes and food.

5. You may bring your own bowling ball and shoes.

Dodge Ball

Teams - will consist of 8 players with a minimum of 6 play ers to avoid forfeit.

Beginning the game - Prior to the game beginning, 8 dodge ball balls are placed on the center
line. Players then take a position behind the end line. Following a signal by the official, teams
may approach the centerline to retrieve the balls. Once balls are retrieved from center line at
the beginning rush the balls must be brought back to the respective end lines bebre they are
considered Aliveo.

Declaring a winner The first tean to legally eliminate all opposing playessthe winner.If
neither teamis eliminated at the end of regulation, the team with the greater number of
remaining players is the winner. In all overtime periods, the first team to legally eliminate any

one (1) opponent will be the winner.

SeeAddendum #3 for rules
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4-on-4 Basketball

SeeAddendum #4 for full rules.
Single elimination bracketed tournament.

Ultimate

The Ultimate Frisbee tournament will be a single elimination bracketed tournament. Each game
will | ast 24 minutes (2 halves of 12 minutes). SeeAddendum #5 for full rules. Teams will sign up
Friday at the Program Orientation Session. This event will take place in the Gatlinburg
Convention Center.

Volleyball Tournament

The tournament will again be held at the Gatlinburg Community Center.

Rules
1. Each Post/Crew is eligible to enter one six person team.
2. Rally scoring will be used to speed the play of eah match.
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Team Events

Advanced Emergency Medical Competition

The Advance Emergency Medical Competition will be a 100 question, multiple -choice test, from
the Brady First Responder: A Skills Approach Seventh Edition Textbook. No other source will be
used. Questions were selected from all topics in the Brady First Responder: A Skills Approach
Seventh Edition Textbook.

There are practical check off-medical and trauma scenario stations. All information used to
develop the scenarios is based on information from the Brady First Responder: A Skills

Approach.
1. Each Team consiss of two Explorers and/or Venturers, but no more than four.
2. Participating units must provide one Advisor for judging, and must be one of the

following:

First Responder PMDC
EMT-B EMS Instr
EMT-I EMT

3. Teams are to bring the following items with them to competition.

4 x 4 non-sterile (25)

Kling 4" and 6" (4of each)

Cravats or triangle bandages (4)

Latex gloves (4 Pair)

Pocket mask (1)

Roll of adhesive tape 2" and 3" (1 of each)
Stethoscope and B/P cuff (1 of each)
C-collars (1 of each size)

The above items should be in a jumpkit
Long spine board with straps (1 per team)

These items will be checked prior to competing.

=4 =4 =8 =8 -4 -8 -8 -8 -89

4. If there is a tie, teams will then take a 200 question comprehensive exam from the Brady
First Responder: A Skills Approach Seventh Edition Text and workbook with the highest
score winning.

5. Recognitions will be given to First, Second, and Third place teams.
NOTE: ALL QUESTIONS WILL BE ANSWERED AT ORIENTATION ON FRIDAY NIGHT
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Winterfest
Advanced Competition
Medical Assessment

Emergency Medical Service

Team Name: Date:

Exploring Start Time: End Time:

w

core:

Comments

Possible

Points
Paints

Awarded

Takes or verbalizes infection contrel precautions |

[

SCENE SIZE —UP

Determines the scene is safe

Determines the mechanism of injury/nature of illness

Determines the number of patients

Requests additional help if necessary

[N e e

Censiders stabilization of spine

INITIAL ASSESSMENT

Verbalizes general impression of patient 1
Determines responsiveness/level of consciousness 1
Determines chief complaint/apparent life threats 1
Assesses airway and breathing

- Assessment

- Assures adequate ventilation to include checking oxygen saturation level 3

- Initiates appropriate oxygen therapy

Assesses circulation

- Assesses/controls major bleeding —  Assesses skin (either skin coler, temperature and condition) 3
- Assesses pulse
Identifies priority patients/makes transport decision 1

FOCUSED HISTORY AND PHYSICAL EXAM/RAPID ASSESSMENT

History of present illnass

- onset - severity —  radiation g

- provocation - time

- quality —  clarifying questions of associated signs and symptoms as related to OPQRST (2 points)

Past medical history

- allergies - past pertinent history - events laading to present iliness 5

- medication - last oral intake

Performs focused physical examination (assess affected body part/system or, if indicated, completes rapid

assessment) 5

- cardiovascular — neurological — integumentary - reproductive

- pulmonary —  musculoskeletal - GljGU —  psychological/social

Vital signs

- pulse - respiratory rate and quality 4

- blood pressure - AVPU

Diagnostics [must include application of ECG monitor for dyspnea and chest pain] 2

States field impression of patient 1

Verbalizes treatment plan for patient and calls for appropriate intervention 1

Transport decision re-evaluation 1

ONGOING ASSESSMENT

Repeats initial assessment 1

Evaluates response to treatments 1

Repeats vital signs 1

Repeats focused assessment regarding patient complaint or injuries 1
TotAL 47 [ ]

CRITICAL CRITERIA

___Failure to initiate or call for transport of the patient within 15 minute time limit

___ Failure to take or verbalize body substance isolation precautions

___ Failure to determine scene safety before approaching patient

___ Failure to voice and ultimately provide appropriate oxygen therapy

___ Failure to assess/provide adequate ventilation, including determination of blood oxygen saturation level

___Failure to find or appropriately manage problems associated with airway, breathing, hemorrhage or shock (hypoperfusion)
___ Failure to differentiate patient’s need for immediate transportation versus continued assessment at the scene

___ Does other detailed or focused history or physical examination before assessing and treating threats to airway, breathing and circulation
___ Failure to determine the patient’s primary problem

___ Orders a dangerous or inappropriate intervention

___ Failure to provide for spinal protection when indicated
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Cardboard Box Regatta

Team event

This challengesunits to design, build and navigate boats made entirely of corugated cardboard
and propelled by paddles, oars, etc. The goal is to build the best boat you can and to be able to
complete a 100 yard course in the fastest time. You will find this both intriguing and
challenging. Awards recognize Best Construction, Team Spirit, Best Decorated, Best Original
Design, and-- most coveted the Most Spectacular Sinking Award.

