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Introduction

Welcome to the inaugural Vertical Rescue Challenge.

The Vertical Rescue Challenge has been conceived to fill a gap in Australian Vertical Rescue circles. Until now, there has been a lack of opportunities for Vertical Rescue Teams to observe other teams working. There has, in many cases, been a lack of "time pressure" maintained in training. Training often tends to focus on technical correctness at the expense of speed, where the real job sometimes creates real time pressures. The Challenge is to balance Time and Technical Correctness for the most efficient result. There have been opportunities for instructors and trainers to share information, but the opportunities for many operators and teams to do the same has been limited.

The Vertical Rescue Challenge has been designed to help fill those gaps.

We have borrowed ideas from South Africa's High Angle Rescue Challenge, and out of necessity, had to develop some of our own. We hope it makes an interesting blend. The influence of the South African Rescue Challenge is not accidental. Their formula and standards are world class. We aim to compete…

For this, the inaugural Vertical Rescue Challenge we wanted to keep the event "small", so that we can iron out the bugs of a first time event, and develop a quality formula for future Challenges. For this reason we have limited entry for this year only to Vertical Rescue Teams from New South Wales State Emergency Service and a handful of invited teams from outside services. We will, however, be involving people from other services and interstate in judging and symposiums. When we feel our formula is right, the Vertical Rescue Challenge will be opened up to all services to meet, compete and share information.

Our Mission

1. To provide a medium for Vertical Rescuers to meet, exchange and share knowledge, develop skills, and stimulate ingenuity which will culminate in a higher level of professionalism to the advantage of those we serve.

2. To accelerate the natural learning curve of our teams/units/services to meet the demands made by modern Vertical Rescue emergencies.

Our Aims are:

· To promote vertical rescue training

· To develop and maintain a safety first attitude in Vertical Rescuers

· To emphasize personal, scene and casualty safety

· To incorporate the technical/time trade off into training without sacrificing safety

· To develop and promote methods and protocols for quicker, safer vertical rescue response

· To encourage higher, more proficient levels of casualty care among Vertical Rescuers

· To foster the trial and testing of a wider range of Vertical Rescue Techniques

· To allow teams to observe other teams at work

· To allow teams and operators from diverse areas to meet and exchange knowledge and information

· To distribute the latest information via the proposed symposium sessions

· To stimulate ingenuity in terms of skills, practices, problem solving and equipment

· To challenge teams to improve the way they do vertical rescue

We are not here to find the best - we are here to improve.

Venues

Accommodation

Camping accommodation is available free of charge to participants in the Oberon Showground Hall for both the Friday and Saturday nights. Please note the venue is not secure so make your own arrangements for security of your belongings should you leave the venue. The event organizers cannot accept responsibility for loss or damage of your gear.

Entry to the Showground is via the gate off Ross Street.

Breakfast will be served at 7:00am Saturday morning and 6:15 am on Sunday.

Alternative accommodation is available through any of the hotels and motels in town at the team/individual's own expense:

Tourist Hotel


02 6336 1378


$10.00 per head

Royal Hotel


02 6336 1011


$20.00 per head

Highlands Motel

02 6336 1866


$80.00 twin share + GST

Motel Titania


02 6336 1377


$25.00 per head

Big Trout Motor Inn

02 6336 2100


$88.00 per room + $10.00 each

Jenolan Caravan Park
02 6336 0344


(in Oberon!) Ring for info.

Day 1 Skins Events and Workshop Sessions

The venue for Team Registration, the Skins Competition Events and Workshop sessions of the Symposium will be the Oberon State Emergency Service Headquarters and neighbouring sports fields at the corner of Albion Street and Lowes Mount Road.

Saturday Night Symposium Sessions

The Saturday night symposium sessions will either be at the Oberon Showground Hall or possibly the RSL Club Auditorium depending on final numbers and catering arrangements.

Day 2 Finals Events

The venue for the finals events is a quarry on private property at Duckmaloi, just east of Oberon. Teams, Judges and other participants will leave the Oberon Showground in convoy at 7:15am on Sunday morning.

