How to Run a Finish Tent (or Blood, Sweat and Tears)
Notes for Finish Tent volunteers

· The following notes are designed to assist organisers of major orienteering events with respect to running a finish tent.  They incorporate extracts from the full Finish Tent Manual (2009 update) and do not cover SI technical issues.  They are specifically designed for briefing Finish Tent volunteers.

The first rule of finish tent operation is DON’T PANIC!
If you do have to breach the first rule then rule #2 must be applied: Don’t let anyone else know you are panicking!

Finish tent volunteers should present an aura of calm efficiency.  Minor problems should be kept hidden from competitors.  Major problems should only be referred to as “minor glitches”.  Competitors are not interested in operational problems and if they suspect things are not operating smoothly they may start to question the accuracy of results.

Volunteers should be friendly and courteous to competitors.  As the names of competitors are usually displayed on the computer screens as they download, it is good to be able to refer to them by name:

eg, “Thanks <competitor’s name>, your time was 99 minutes 50”

It is good to talk to competitors as they pass through the finish but only closed questions should be asked eg, “Did you have a good run?” or “Did you get very wet?”

Open ended questions should be avoided:  eg, “How did you find leg 4?”

This type of question is likely to open up too much discussion which needs to be avoided when a large number of competitors needs to be processed.

In addition to the SI and computer equipment, tables, chairs etc, you should have the following items available in the finish tent:

( Backup clock, synchronised to the start and computer clocks

( Towels to dry and protect electronic equipment in case of rain

( Basic first aid, eg tissues and water

( Stationery box including pens, highlighters, pencils, scissors, sticky tape, blu(tack®,  blank paper/notebook

( Duct tape and a basic toolkit

( Rubbish bag

( Lollies (see under Problems below)

First Aid

The finish tent team needs to include people to act as runners.  One of their tasks will be to take injured people to the First Aid tent.  (nb try to get their SI stick from them first so you can download for them).  Only very basic first aid items are needed in the finish tent, such as tissues or wipes to mop up blood.

Computers
Volunteers must ensure that no liquids come into contact with the computer equipment.  This includes rainwater, coffee, sweat, and blood!
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Staffing

The Finish Tent team needs the following minimum staffing at all times:

Finish tent team leader – sets up computers (or organises set up); recruits volunteers; ensures results are printed regularly; uses the third computer to make corrections (eg start times, missed punches etc).  This person must have previous experience with using SI in a finish situation.

Downloader – front line person responsible for ensuring competitors download correctly

Splits printer assistant – gives competitors their splits printouts.  Needs to know how to change paper rolls in the splits printer!  Also responsible for retrieving hired SI sticks from competitors on the final day of a carnival

Marshals (2) – out front, ensure that competitors punch the finish control, and direct them to the download table.  Be aware that some competitors can be quite disoriented when they finish

Map collectors (2) – out back, ensures that competitors hand in their maps until all competitors have started; then supervises map handout

Runner (1) – runs errands, escorts injured competitors to first aid etc

Results:  needs a separate team to print results and put them onto the results board.  The results printer often operates from a separate location, eg the caravan

Team members should be rotated, relieved and fed (!) during the event as appropriate.

Problems
The most common problems in the finish tent occur with the computer network and software.  Most problems are minor and can be rectified very quickly with minimal disruption to competitors.  Many problems at State Series events are a product of the enter-on-the-day nature of these events, and will therefore not arise in a major event where pre-entry is required, and data has been pre-loaded.

Competitor queries – unexpected missed punches, wrong courses, wrong start times, non-operational controls etc – refer the competitor to the problem area, where the finish team leader will determine the appropriate course of action

Software and hardware problems – if downloader experiences a software problem or shutdown that they are unable to fix immediately, they should calmly call for assistance and reassure competitors that their result will not be affected.  The team leader should determine the best course of action and if necessary send the runner to find an expert

Major problems, eg complete system shutdown – downloader will probably be first to notice.  They calmly ask the marshals to start compacting queues, to ensure finish controls are kept clear for incoming competitors.  While problem is being resolved, finish tent volunteers need to reassure competitors that their results will not be affected.  Initially, competitors will be asked to wait in line.  Experience has shown that following timelines apply-  

Zero to 3 minutes – supply water to any thirsty competitors waiting in line.  Reassure them that it is only a minor glitch and will be fixed soon.

4 to 7 minutes – thank competitors for their patience.  Advise that it will take a few minutes to sort out the problem and then they will be able to download and be on their way.  Have marshals start handing out lollies as well as water.  Handing out lollies goes a long way to maintaining goodwill!

8 minutes to 12 minutes – explain nature of delay and advise that experts will have things fixed as soon as possible.  Keep competitors and officials calm.  Offer to entertain crowd by singing songs!

13 to 18 minutes – invoke any emergency plans as crowd will likely start rioting after 18 minutes.

19 minutes plus - ??? Uncharted waters: a challenge to your people management skills!
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