You are given two hours to build a boat using the supplies and rules in Addendum #2, additional
items may be brought by each unit but must conform to th e Rules.

Engineering Design
The engineering design event is open to all youth participants at Winterfest.

A set of building materials will be provided for each team to use to address an "unknown"
engineering problem.

Rigging a Climb

Objective - A harness is provided for the anchor person (the person that will risk life and limb
and lean his weight back on the rig). There is a backboard that has a variety of locations to
attach anchor points (you are required to use 3). We will also provide an assortment of different
length ropes and webbing as well as carabimers and belay/rappel devices. Teamswill consist of
3 Venturers/Explorers who select the materials they want to use, set up the system and have the
anchor person tied into it. Then the anchor person will lean back on the system and raise his
hands out to his side, which will signal the stopping of the clock.

Scoring - Judging is two-fold; basedon the time required to set up the anchor systemand then
judged on the system itself (materials used, knots used and anchor points used). The fastest time
for setting up the most appropriate an chor system will win the game.
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Individual Events
Archery Competition and Match Shoot

Rules:
This is an individual competition
3 shots per archer
Targets will be 3-D and paper
Scoring may only take place once
60 second time limit
Targets will be shot in order
Ties will be broken with highest scoring arrows

Ex. (A) 6+10+5=21¢é(B) 8+8+5=21 A is winner
Three places will be awarded: %, 2nd | 3rd
Scoring

Bear: 5 points body, 6 points inside large area, 8 points small area

Deer: 5 points body, 8 points inside large area, 10 points small area

Multicolor target will be ring value with a bonus dot in the blue rings worth 14 points
Head shots will be deducted 5 points from total score

Head shots are anything from ears forward

0 points for targets shot out of order

Bounce outs will be re-shot with no time limit

Total score based on 3 shots

Total possible score= 31

Archery Free Shoot

Anyone can walk up and try their hand at shooting bows and arrows. Get in line and test your
skill you may find out you need to get a team together and try the Match Shoot.

Backpacking Challenge

Objective - How fast can you get ready to go backpacking? Let's find out!!

A

The Backpacking Challengetestsa Vent urer 6s ability to select and
a backpacking trip. A backpack and a variety of items are available to choose from; some of these
items are necessary for a backpacking trip, others are not.

Scoring - Crews are judged on howmany correct items are chosen, as well as their knowledge of
why the item is necessary. The manner in which items are arranged in the pack will also be
evaluated.

1 Points are assigned on the time required to load the pack and place it on your back 5
secondpenalty for each required item missing
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1 Points are assigned to the items chosen and deductions/additions are made for
choice and knowledge of items.

Basic First Aid

Written Test- Will consist of 50 questions, all multiple choice wi th a time limit of 45 mi nutes.

Practical Test - Includes medical and/or trauma scenarios with a posted time limit for each
testing station.

CPR Ractical - Includes any/or all practical skills taught in the American Heart Association
Basic Life Support for Healthcare Provider i 2005 AHA Guidelines for Cardiopulmonary
Resuscitation and Emergency Cardiovascular Care.

Required Supplies - All necessary suppliesare provided: However, if you prefer, you can bring
your own.

Testing Criteria:

First Aid related material : National Safety Council First Aid (2004)

CPR material: - American Heart Association Basic Life Support for Health Care Provider
(80-1010). CPR written and practical components is based on the 2005 AHA Guidelines
for Cardiopulmonary Resuscitation and Emergency Cardiovascular Care.

In Case of a Tie- A written test will be given to decide the winner.

Climbing Wall

Participants climb the wall with correct commands and responses to your belayer. The climbing
wall will be judged on the fastest time to the top and use of proper climbing commands.

All climbing equipment provide d for participant s; you may use your own climbing shoesif you
prefer.

Crab Cage Caving Challenge

Another caving skill is being able to turn around in a tight space. To practice that skill, we bring
a crabcage. Crawl in, turn around, and crawl out, sounds easy But is it?

Outdoor RangeEvents- Shooting (NRA)

Rifle, Shotgun, and Pistol Shooting events will be held all day Saturday at the Gatlinburg
Sportsmanés Cl ub. Shooti ng etrers and Explorezs whophave t o r
either completed NRA certification or who have attended the appropriate safety briefing at
Winterfest.

Event registration will be held Friday evening at the Convention Center for all Saturday shooting
events. Units can sign Yo for more than one event but must sign up for a separate time slot for
each event. If there are any questions there will be Shooting Sports Staff on hand at the
Convention Center Friday evening.

All individuals/units must register for a time slot and be s ure to allow ample travel time to and
from the sportsmands cl ub. Pl ease be punctual as
that everyone gets a chance to participate.
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There will be safety briefings held at the Convention Center Friday evening ard Saturday
morning (time and place will be posted later) and all participants MUST either attend a briefing
or present proof of NRA certification in order to shoot. All attendees of the on -site briefing will

be given a wrist band that must worn in order to participate (no exceptions).