Programme

Day 1 - Skins Events and Symposium

Time
Event
Time
Event

8:00
Team Registration
8:10
Judges Briefing



8:30
Equipment Scrutineering

9:15
Welcome to Vertical Rescue Challenge 2000



9:20
Teams Briefing



9:45
Break - Morning Tea



Skins Events

Time
Knot Tying
Donning Kit
Prusik
Wildcard Event 1
Wildcard Event 2
Wildcard Event 3

10:00
Oberon
Armidale
Bathurst
Queanbeyan
Wollongong
Coffs

10:20
Cooranbong
Deepwater
Hawkesbury
SASES
Kempsey
NSWFB

10:40
Coffs
Oberon
Armidale
Bathurst
Queanbeyan
Wollongong

11:00
NSWFB
Cooranbong
Deepwater
Hawkesbury
SASES
Kempsey

11:20
Wollongong
Coffs
Oberon
Armidale
Bathurst
Queanbeyan

11:40
Kempsey
NSWFB
Cooranbong
Deepwater
Hawkesbury
SASES

12:00
Lunch
Lunch
Lunch
Lunch
Lunch
Lunch

12:40
Queanbeyan
Wollongong
Coffs
Oberon
Armidale
Bathurst

13:00
SASES
Kempsey
NSWFB
Cooranbong
Deepwater
Hawkesbury

13:20
Bathurst
Queanbeyan
Wollongong
Coffs
Oberon
Armidale

13:40
Hawkesbury
SASES
Kempsey
NSWFB
Cooranbong
Deepwater

14:00
Armidale
Bathurst
Queanbeyan
Wollongong
Coffs
Oberon

14:20
Deepwater
Hawkesbury
SASES
Kempsey
NSWFB
Cooranbong

Time
Symposium  Sessions

14:40
Break - Afternoon Tea

15:00
Workshop Session 1

15:45
Workshop Session 2

16:30
Workshop Session 3

17:15
Results of Day 1 Competition

17:35
Break? Spare? Free Time?

18:00
Dinner

19:00
Seminar Presentation 1

19:40
Seminar Presentation 2

20:20
Seminar Presentation 3

21:00
Close of Day 1 Events

Day 2 - Finals

Time
Event

6:15
Breakfast

7:15
Depart for Finals Site

Time
Raise and Lower Evolution
Time
Rapid Evacuation Evolution

8:00
Team A





8:30
Team D

8:40
De-rig




Debrief
9:00
De-rig




Debrief

9:15
Team B





9:45
Team E

9:55
De-rig




Debrief
10:15
De-rig




Debrief

10:45
Team C





11:00
Team A

11:25
De-rig




Debrief
11:30
De-rig




Debrief

12:00
Lunch
12:00
Lunch

12:30
Team D
12:30
Team B



13:00
De-rig

13:10
De-rig

Debrief


Debrief



13:45
Team E
13:45
Team C



14:15
De-rig

14:25
De-rig

Debrief


Debrief



Time
Event

15:45
Presentations

16:15
Close of Events

Rules

1. Teams may consist of no more than 5 members for the open class (NSW SRB V3 units or interstate/interservice units operating twin rope protocols) and 7 members for NSW SRB V1 units. A maximum of 5 members of a V1 team may compete in the skins events.

2. All team members must be an operational member of the unit they represent.

3. All teams must contain at least two fully qualified vertical rescue operators. The remainder of the team must be "suitable to carry out the function of the operation" (as per SRB Policy).

4. All teams and members must be covered by their own unit's/service's insurance for the event.

5. An operator suspected of being under the influence of alcohol or drugs during the event will be disqualified from the event on the spot.

6. Teams must be punctual. Teams must present themselves to skins events 5 minutes before their scheduled time to start. Teams not ready to commence a skins event at the scheduled start time will forfeit that event. During the finals, teams must present themselves and their gear to the appropriate marshalling area 30 minutes prior to their scheduled start time. Failure to do so will result in a five-point penalty. Teams that are late for the scheduled start of their exercise will forfeit that event. Teams must register in person in full by 9:00am on Saturday or they will be considered a "no show".

7. Entry fees for teams are not refundable unless the event is cancelled.

8. All rescue equipment must meet New South Wales State Rescue Board Policy specifications (see below for a summary). Any equipment outside these specifications (e.g. lightweight personal mechanical advantage systems, "home made" gear, etc) must be presented during team registration on Saturday morning for scrutineering. If accepted, the item will be marked with a sticker. Use of an unapproved device/equipment not meeting the specifications will result in disqualification of the team from the event.

Equipment
Minimum Specification

Karabiners
MBL 2000 kgf along spine, 600kgf across the spine, Manufacturer's stamp

Descenders
MBL 2000 kgf, inline, variable friction, good heatsink, Manufacturer's stamp

Ascenders
MBL 2000 kgf (body strength), must not damage rope below 600 kgf, Manufacturer's stamp

Pulleys
MBL 2000 kgf, sheave diameter >4 x rope diameter, Manufacturer's stamp

Maillon Rapides
MBL 2000 kgf

Helmet
UIAA approved or equivalent, 3 or 4 point suspension

Prusik Loops
6mm static cord for personal use, 8mm static cord for rescue loads

Rope
Static Life Rescue Line meeting requirements of all appropriate Australian Standards (in summary: 11mm+ diameter, >3000kgf MBL)

Hardware
All metal fittings >2000kgf MBL

Harness
Of commercial manufacture and identifiable manufacturer

9. During the major evolutions (finals) Judges may call a "freeze" for real, perceived or imminent breaches of safety. When a "freeze" is called, ALL action must stop until the unsafe condition is rectified to the satisfaction of the judges. One additional minute will be added to the team's allowable time to correct the unsafe condition, for the first instance only. Subsequent "freezes" will not attract any time compensation. Failure to adequately address a judge's safety concerns or to follow directives given by a judge or official is grounds for disqualification of the team.

10. Teams are responsible for supplying all their own personal gear, rescue gear and ropes. For the finals evolutions, it is planned to make available a Larkin Rescue Frame and associated rigging for each evolution for those teams unable to bring their own. Any other edge management machines or requirements are the team's responsibility.

11. It is the responsibility of the team on completion of their finals scenario, to de-rig and clear the site as quickly and safely as possible to avoid hold ups to the competition schedule. Teams taking longer than 15 minutes to de-rig and clear the site will be penalized.

12. Teams are responsible for the security of their own gear. The event management cannot be held accountable for loss or damage of equipment or gear due to theft, careless handling or fire.

13. Teams will be held accountable for damage to event-supplied gear, rope or equipment as a result of carelessness or malicious act. Normal wear and tear is accepted.

14. The committee and event management reserve the right to use any information obtained during the Challenge or from participants or symposium sessions for educational purposes.

15. The event management reserves the right to change symposium session topics and venues as well as to limit numbers for entry to each session.

16. Substitutions may be granted by the committee or relevant officials in the event of a "no show" by any team previously scheduled to participate.

17. All exercise activities will halt immediately at the audible signal indicating the end of the allocated time. The event judge(s) can, however, order a team to complete a specific action in progress that may endanger the safety of any participant, judge or other personnel. The result of that action is, however, not eligible for evaluation.

18. In the interests of good order and the promotion of a professional appearance of all teams a code of conduct has been prepared. Disregard for the Code of Conduct by any participant or team can, at the discretion of the Chief Judge, lead to the disqualification of the respective team and/or the suspension of the team from the Challenge.

Code of Conduct

· Good discipline is requested of all participants during the Challenge and it's various activities.

· Participants are required to wear uniform in the appropriate manner at all times unless when preparing for or busy with an exercise. Neat casual wear is welcome as an alternative to uniform outside the exercise events.

· As required by common good manners participants are kindly requested to use language with discretion whilst in public and in uniform.

· Fair play and good sportsmanship is respected and valued. It is expected from all participants and their teams during their exercises and as spectators.

· All participants are requested to respect the equipment of other teams, the equipment supplied by event management, the facilities provided at the Challenge venues and accommodation facilities.

· Participants under the influence of alcohol or any other substance during the symposium sessions, any of the Challenge events or on the premises will be expelled and barred from further entry. Further, no alcohol will be allowed to be brought into the Challenge area.

· Any participant making a public nuisance of themselves will be expelled and barred from further entry.

· Participants are not to canvass any judge(s) or official(s).

· All participants are to follow the instructions of all event officials with particular reference to the judges.

· Team Leaders/Captains will be held accountable for the conduct of their respective teams.

19. Decisions of the Judges and Chief Judge are final. Approaching any event official, sponsor, or official of outside organization or parent service on a point of dissatisfaction can lead to disqualification.

20. Judges have the authority to intervene and control any aspect of the operations when, in his/her judgement, a potential or existing danger or unsafe condition exists or will be caused to exist.

21. Judges have the authority to suspend any exercise when, in the judge's opinion, his/her commands (or those of another judge) have been blatantly ignored or misrepresented.

Tips for Teams

As you are all first timers to our event, we offer the following tips to help you enjoy your Challenge (and hopefully make life easier on the organizers, officials and judges as well!).

· Firstly, read this manual. It has been produced so that you know what to expect (within reason). Study the rules especially with respect to safety and equipment. Check on who provides what equipment so you know what you need to provide/bring. Check your equipment is up to spec., in good condition (as new is OK, worn is excellent… worn out is not) and that you have the necessary rope/equipment logs up to date.

· The Challenge is not a race. Just like a real life rescue, there is time pressure, but the team that finishes first (and maybe kills their casualty in the process!) doesn't automatically win. Neither will the laid back crew who takes enormous pride in building the perfect, technically correct system, while their casualty suffers and relentlessly deteriorates. The teams that will succeed will be the teams who are well trained, practiced, drilled, prepared, competent and maintain a good perspective on what they are trying to achieve.

· Don't assume that your rescue scenario has to be, or indeed can be, done in the time allowed. Unless your judges brief you along the lines of "your casualty has X, Y and Z injuries and will die in the next Q minutes" it is safe to assume your casualty will simply be suffering even more at the end of your scenario.