New to the event this year will be a bus dedicated to transportation between the Convention
Center and the Sp o r t s @lainn@aking a round trip every 30 minutes. Participants that wish
to drive themselves will be directed to park at the church outside of the Sp o r t s Blabmiere
a shuttle van is provided to all shooting events as well as the Individual Tactical Fithess
Challenge and Buckskin Games.

All events at the Sp o r t s Tl Wilsbe outdoors so dress accordingly. There are portable
toilets available throughout the venue for your convenience.

This facility is graciously provided to Winterfes
Club and it is important to remember that we are gusts and ensure that there is no horseplay
and that we take care to leave the facility better than we found it.

Rifle: - There will be one range where participants will be given the opportunity to shoot a .22
cal rifle and have their target to take home.

Shotgun: There will be two ranges where participants will have the opportunity to shoot 20ga
shotguns at moving clay targets.

Pistol: Participants will have the opportunity to shoot one on one with an instructor with .22cal
pistols and have their target to take home.

Outdoor Range Events Knife Throw

This is a skill patterned after the abilities of the frontiersmen and mountain men to throw a big
knife into a log or tree. Participants are paired up, and throw the knives at targets of wood. The
leader gives them a demonstration on how to throw the knife, pointing out safety concerns. The
participants move to the target areas and receive their six knives. The participants throw when
given the signal, and then when both have thrown their practice throws, they retrieve the knives
and prepare to throw for points. If they have difficulty throwing, they can practice until they get
an understanding of the skill. The challenge is to stick the knife into the bulls -eye of the target.

Rules: These apply to both events

1. The leader gives a demonstration ofwhat they are to do and how to do it and assigns
participants a station.

2. The leader directs throwing so that safety rules are observed.

3. The staff member demonstrates how to throw a "hawk" or knife

4. One participant throws the "hawks"or knifes while the oher watchesA staff
member points out ways for tparticipantto improve after each throw.

5. Theparticipantthrowing retrieves the "hawks or . kni f e s

6. Theparticipant nothrowing stands at the throwing line while tieh a wk s 6 or kni f
areretrieval.

7. Thenext participanthen takesheirturn.

8. Only one set of "hawks" (three "hawks" in a set)knifes (six knifes in a set) are
used per throwing space (target).

9. Anyone not observing the safety rulgdl forfeit their right to participate
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Outdoor Range Events- Tomahawk Throw

Each participant will be taught how to throw a tomahawk and given a chance to practice
throwing it. After they have had a chance to practice, they will throw three "hawks" for their
score. The scoring will be based on accuracy. Thedrget is a crosssectional area of a log from 18
inches to 24 inches in diameter. A target will be painted or a card placed in the center of the
target, and each participant is awarded points for how close to the center of the target they get
and how many hawks stick.

Photo Scavenger Hunt

Rope Climbing

Participants will climb a rope using Prusik loops to the ceiling of the convention center and is
judged on the fastest time to the top and the use of correct commands and responses to your
belayer.

Squeeze Br Caving Challenge

Have you ever wondered how tight a space that you
cave handy to try it out? How about the effect that stalagmites and stalactites might have on

your ability to get through a tight passage? Would your friends on the outside like to see you

suffer on the inside of the box? If these questions have kept you up at night then theSqueeze box

is for you.

What 6s a s que e z(® fott oxgdy three §33 feeh wide tunnel with a ceiling that is
adjustable in quarter inch increments. Donét worr
and we can get you out quickly. We can also insert up to severn(7) stalagmites just to make

things interesting. There is also a plexiglass window in one ofthe sides so that everyone outside

can see what is going on inside. By the way, the record for the box is siX6) inches, the same

length of a dollar bill . What will you be able to do? Winners get to autograph the box!

Tabletop Display Contest

Categories:

Traditional (Includes: Tabletop displays, photo albums, etc.)

Multimedia (Includes: Websites, Power Point presentations, slide shows, and any tabletop
display with computer based elements, etc.)

Notes:

1. Displays can be on Bronze Awards, Ranger Award, Quartemaster Award, Crew/Post
trips, careers, and any other topic related to your unit.

2. Computers are not provided and Internet access is not available, therefore websites
must be stand alone.

3. All displays must be free standing.

4. Objects can be placed in front d displays, but try to attach all items to prevent them
from walking away.

5. Try to make display anonymous for unbiased judging. It is okay if this is not possible.
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6. Displays must be picked up before the dance Saturday night. We hope you will leave
your display for people to view throughout the day, but if you have security concerns
leave only materials you feel comfortable left unattended.

7. The displays will be judged on:

1 Quality of layout;

9 Clarity of information; and

91 Presentation of Display - 3 to 5 minute talk on why the display was made and
what the display is about.

At registration Friday night information is provided about the location of set up. Judging and
presentations will be between 8:00-9:30 AM. There is no limit to the number of displays per
Crew/ Post or individual

Talent Show Contest

Winterfest participant s can showcase ay form of talent as a group or individual. The top talent
acts will be showing their stuff in front of all Winterfest participants at the Closing Show
Saturday Night.

Preliminary j udging starts at 10 PM Friday night, in the Mills Auditorium at the Convention

Center. Groups and individuals wi | | -qapt e f ¥irét-came first-served basis.Bring any
equipment your need with you (cd, instrument s, props, etc). Music cannot be on aMP3 player,
iPod or cell phone. Pre-recorded music MUST be on a CD. A CD player and microphones will be

provided. You MUST attend Fridayds Preliminary Judging

night.