· Take note of the judging criteria - it is provided so you know what the judges are looking for.

· Be fair dinkum. At a lot of competitions teams are under the illusion that they have an audience and a stage so naturally they have to be actors. You do not need to go to great pains to role-play to impress the judges. To our knowledge our judges are not idiots. Be clear, definite and deliberate about what you say and do, but be yourself.

· Impress the casualty - not the judges. No matter whether you are on a real job, training or in a competition, you are working for the casualty! You do what is best for the casualty given the situations you are presented with. Do not change what you would do for the casualty in order just to impress the judges. The judges have plenty of experience in vertical rescue and can compare your actions to their own call in a similar situation and will judge accordingly. So do what you do on the job.

· Technical manuals, books, videos, etc are intended as guidelines - in fact "rules for fools - a guide for the wise". Don't copy textbook techniques blindly thinking this is what the judges are looking for. They aren't. They are looking for rescuers who can think and solve problems.

· Elegance is the key. Elegance is achievement divided by complexity. So to be elegant, you achieve a lot with something simple. Don't waste time on elaborate anchor systems, or other technical niceties. Do what you have to do, simply, quickly and safely and get outta there!

· Always think casualty first. After that, all other issues fall into place.

· Dummies are to be used for your casualties. They are perhaps somewhat less noisy and more cooperative than a real life garden-variety casualty, but a casualty none the less. Treat them as you would any other casualty. Don't manipulate C-spines, airways, broken limbs, etc if you wouldn't be prepared to do the same on a living, bleeding, sometimes responsive, possibly-sue-your-#$%^-off type casualty. If we can solve some logistical problems we intend to have live casualties to handle and package up to the point of making a lift - at which time a packaged dummy will be substituted.

· Team Leaders are under a little pressure in the Challenge. We have deliberately made the team size 1 member less than recommended. This not only keeps us consistent with international competitions, but it adds that extra bit of pressure to test the team and the team leader. There will be times when the Team Leader will NOT be able to keep hands off. But just because the team leader has to get involved, is no reason to abdicate. The team leader will need to show some cunning about what he/she gets involved with so that they can still be an effective leader!

· Don't sell your soul to one solution. If it becomes apparent your initial attack is developing slimmer and slimmer chances of success don't be afraid to change tack. Develop a plan A, B and if necessary C, and recognize those critical points in your operation where you may need to change plans.

· It is OK for team members to talk to each other, and it's extremely OK to talk to the casualty! For inter-team communications prowords and standard calls are excellent value - again, they are elegant - they achieve more with less. But don't kill the concept of prowords by overdoing it. For example, if the haul system is chock-a-block and needs to be reset, don't call "Chock-a-block, Reset!". A simple "reset" will do.

· Get through the motions of scene assessment and decisions on strategy, tactics and safety issues as soon as possible. Remember the objective -the suffering, bleeding, dying, screaming casualty that requires your attention NOW!

· Get used to doing parallel activities. Get the team doing more than one thing at once particularly when rigging. Use the brains of all the team members, don't just use the one brain to drive 5 pairs of hands.

· Be prepared to have to make decisions about weak and strong anchors. Don't be afraid to use rope if necessary to extend a strong anchor to where you need it.

· Rigging anchors is one of the truly great time wasters in vertical rescue. Technical perfection is not what we are after. We want safe and we want fast. That usually means we want simple (once again we are back to elegance!). From the start of a scenario (or arrival on the scene of a real job) the aim should be to have a rescuer over the edge and on the way to the casualty in less than 5 minutes. Practice and develop it. No one will argue with elaborate anchor systems if you only have a pine cone and a guinea pig to anchor to… but when surrounded by bombproof anchors… let's get real…

· Train for time efficiency. Use minimal equipment and personnel to do tasks. Train as a team as often as possible, and do as many different scenarios as your devious minds can collectively conjure.

· Communicate. Make sure every team member knows what is expected of him or her and what is going on. Don't assume.

· Don't over specialize. OK, you may have some people in your team who do some things well - by all means take advantage of that. But make sure more than one person can do each role in the team for the finals, and EVERYBODY in the team can do what is required for the skins events.

· Know your systems and practice them under the most adverse conditions you can think of. It makes a real job so much easier if your training is harder.

· Learn to assess, stabilize and package your casualty while you are both suspended.

· Look hard at how you store, package, transport, and rig your equipment on the job. Are there ways to minimize your rigging time on the job? There is no eleventh commandment saying "Thou shalt not pre-rig." Be critical - if it doesn't save you set up time in the majority of your jobs, don't do it!

· Everything you do must be safe. If it is not safe, it isn't in the casualty's best interests, nor your own!

· Be prepared to change your systems to suit the conditions. A lack of brawn for the haul team might mean a change in MA is required. A lack of space may limit your haul team to one person…

· Practice!!! We have gone to great lengths to describe the skins events and give you an idea of the finals so that you can practice. The skins events are all small specific tasks which will help you to be more proficient, more professional vertical rescuers. So practice them, and show us what the hell you can do! Inquiring minds want to see…!!!

A word about the spirit of the event:

The Challenge is not just a competition. If you come to the Challenge taking it so seriously that a) you have to "win"; b) you have to "cheat"; or c) you are paranoid that someone might copy what you do - then you have already lost! Yes, at the end of the event there will be a team deemed as "the winners". They will have won the competition part of the Challenge. They will be the best team at handling the evolution scenarios and the associated circumstances presented on the day, and unfortunately, we feel they will have difficulty retiring on their winnings! There will hopefully be a hell of a lot more real winners:

· Those who learned something: whether it be from judges comments, mistakes, watching, talking or listening to others; and

· Those who were able to show others something: whether it is an innovation of their own, or simply an inspiring demonstration of teamwork and preparation.

The Challenge is to not only compete, but also to cooperate, share and learn.
If you've learnt or taught, you've won!

Skins Elimination Competition

Introduction

As a method of controlling the number of teams in the competition finals, a “skins” type elimination competition will be conducted. The skins elimination competition will be held on day one of the competition. The skins events are all very short in duration, and very specific in scope to provide a snap shot of the team’s abilities. The number of skins events, the timing between events, and to some extent the available time for each event will be determined from the number of teams competing. The time limits listed below are indicative only. Final time limits, timing of rounds and the number and final nature of the skins events will be notified to teams on the day. We anticipate the timing of rounds to be at least 15 minutes per round, preferably 20 minutes per round to allow for judging, travel between stands, etc.

Some events are for individuals from the team only. The method of selecting the individual will be announced on the day of the competition. Possible methods of selection are:

· Team selects the individual themselves

· Judge selects the individual

· Individual is selected at random (or by some other pseudo random method)

Scoring in general will have 2 components:

1. A Quality Score assigned subjectively by a judge, unless a more objective method of scoring is chosen.

2. A time score (see below). (Note that some events do not have a time score e.g. Rope Throw).

The top scoring 4 or 5 teams will progress through to the finals on day two of the competition. If the total number of teams competing is 6 or 7, only 4 teams will make up the finals. If more than 7 teams are competing, 5 will progress to the finals. If 5 or less teams are competing, all will progress to the finals.

The judge’s decisions are final. Their feedback to you is for your benefit. A judge's score is in most cases subjective and intended to rank teams in order of skill and/or capability. Judges may, at their discretion, revise scores during the team debrief if additional relevant information comes to light about decisions/assumptions made by the team. However, undue pressure applied to a judge to revise a score may incur a penalty for the team. Disputes may be referred to the Chief Judge for adjudication.

The range of possible skins events will not be limited to the events listed below. Neither are the organizers bound to include all the events on the list.

For VRC2k, Vertical Rescue Challenge 2000, only six skins events will be chosen from the list of possible events below.

Time Scoring

The method of time scoring used in the skins competition will be as follows. Times will be recorded on the score sheets by the judge(s). At the end of the competition, points will be allocated to teams from slowest to quickest, at the rate of 2 points per position. E.g. Where no team exceeds the time limit for the event: slowest gets 0 points, second slowest gets 2 points, third slowest gets 4 points, etc. Where a team or teams exceed the time limit, all teams exceeding the time limit will receive 0 points, while the teams inside the time limit will receive 2 x (the number of slower teams) points (i.e. if 8 teams are slower than team A, team A will receive 16 points).

Obviously, no time scores can be assigned to teams until all teams have finished competing for the day.

Draws

Where two teams draw on the same score, the team with the highest “quality” score will be deemed the winner. If still equal, the decision will be made on a count back of events based on overall scores, then on quality scores.

​​​​​​​​​​​​​​​​​​​

Knot Tying (Team Event)
Aim:
To promote/demonstrate knot tying proficiency, speed and accuracy.

Scoring is in 2 parts: quality and time.

Time limit: 3 minutes.

Each member of the team is given a length of rope, in which to tie all the knots specified. Each knot must be left tied in the rope. The slowest member of the team determines the time for the team. At the completion of the tying, the judge(s) score the team on the quality of their knots.

Knots to be tied:

Figure eight loop around an object

Figure eight on the bight

Alpine Butterfly

Double Fisherman's Knot

Maximum score per person per knot: 5

Minimum score per person per knot: 0

Maximum quality score = 5 (team members) x 5 points x 4 knots = 100 points.