Only the top four acts advance to the finals. The top acts moving on to the finals will be listed at
Winterfest Headquarters by 10 AM Saturday morning. At that time, you will be given
instructions for rehearsal times on Saturday afternoon . After rehearsal the order of performance
in the final show will be determi ned. If you miss rehearsal you will forfeit performing at

the closing show and will be withdrawn from the competition

Rules

1. You may participate as an individual or as agroup. There is no limit as to the number
of entries per Post or Qew.

2. No Adults

3. Eachactis limited to 4 total minutes. This time limit includes any needed set up time

your act may require.

If recorded music is to beused, it MUST be on CD.

NO PROFANITY OR GRAPHIC LANGUAGE OR INAPPROPRIATE DRESS

AND/OR MOVEMENT CAN BE USED IN ANY TALENT ACT. BASICALLY, IF YOU

ok

WOULDNOT DO I T I N FRONT OF YOUR RELI GI OUS

GRANDMOTHER-DONOGT PLAN ON DOI NG I T HERE.
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Non-Competitive Events

Flying Squirrel

Rappelling

Roundtable - Exploring

This is an opportunity for Advisors and Explorers to discus s various issues affecting their Posts.
Find out what other Posts are ding that is working (or not!) This event takes place in the
Convention Center Saturday evening after competitive events have concluded. Geck your
pocket schedule for the time and locdion of the Exploring Roundtable.

Roundtable- JROTC

Take advantage of thHs opportunity for Advisors and Units to discuss various issues affecting
their program. Find out what other JROTC programs/schools are doing that is working (or not!)
This event takes place in the Convention Center Saturday evening after cometitive events have
concluded. Check your pocket schedule for the time and location of the JROTC Roundtable.

Roundtable - Venturing

WANT TO KNOW WHAT OTHER VENTURING CREWS ARE DOING?

WANT TO BRAG ABOUT WHAT YOUR CREW HAS DONE?

DO YOU WANT TO KNOW WHERE VENTURING FRIENDLY CAMPS ARE LOCATED?
WHAT KIND OF SUPER ACTIVITIES ARE YOU DOING?

There is an opportunity for both youth and adults to participat e and share their experiences.
Come and learn what other Crews are doing and where great opportunities exist for your crew.

If we have enough registered we will try to hold separate forums for young people and adults
with a combined summary session at the end.

This event will be held Saturday evening after all competitions/activities so everyone has the
opportunity to attend. Check your Winterfest pocket schedule for the location.
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Late Night Ripley's Package

Ri pleyb6s Believe it or Night has partnemrwdah with W
and leaders this year! For Friday night only, from 10 PM to 12 AM (midnight) . Ripleyodos wildl
3 attractions open solely for Wint erfest participants. For just $ 12 (for each attraction) your

youth and adults can go through the Ri pl ey 6 s H a y BetieeedIt oH Nat,saad/or

Aquarium ! Tickets must be ordered in advance (and must be received by the Northeast Geqggia

Council by Friday, January 20)

Use this order form to order your tickets to Late

Name of Unit Leader:

Daytime Phone:

Cell Phone:

Evening Phone:

Unit: Crew:
Ship:
Post:

Number of TicketNight or Ri xblRe9dds Lat e

Payment by: Check (Number: ) check must be attached to this form
Credit Card: Visa
MasterCard
Discover Please print clearly:

Name on Card:
Account Number:
Expiration Date:
3 digit Security Code:

Signature of Card Holder:

Mail this form (with check enclosed) to Winterfest/Late Night Ri pl ey és Event, PO Box 39
Jefferson, GA 30549.0R fax this form (credit card information must be included and legible) to
Amy Garrett (706 -693-4849).
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Late Night Zip Gatlinburg Adventure

ZipGatlinburg is partnering with Winterfest to provide some exciting late night fun to your
youth and leaders this year! For Friday night only, from 10 PM to 12 AM (midnight) .
ZipGatlingburg will open their 9 line course which overlooks downtown Gatlinburg solely for
Winterfest participants. For just $ 20 + tax your youth and adults get to experience a 1 hour
treetop aerial experience! Tickets must be ordered in advance (and must be received by the
Northeast Georgia Council by Friday, January 20)

Use this order form to order your tickets to Gatlinburg Zipline Adventure :

Name of Unit Leader:

Daytime Phone:

Cell Phone:

Evening Phone:

Unit: Crew:
Ship:
Post:

Number of Tickets for Zip Gatlinburg Adventure : x$ 22.35=

Payment by: Check (Number: ) check must be attached to this form
Credit Card: Visa
MasterCard
Discover Please print clearly:

Name on Card:
Account Number:
Expiration Date:
3 digit Security Code:

Signature of Card Holder:

Mail this form (with che ck enclosed) to Winterfest/Late Night ZipGatlinburg Adventure, PO Box 399,
Jefferson, GA 30549.0R fax this form (credit card information must be included and legible) to Amy
Garrett (706-693-4849).
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Dance (Saturday Night Fever)

Always popular, our Saturday night will be offered againthisyear.Sat ur daydés dance wil
themedi A Sat ur day Nomeheady to dana!r 0

NO INAPPROPRIATE DRESSAND/OR MOVEMENT WILL BE TOLERATED AT THE DANCE.
IF CHAPORONES DEEM THE DANCE MOVEMENTS INAPPROPRIATE YOU MAY BE ASKHED

TO LEAVE THE DANCE. BASI CALLY, |l F YOU WOULDNOGT
I' T H

RELIGIOUS OFFICIAL OR YOUR GRANDMOTHER-DONGOG T PLAN ON DOI NG E
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Addendums

Addendum #1: JROTC Personnel Inspection
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CADET ROSTER

JROTC Unit Squad #

Service Affiliation USA USAF USN USMC

PRINT THE NAME OF EACH CADET IN THE PERSONNEL INSPECTION SQUAD

1.

2.

10.

11.

12.

13.

14.

15.

I certify that the cadets identified above ar
program.

Senior JROTC Instructor
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INSPECTION QUESTIONS

1. The asking of questions is an important aspect of the personnel inspection process. A
judge may ask questions as a means of determining cadet poise, knowledge, and
confidence. The ability of a cadet to respond to these questions will be taken into account
when determining the inspection grade.

2. There are | imits to a cadetds military knowl e
from all four services. The questions asked d a cadet will not be intended to harass or
embarrass, but to gauge his/her ability to think and respond under conditions most will
agree are more demanding than usua.Cadet s wi | | not be fAstresse
inspection . Questions will be limited to those in this enclosure and any clarifying
questions regarding uniforms/uniformity a judge may deem appropriate.

3. The questions that may be asked of a cadet include:

Cadet 6s Name, Rank/ Rat e

Cadet 6s Age

Number of years Cadet has been in JROTC

Cadet 0s onlschaos / year i

Questions regarding ribbons/devices on the uniform

Questions regarding the cadetdés uniform regul a
Description of cadet rank insignia

Description of active duty rank insignia

Chain of command

Current Events

As the list of possible questions issmall, uniformity of response carries more significance. We

will not dictate how questions will be answered; that is left to the instructor staff at each school.

However, within the unit being inspected there should be uniformity in framing a response to

any question posed to a cadetFor example, a judge asks a cadet who his senior JROTC

i nstructor i s . The cadet may respond, AnSir, t he s
Maj or SessisoO or fAThe senior i nsdreaeartyaumbeadf my sch
ways the question may be answered. As long as cadets answer questions in the same manner,

uniformity within the unit exists.
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INSPECTION QUESTIONS

CHAIN OF COMMAND_(Subject to Change)
AS OF 05 Octl1

TITLE NAME
President/Commander in Chief President Barrack Obama

Vice President Honorable Joseph Biden

Secretary of Defense Honorable Robert M. Gates

Secretary of Honorable
Air Force (AFJROTC only) Michael B. Donley
Army (AJROTC only) John McHugh
Navy (NJROTC/MCJROTC only) Ray Mabus

Chairman, Joint Chief of Staff Martin E. Dempsey

Service Chief
CofS USAF(AFJROTC only)
CofS USA (AJROTC only)
CNO (NJROTC/MCJIROTC only)
CMC (MCJROTC only)

Servicebds Seni or

General/Admiral

General Norton P. Schartz
General Raymond T. Odierno
Admiral Jonthan Greenert
General James F. Amos

¢ SgtMaj/MCPO/CMSGT

ChfMSgt of the Air Force (AFJROTC only)
SgtMaj of the Army (AJROTC only)

MCPO of the Navy (NJROTC only)

SgtMaj of the Marine Corps (MCJROTC only)

ChfMSgt James A. Roy

SgtMaj Raymond F. Chandler 1lI
MCPO Rick D. West

SgtMaj Michael P. Barrett

Senior JROTC Instructor
Associate JROTC Instructor
Senior Cadet

Inspection Platoon/Flight Leader

Squad/Element Leader

Rank, Name

Rank/Rate, Name

Rank, Name

Rank/Rate, Name

Rank/Rate, Name

60

Version 2012.1 10.18.11



UNIT

INSPECTION SCORE SHEET

CADET

1

10

11

12

13

14

15

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

HAIR
COVER
TIE

SQUAD
DISCREPANCY

SHAVE JEWELRY
BRASS ALIGN
TROUSERS ~ SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS  SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS ~ SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS  SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS ~ SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS  SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS ~ SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS  SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS  SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS  SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS  SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS ~ SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS ~ SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS ~ SHOES
SHAVE JEWELRY
BRASS ALIGN
TROUSERS ~ SHOES

JUDGE

SCORE (110
POSTURE  BEARING
Al Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
il Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
il Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
il Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al PO SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al PO SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al PO SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
il Po SHIRT
INSIGNA  Q&A
POSTURE  BEARING
Al PO SHIRT
INSIGNA  Q&A
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Addendum #2: Cardboard RegattaRules

Supplies allowed to build your cardboard boat:

1. A box cutter or sharp cutting tool

2. contact cement

3. construction adhesive (like Liquid Nails) and a caulking gun

4. duct tape

5. yardstick or ruler

6. 2 pieces of cardboard rovided by the  judges )

7. pencil

8. latex enamel or spray paint for final coats [no multi -part paints allowed] (optional)

9. 2 sheets of plastic [one to be used to protect the work area]

10. Paint brushes and rollers (optional)

11. Building square (optional)

12. Wallboard screws for holding cardboard together while glue dries. These must be
removed when glue dries. (optional )

13. Battery drill or screwdriver for installing screws ( optional )

14. Decorations can be any material but not used to reinforce the structure of the boat
(optional)

Getting Started

Along the way, you will enjoy encountering and dealing with many small details. But look ahead
to the satisfaction of knowing you accomplished something that most people won't even try --
building a boat made of corrugated cardboard.

First- start with some objective in mind. Maybe you want to build the fastest boat. Perhaps you
are more interested in one of the awards for design or eye appeal. Maybe you want to win the
Team Spirit Award. Or just maybe you want to take home the Most Spectacular Sinkng Award.