Judges to start with 5 points per knot, and subtract one point per “defect”. E.g. -1 point if knot is not tight, -1 point for each crossover or instance of poor dressing, -1 point if insufficient tail, etc. If the wrong knot is tied, or the knot is simply not correct or incomplete, the knot scores 0.

​​​​​​​​​​​​​​​​​​​

Rope Throw (Individual Event)
Aim:
To promote/demonstrate rope throwing, handling and deploying skills.

The object is to throw a rope the maximum distance on flat ground but retaining one end. (Simulating dispatch of a rope for access of some kind). A 50m rope and optional rope bag will be provided. The rope may be deployed by any means chosen by the competitor: bagged, coiled, flaked, heaving knot, etc. provided the motive power propelling the rope is provided directly by the rescuer (no line-throwers, bows, slingshots, etc). Only 1 throw per competitor is permitted. Only one competitor per team is permitted.

Scoring will be on distance and accuracy.

Scoring will be 2 points per whole metre of distance. The target area will be a strip 1 metre wide. Points will be deducted if any part of the rope is outside that strip: one point if outside the strip, and 2 points per whole metre outside the strip. If the rope touches a measurement line, or if there is any doubt as to whether the rope touches the line, the rope is deemed to touch/cross the line. Crossing the throw line (simulating an edge), or losing control of the retained rope end, is a foul and results in a score of 0! Failure to make a throw within 5 minutes of scheduled start time constitutes a foul.

Maximum score = 100 points.

Minimum score = 0 points.

​​​​​​​​​​​​​​​​​​​

Donning Kit (Team Event)
Aim:
To promote/demonstrate forward planning, preparedness, and proficiency, recognizing the urgency of response to vertical rescue situations.

Scoring will be in 2 components: quality and time.

Time Limit: 5 minutes.

Team event. Team presents themselves with VM kits in packs. The aim is to don the kit ASAP ready for initial access. Time is determined by the slowest member of the team. Judges will perform a gear check on each member of the team, and score him or her on their readiness.

Teams will be scored on:

Equipment (adequacy, kit complete for all situations?, quality, appropriateness, etc)

Donning/Rigging errors (buckles, krabs, etc)

Preparedness (nothing forgotten/overlooked, rig looks “sorted”, etc)

Confidence and competence

Safety

Maximum Quality Score = 5 points x 5 Criteria x 5 team members = 125 points.

​​​​​​​​​​​​​​​​​​​

Stretcher Load and Carry (Team Event)
Aim:
To promote/demonstrate casualty and stretcher handling skills and teamwork.

Scoring is in 2 components: quality and time.

Time Limit: 7 minutes.

Team is presented with a basket stretcher, lashing, and blanket. Team is timed while loading and lashing one member into the stretcher and carrying/passing across an obstacle/distance. The casualty may not assist the team - penalties will be imposed if this occurs. After completing the timed section of the event, the stretcher and casualty will be rotated 360 degrees end for end to prove the security of the lashing/casualty packaging. No injuries will be assumed imposed on the casualty for the event.

Team is judged on:

Casualty communications

Casualty Protection

Stretcher handling

Teamwork

Casualty packaging

Knots and lashing

Safety

Maximum Quality Score = 10 points x 7 Criteria = 70 points.
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Open Prusik (Individual Event)
Aim:
To promote/demonstrate physical fitness and Vertical Mobility skills.

Scoring is in 2 components: quality and time.

Time limit: 5 minutes.

Timed prusik over a predetermined height. Time to commence after gear check. Event may include any or all of a knot pass, changeover or edge negotiation. Mechanical ascenders or prusik loops may be used.

The individual will also be judged on the following criteria:

Style/Smoothness

Efficiency

Safety

Confidence/Proficiency

Technique

Maximum quality score = 5 Criteria x 10 points = 50 points.
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Prusik on Loops (Individual Event)
Aim:
To promote/demonstrate physical fitness and Vertical Mobility skills.

Scoring is in 2 components: quality and time.

Time limit: 5 minutes.

Timed prusik over a predetermined height. Time to commence after gear check. Event may include any or all of a knot pass, changeover or edge negotiation. Prusik loops only may be used - no mechanical ascenders. Etriers or other software devices are permitted provided the method of attachment to the rope is via a knot.

The individual will also be judged on the following criteria:

Style/Smoothness

Efficiency

Safety

Confidence/Proficiency

Technique

Maximum quality score = 5 Criteria x 10 points = 50 points.
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Rigging a Reversible Safety (Individual Event)
Aim:
To promote equipment familiarity and rigging skills.

Scoring is in 2 components: quality and time.

Time limit: 5 minutes.

One member of the team only must rig a reversible safety from its component parts (supplied). A load line will be provided (already rigged), and there will be a selection of anchors for use. All equipment will be laid out as separate components - NO PRE-RIGGING IS PERMITTED.
The equipment provided will be:

2 karabiners

1 descender

1 ascender

1 rope

1 shock cord

tape/slings

The individual will also be judged on:

Safety

Knots

Efficiency/Optimization

Equipment familiarity/proficiency

Maximum quality score = 4 criteria x 10 points = 40 points

Naked Larkin Frame (Pairs Event)
Aim:
To promote equipment familiarity with the Larkin Frame, development of pre-assembly protocols and reduced erection time.

Scoring is in 2 components: quality and time.

Time Limit: 5  minutes.

Two team members are presented with a Larkin Frame packed in the Larkin Frame Bag. The two team member are permitted 5 minutes before the event starts to pre-assemble and arrange components in the Larkin Frame bag, however, all components must be fully enclosed (hidden from view) within the bag  (with the exception of the long tension members which must be in their exterior pockets) prior to the start of the event. Time is complete when the pair get the Larkin Frame to the point of being ready to rig ropes, with soft feet on, and the pair declare they are finished!
The pair will be judged on:

Safety

Method of erection

Equipment Familiarity

Team work

Care of Equipment

Preassembly and Packaging

Maximum quality score = 6 criteria x 10 points = 60 points.

Rope Bagging (Pairs Event)
Aim:
To promote rope handling and bagging skills.

Scoring is in two parts: quality and time.

Time limit:
5 minutes.

The pair is presented with a rope up to 50 metres in length and a bag. They must bag the rope ready for storage and deployment (to feed automatically out of the bag). The rope will be deployed to check the effectiveness of the process used to bag the rope - the rope must feed freely from the bag without knots, kinks or “birdnests”.

The pair will be judged on the following:

Safety

Teamwork

Security and Protection

Deployment Effectiveness

Inspection and checks

Maximum quality score = 5 criteria x 10 points = 50 points
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Improvised Harnesses (Team, Pairs or Individual Event)
Aim:
To promote familiarity and training with the use of improvised harnesses.

Scoring will be in two parts: quality and time.

Time Limit:
5 minutes.

The team, pair or individual is presented with sufficient tapes and karabiners for improvised chest and/or sit harnesses.

Team members, and individuals, must place improvised harnesses on themselves. If a team event, members of the team may assist slower members once their own harness(es) are complete.

The time for the team event will be taken from the slowest member of the team.

For the pairs event, one member of the team must place the improvised harness(es) on one other member of the team. The person being fitted with the harness(es) may assist.

The team (or individual) will be judged on:

Safety

Knots

Fit

Equipment Familiarity

Maximum quality score (Team) = 4 criteria x 5 points x 5 members = 100 points

Maximum quality score (Pairs & Individual) = 4 criteria x 10 points = 40 points

Limited Equipment MA (individual event)
Aim:
To promote familiarity and understanding of MA systems.

Scoring will be in 2 components: quality and time.

Time Limit:
5 minutes.

The individual is presented with minimal equipment, in component form, to rig a specified mechanical advantage haul system. The individual must rig the haul system specified using only the available equipment. Extreme MA’s not used in rescue (e.g. 30:1) are not beyond the scope of this event. An anchor and dummy load will be provided. The team may not assist the individual in any way.

The individual will also be judged on the following criteria:

Safety

Knots

Apparent Understanding of MA systems

Equipment Familiarity

Maximum quality score = 4 criteria x 10 points = 40 points.

Power Haul (Individual Event)
Aim:
To promote physical fitness and the application of haul system MA’s.

Scoring will be in 2 components: quality and distance.

Time Limit:
5 minutes.

The individual is presented with a standard load rigged to a load line, a suitable anchor, and a selection of equipment to build a bolt on MA. In the time available the individual must select an appropriate MA, build the haul system and haul the load as far as possible.

The standard load will be of the order of 80 kgs ( +/- 20 kgs) and will be simulated using one or more descenders through which the load line will be hauled.

Distance will be scored at the rate of 2 points per whole metre hauled.

Maximum distance score 50m x 2 points/m
= 100 points.

The individual will also be scored on the following criteria:

Safety

Knots

Style

Equipment familiarity

Efficiency

Maximum quality score = 5 criteria x 10 points = 50 points.

Weak Link (Team or Individual Event)
Aim:
To promote skills at analyzing systems and finding the weakest link.

Scoring will be in 2 components: quality and time.

The team or individual will be presented with a system or part of a system already rigged, drawn or photographed. The team or individual is to analyze the system to find the weakest link. They should explain their process/reasoning along the way to fellow team members and the judge.

For the individual event, the team may not assist in anyway. No score for teamwork will apply to the individual event.