Next - start with a design idea , a vision of what you want your cardboard creation to look like.
It can be any design you like or want to try out you can consider: submarines, aircraft carriers,
PT boats, lake freighters, pirate ships, and so on.

To save time build a model using a manila folder or other heavy paper or lightweight
cardboard. That way, you can fold, re-fold, and fold again to get your design. You can cut it up,
glue it together, and try out your design idea in small scale before working on a full-sized
creation. Or you can throw out an idea that sounded great, hut just won't work, then try
something else beforeyou have wasted any cardboard.

How about a little science? If you want, you can toss in a little physics or other sciences. Maybe
you will choose to calculate the displacement  of your design idea so that you will have some
certainty about the buoyancy of your design. Here's the basic number: a cubic foot of water
weighs about 62 pounds. That means that a 180pound man will float in a boat that is 1 foot by 1
foot by 3 feet - of course, that could be a bit uncomfortable! But at least you would know just
how much boat you will need for you (and your crew) so you don't overdesign it and add
unnecessay weight.

Creative problem-solving is the name of the game. Whether you get your creative insights from
methodical effort or from wide -ranging trail -and-error, building a cardboard boat, will be - both
fun and challenging.
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There are no plans, no preset designs, no stepby-step instructions here. No recipe cards, no
fill -in-the-blank formats. The first ingredient in cardboard boat-building is creativity. The
second important ingredient is problem -solving

Handling cardboard - you will find it easier and more fun if you keep in mind a few tips.
1. You can have strength and still keep your boat light if you laminate layers of

cardboard. In fact, try placing one layer so that the corrugations run in one direction,
then placing the second layer so that the corrugations run at a 90-degree angle to the
first layer.

To fold cardboard across the corrugations, consider scoring theline of the fold with

the butt end of your utility knife.

Don't step on your cardboard! If you break the corrugations -- well, think about it.

To keep your cardboard dry, don't forget to seal the edges with duct tape. If water
gets into your corrugations, you can have great fun watching it get drawn through the
corrugation just like in a drinking straw. That may be okay when you have time to do

something about it, but if you see this happen in the middle of a race.

H e r a bBusach of other items to think ab out.

il

= =4 =

1

il

A flat bottom is recommended. A V-shaped bottom is likely to tip over unless the V is
very gentle.

The lowest center of gravity is the most stable; kneeling or standng will cause you to
tip over.

Longer boats go faste, but they are harder to turn.

Boats shorter than 3 feet are difficult to steer.

For height, allow about 18 inches for you to sit and paddle effectively without the
edge d your boat blocking your arms.

For width, figure about 18 inches for a kayak, about 23-24 inches for a canoe. Figue
about 30 inches maximum for 1 person, 48 inches for two people.

Duct tape shrinks when it is painted.

Some of the fun is in the discovery. So that's it for tips. Now go for it! Keep in mind the other
lessons you learn along the way. That will make building your next boat just that much easier.

"The Rules" for this event are primarily for safety: participants have to wear PFDs (lifejackets)
while in the boat. There are some requirements regarding the use of certain substances and

materials for boat construction. But the great part about the event is that there is really no one

way to build a cardboard boat, so the rules don't limit the creativity of participants. But other
than those, people are encouraged no, expected- to be creative.

General Rules

1.

2.

Only corrugated cardboard will be used. It must not be bonded to any other material
such as vinyl. Non-corrugated material may not be used. No solid cardboard and no
carpet roll tubes may be used, except for decorations.

Wood, metal, Styrofoam, or other materials that would aid in flotation or make the
hull rigid are prohibited, but may be used for decoration. This restriction applies to
the keel, transom, ribs, hull, etc.

Hull s may be paiiptaed owiptahh nany Ndore@oXxy
Amiti-parto varnishes or paints may be wus
duct tape or anything else. Tar based substances like roof coatings are not permitted.
Joints and seams should be taped. No nails, metal, wood fasteners, or staples may be
used in the construction of the boat (small amounts may be used for removable
decoration only).

63
Version 2012.1 10.18.11

g
e

I
d.

u

es,
Hul |



10.

11.

12.
13.

Note: Rules are subject to change. Units will be notified in writing if changes are made.

Design is Abuilderés choice. 0 Let your

65% of t hokmebnust tedan above water during racing. Failure to meet
this rule will result in a 20 second time penalty.

Decorations may be made from any material but may not be used to reinforce the
actual structure of the boat.

Boats from previous years will not be allowed.

No boat will be allowed to leave the starting gate unless all persons on board are
wearing a Personal Flotation Device (PFD). (Participants will provi de their own PFDs
and paddles.)

Boats are subject to inspection and disqualification for each violation of the above
General Rules, (with the exception of rule # 6 which results in a 20 second time
penalty).

All entrants must ensure that their portion of the pit area has been cleaned prior to
departure on Regatta day. All boats must be removed from the pool or cut apartand
placed in trash containers.

Prior to the races, boats will be judged in the following categories: Best Original
Design (most creative design and best use of corrugated cardboard), Best
Construction or Construction Technique, Best Decorated, Team Spirit (most-spirited

and best organized (?)t eam ¢é the | ooks of the boat

Spectacul ar Sinking (most spectacul ar
remains completely).

Units may have multiple teams in the event.

Boats must be propelled by paddles, oars, etc.

Have fun! Be creative! If you can dream it, you can do it!
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Addendum #3: Dodge Ball

BOUNDARIES: During play, all players must remain within the boundary lines. There is no
boundary for the end lines. The tennis court end line will be used when retrieving stray balls.
Players may pass through theirend -line only to retrieve stray balls. When retrieving the ball,
the player must also immediately re-enter the playing field onl y through their end -line. A player
may be handed a ball as long as they are inside the boundaries.

A player shall not:

1 Have any part of their body contact the playing surface on or over a side line unless
retrieving a stray ball and it must be noted by the Judge. (Only thr ough end line)

9 Exit or re-enter the field through their sideline.

1 Leave the playing field to avoid being hit by, or attempt to catch, a ball.

1 Have any part of their body cross over the centerline and contact the ground on their
opponentd s si de of the court. During the Aopening
center-line. Officials should refrain from calling players OUT at this time unless a
definite advantage is gained by that action.

EQUIPMENT: The official balls will be provided by the Judge. All players must wear non-
marking tennis shoes. The standard number of balls for a 16 person game (8 on a side), is eight.

THE GAME: The object of the game is to eliminate all opposing players by getting them OUT.

An OUT is scored by
i Hitting an opposing player with a thrown ball below the shoulders. NOTE: If a player
ducks and this clearly is the cause for the player being hit above the shoulders, the
player is out and the throw is considered legal.
1 Only the player who is hit by the ball can catch the ball once it hits their body. The
person getting hit is out regardless of whether or not another person catches the ball.
A player who gets hit by a deflected ball off
1 Catching a ball thrown by your opponent.

When a ball is deflected off another ball:

The player deflecting the ball is out when:
1 They get hit in the body (including above the shoulders) after the ball is deflected.
1 They attempt to catch the deflected ball but the ball used for deflection is hit out of
their hand.
1 They attempt to catch the deflected ball and drop the deflected ball.

The player throwing the ball is out when:
9 The person deflecting the ball catches the thrown ball.
1 The thrower is out if the deflector has both the deflected ball and the ball used for
deflection in their hands or they intentionally put down the ball used for deflection
and catch the deflected ball (determined by the Judge).

TIMING, TIME -OUTS & SUBSTITUTIONS: A 10-minute time limit has been established
for each game. Each team will be allowed one (1) 6@second time-out per game. Only the Event
Judge will start and stop the clock and will have the discretion to call a player out if there is a
controversy. During time -outs, teams may substitute players. Subs maybe players who did not
start the game.

BEGINNING THE GAME: Prior to the game beginning, 8 dodge ball balls are placed on the
center line. Players then take a position behind the end line. Following a signal by the official,
teams may approach the centerline to retrieve the balls. Once balls are retrieved from center
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line at the beginning rush the balls must be brought back to the respective end lines bebre they
are considered fAliveo.

DECLARING A WINNER: The first team to legally eliminate all opposing p layers will be the
winner. If neither team has been eliminated at the end of regulation, the team with the greater
number of remaining players will be the winner. In all overtime periods, the first team to legally
eliminate any one opponent will be the win ner.

OVERTIME: If an equal number of players remain after regulation play, a sudden-death
overtime period will be played. The overtime period will begin the same as the start of a regular
game with balls placed on center line and an opening rush. The fird team to eliminate any ONE
opposing player will be declared the winner. No time-outs allowed during overtime.
Substitutions may be made prior to start of overtime.

STALLING & 30 -SECOND VIOLATION: If one team possesses all of the balls they must

throwatl east two balls over the opposing teamds free
First violation: Stoppage of play and balls will be divided evenly and play continues with

players starting on the end line.
Second violation: Ejection of one (1) player from offending team.

NOTE: The stalling procedure does not apply to overtime periods.

OFFICIALS AND EVENT  JUDGE : All contests will be supervised by an EventJudge. Rules

wi || be enforced primarily by the fAhonor rsoystem. 0
a hit was legal or whether they were legally eliminated. The EventJudgeb s r esponsi bil ity
to rule on any situation in which teams cannot agree. A team may appeal to the EventJudge if

they feel a player has violated any rule. THE EVENTJUDGE®& DECISION IS FINAL.
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Addendum #4: 4 X 4 Basketball Rules

TEAM SIZE: Teams consists of four to a side. Teams can start with no fewer than three
players. There is no limit to the number of subs per team. Teams should wear matching jerseys.

GAME TIME: Time will be 15 minute running halves with each team allowed one (1), 30
second time out per half. Overtime is 2 minutes with no additional time outs. The clock will be
stopped the last 30 seconds of the first half and the last minute of the game according toregular
basketball rules. Half time break will be 3 minutes (a Winterfest staff member will blow a
whistle to designate the time limit). Switch sides after halftime. Each basket counts as one (1)
point. Please start games promptly. Do not warm up too long or your game time will be
shortened.

THE GAME: 4-on-4 Basketball is selfofficiated. No referees will be provided. Participants

shall act as their own officials. The general rules shall be that player fouled should call the foul,

not the person who fouled. Any person can make a call however, but it is up to the person who is

fouled to honor it. In the event of a close call or disagreement, the alternating possession rule

will apply. Please remember that you are playing for the enjoyment of the participation; it 6s no
fun when tempers flare! Therefore, proper attitudes must prevail.

1. Winterfest will supply a scorekeeper. If a team wants a running tally of who made the
baskets, they should supply someone to help with the scorekeeping.

2. Gamesarestartedbyaido or died shot from the top of the

3. Defense must be allowed to fichecko the ball bef
stopped.

4. Jump balls will result in alternating possession of the ball.

5. Ifagameshouldbet i ed at the time | imit, then a fisudden

team that scores next wins. Alternating possession still applies.