The team or individual will be scored on the following criteria:

Safety

Equipment Knowledge and familiarity

Method of Analysis

The weak link and it's failure mode (how the weak link will fail).

Teamwork

Maximum quality score (Team) = 5 criteria x 10 points = 50 points

Maximum quality score (individual) = 4 criteria x 10 points = 40 points

Symposium

The symposium sessions will be a blend of lecture style presentations and hands on workshops.

Wherever possible, the symposium will be organized such that all participants can attend all the symposium sessions, however, logistics may dictate that either workshop groups be limited in numbers, or that some sessions may need to run in parallel (at the same time) due to time pressures.

In the event that some sessions have to run in parallel and there is no opportunity to swap sessions later, we suggest teams organize to split for those sessions so the team may be represented at all sessions to maximize their value for the team/unit.

As far as is practical, the aim is to provide participants with the latest developments or information, or to cover topics of particular relevance to teams/units. Topics for inclusion may be as the result of suggestions by teams, however, the event management reserves the right to choose, and to change, symposium topics.

Finals Competition

The finals competition is based around simulated rescue scenarios. Teams will be briefed on the actual scenarios for each evolution on the day.

The Raise and Lower Evolution will be a maximum of 40 minutes duration. The Raise and Lower Evolution will be a vertical rescue scenario where a casualty(ies) are to be accessed, packaged and transported to the indicated level over some height difference. Teams are able to utilize the full range of approved equipment and materials to effect the rescue.

Teams may present themselves to the Raise and Lower Evolution wearing their personal (vertical mobility) gear - ready to go. I.e. Teams may be kitted up in their personal gear in their own time.

The Rapid Evacuation Evolution will be a maximum of 30 minutes duration. The Rapid Evacuation Evolution simulates operational situations where the casualty finds themselves in severe life threatening conditions requiring immediate extrication and transport from their predicament. The full range of approved equipment is available to teams.

Teams must, however, present themselves to the Rapid Evacuation Evolution with all gear including their personal vertical mobility gear in packs! I.e. The time to don personal vertical mobility gear is included in the evolution!

Judging

Judging will be by a team of 3 judges for each evolution. The same team of judges will judge all the teams in each evolution to ensure consistency. Each judge will complete a score sheet rating the teams performance out of 10 for each criteria (listed below). Each judge will complete the whole score sheet. The score for the team for each evolution will be the total of the scores from the 3 judges. The total score for the competition will be the sum of the scores from both evolutions.

Where a judge feels that he/she has a relationship with a team, the judge is obliged to excuse himself/herself from that team's exercise in order to eliminate any form of perceived bias. A replacement judge may be substituted for that team, being either the Chief Judge or an impartial (but appropriately qualified) observer (if available), or the scores of the two remaining judges will be pro-rated to compensate for the omission of the third judge.

The Chief Judge will randomly sit in on judges' deliberation sessions and team debriefings, and randomly compare Judge's point allocations to ensure a fair and unbiased competition.

Please Note

1. The decisions and evaluations of the judges are final.

2. Team's scores will not be made public in any way.

Judging Criteria

Both Finals Evolutions will be judged on the same criteria:

· Size-Up

· Size-Up

· Command and Control

· Plan of Attack

· Teamwork

· Safety

· Safety Systems

· Edge Operations

· Personnel Protection

· Casualty Protection

· General Technique

· Anchoring Systems

· Equipment Proficiency

· Access

· Raise and Lower Systems

· Options Exercised

· Innovation

· Casualty Care

· Immobilization

· Removal

· Rescuer-Casualty Communications

· Speed

· Speed v End Result

A number of casualty profiles will be provided. Each team will draw a casualty profile at random. For safety reasons dummies will be used for rescue casualties. Information about the casualty's injuries will be found on a clearly identifiable label attached around the casualty's neck with string.

The following possible injuries or conditions may be presented:

· Fractures and suspected fractures

· Respiratory Distress

· Suspected cervical spine injuries.

The following conditions will NOT be presented:

· Cuts, bruises or abrasions

· Internal injuries

· Medical emergencies (e.g. asthma, angina, MI, etc)

In general:

· All victims are to be considered alive - no DOA's.

· All victim's conditions will stay the same as when found.

· No victim will deteriorate during the exercise.

· No more than one victim per exercise.

· No entrapment problems will be presented.

Future Events

Other evolutions for future Challenges under consideration (pending access to suitable sites) include:

· Tower Evolution

· Raise and Lower Limited Equipment Evolution

· Single Rescuer Evolution

· Tyrolean Evolution

· Big Wall Evolution

· Confined Space Evolution

· Canyon Evolution

· Cave Evolution

· Wilderness Evolution

· Night Operations Evolution

· Industrial / Structural Evolution
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