6. Substitutions may occur throughout the game ONLY after a made basket or a dead ball.

7. All protests must be settled at the time of the incident, and the same game should not
continue until the conflict is resolved. The Winterfest staff member may be consulted for
rules interpretation and judgment calls.

8. There will be no over and back calls.

9. 3-seconds in the key rule will not be formally enforced (Supervisor will not allow a team to
take advantage of this and camp under the basket). Penaltyturnover.

10. All out -of-bounds will be taken near the top of the key except after a basket.

11. Defense may check ball anytime- except after a basket.

12. Offense may call a foul if it occurs. Disputes will be settled as follows:

13. Fouls will not be recorded; however, flagrant fouls or continuous misconduct may result in
removal from game or league. No free throws except for intentional and/or flagr ant fouls as
determined by the supervisor. The fouled team will then have the clock stopped, shoot one
free-throw shot worth 1 point, and get the ball out -of-bounds. Player may be ejected from
the game by the supervisor.

14. Fouls by a defensive player againstan offensive player going in for a breakaway layup will
be an automatic one point (you must be even or better).
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Addendum #571 Ultimate Rules

Ultimate Players Association Rules 9th Edition with Clarifications
Incorporating 1991 and 1992 Amendments andChanges/ The Ultimate Players Association
No set of rules can replace player's respect for one another and for good spirit.

[. INTRODUCTION

Description
The object of the game is to score goals. The disc may only be moved by passing as the thrower is

not allowed to take any steps. Any time a pass is incomplete, intercepted, knockeddown, or
contacts an out-of-bounds area, a turnover occurs, resulting in an immediate change of
possession of the disc. A goal is scored when a player successfully passes thésd to a teammate
in the end zone which that team is attacking.

Captain's Clause

A game may be played under any variations of the rules agreed upon by the captains of the two
teams. In tournament play, such variations are subject to the approval of the tournament
director. Such things as length of game, dimensions of the field, and stalling count can easily be
altered to suit the level of play.

II. CLARIFYING STATEMENTS

1. Phrases:

1 To "put the disc into play" means that the thrower establishes a pivot foot and is
ready to throw.

1 "Where the disc stops" refers to the location where the disc is caught, comes to rest
naturally, or where it is stopped from rolling or sliding.

1 "Throw -off position" is the particular arrangement of positions (which end zone each
team is defending) and possession (which team is to throw-off) in effect before a
throw -off.

2. There are no scrimmage lines or offtsides (except on throw-offs) in Ultimate.

3. The disc may be passed in any direction.

4. A rolling or sliding disc may be stopped by any player, but it may not be purposefully
advanced in any direction. Possession is gained where the disc stops.

5. No defensive player may ever pick up the disc.

lll. FIELD OF PLAY

1. The playing field proper is the playing field excluding the end zones.

2. The goal lines are the lines which separate the playing field proper from the end
zones and are pat of the playing field proper.

3. The perimeter lines (sidelines and end lines) are not part of the playing fields.

4. The corners of the playing field proper and the end zones are marked by cones made
of a brightly colored, flexible material.

5. An additional restraining line is established five (5) meters away from the entire field
to ensure that the sidelines remain clear during play.

IV. EQUIPMENT

1. Any flying disc may be used as long as it is acceptable to both team captains
2. Individual players may wear any soft protective clothing as long as it does not
endanger the safety of any other player.
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3. Cleats which have anymetal exposed are not allowed.
4. Each player must wear auniform or other clothing that distinguishes that player
from the players on the other team.

V. LENGTH OF GAME

TIME
A. Each half lasts for twelve (12) minutes of stopped time.
B. Each overtime period lasts for five (5) minutes of stopped time.

POINTS
A. A goalis worth one (1) point.
B. A game to points lasts until one team scores eleven (11) goals with a margin of
victory of at least two (2) goals.

VI. TIME -OUTS

INJURY TIME -OUT

Injury time -out can be called by any member of the injured player's team. The timeout call is in
effect at the time of the injury. In other words, the call is retroactive to the time that the injury
occurred. If the disc is in the air during the time -out call, the play is completed.

A. The player who had possession of the disc when the injuy occurred puts the disc
into play. If that player leaves the field due to injury, the replacing player puts the
disc into play.

B. The disc is put into play at the location where the disc was when play was
stopped.

C. The play is resumed through the use of a tieck and all players must assume their
respective positions on the field when the time-out was called.

VIl. SUBSTITUTIONS

1. Substitutions can be made only:
A After a goal and before the ensuing accepted throwoff.
B Before the beginning of a period of play;
C Toreplace an injured player(s).

2. If ateam replaces an injured player(s), the opposing team has the option of
substituting a like number of, or fewer players.

3. Substitutions other than injury substitutions cannot be made during a time -out taken
during play.

VIII. STARTING AND RESTARTING PLAY

1. Before a game starts, each team designates one captain to represent that team in
disagreements and arbitration.
2. Start of periods of play:

A. Representatives of the two teams each flip a disc. The representtive of one team
calls "same" or "different" while the discs are in the air. The team winning the flip
has the choice of:

Receiving or throwing the initial throw -off; or
Selecting which goal they wish to defend initially.

B. The team losing the flip is given the remaining choice.

C. The second half begins with an automatic reversal of the initial throw -off position

3. Throw Off

A. Play starts at the beginning of each period of play and after each goal with a
throw -off.

B. Each time a goal is scored, the teams switch lhe direction of their attack and the
team which scored throws off.
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