Indoor Track Meet Set-up/Clean-up
All coaches: Each team in attendance should bring the following materials to help with the running of a track meet.

· Stopwatch

· Clipboard

· A tape measure (for the field events)

· (an extra box of 0.22 blanks would be a good idea, just in case)

Team in charge: The designated team in charge of the meet should also bring the following items:

· 0.22 caliber starters pistol

· Additional Clipboards (they are needed for Pole Vault, High Jump, Shot Put, (2) Meet Recorders

· Measuring Tape (2)
· Extra stopwatches
Meet Set-Up:  The following tasks need to be done to set the Armory up for a meet.

· Place the crowd barriers (poles on stands and ropes flags) on the finish line side of the track.

· Set-up high jump competition area

· Set-up pole vault competition area (only needed if school in attendance have vaulters)

· Set-up shot put competition area

· Get the circle and toe board from storage closet.  Using the “long pins” screw down the circle and toe board

· Place hurdles around the area to shot errant shots 

· Place mats in probable landing areas for the shots
· Place cones at the start/finish line, exchange zones, 300/500 finish line, and the break line

· Bring out the lap counter

Coaches Meeting:  Ask for volunteers for officials for the various events.   At minimum you need:

· Starter (1)
· Timers (2 for all events other than the dash and hurdles; you need 6 for these)

· Finish line overseer (to call places, especially in the short races)

· An official is needed to watch the break line for races started in lanes. (1)
· Clerk (1-2)

· Recorders (2)

· High Jump officials (2-3)

· Shot Put officials (3)

· Pole Vault officials (2)

· Score Keeper (1)

Meet Clean-Up: At the completion of the events, each field event competition area (hurdles, shot put, and high jump) must be broken down and items returned to where they came from.  Following the running of the final event, all track equipment (cones, etc) must be returned to the storage room.  Please place the items where they were found.  Make sure there is no equipment blocking the floor sweeper in th e storage room.  In addition, all teams are asked to clean-up their team area.  In addition, the team in charge is in charge of making sure all trash is picked up and that the bathrooms are clean.  Toilets flushed, paper towels and other trash must be thrown away, etc.  The bathrooms must be clean before you leave.  It is also a good idea to police the floor after all of the other teams have left.
Meet Officials:  Each school is expected to supply AT LEAST 2 coaches to work as meet officials for all league meets.
· Starter (1)

· Be sure to use a 0.22 caliber starter’s pistol.

· For races less than 800 meters, give three commands:

· “Runners to your mark” – runners approach the start line and once ready give the next command.

· “Set” – Athletes move to the set position and have to remain motionless until the gun is fired

· If you spot an athlete moving before you fire the gun, ask the runners to stand up and give the commands again.

· If a runner moves before you fire the gun (and you are in the process of firing the gun), fire the gun two or more times indicating a false start.  The athlete guilty of the false start is DQ’d from the race.

· BANG (fire the gun) 
· For races 800 meters or more, give two commands:

· “Runners to your mark” – when you give this command the runners step up to (but not on) the line and wait for the gun.

· BANG (fire the gun) 
· When a race is in its final lap, bring the next heat onto the track and get them ready for the next heat

· Timers (2 for all events other than the dash and hurdles; you need 6 for these)

· There should always be 2 timers for each race: A main timer and a backup

· It is a good idea to have a printer watch available, this can help speed up the meet.

· Timers should always report the times to the nearest tenth of a second (xx:xx.x)

· Hand times are always rounded up to the nearest tenth of a second, EXCEPT when the time on the watch reads xx:xx.X0; example, 56.70 would be reported as 56.7s and 56.71 would be reported as 56.8s.

· Finish line overseer (to call places, especially in the short races)

· Especially needed for the dash and hurdles.

· The finish line overseer reports the order of finish and breaks ties when needed.

· An official is needed to watch the break line for races started in lanes. (1)

· For races run with a stagger, this official watches to make sure no runner leaves their lane before the break line.
· Clerk (1-2)

· The clerk is responsible for seeding the races/forming the heats

· After all of the calls for the event have been made, you should begin to seed the heats
· Ask the kids to lineup by school with the “slowest” up front and the “fastest” in the back

· Once in lines, start assigning kids to heats and lanes.

· First kid School A, heat 1 lane 1; First Kid School B, heat 1 lane 2, etc.

· When you assign a kid to a heat and lane, move them to a new line organizing the kids by heats.

· For example,
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	C3
	D3
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	A2
	B2
	C2
	D2
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	D2
	C3
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	B1
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	D1
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· Do this until all athletes have been assigned into a heat and lane.
· Recorders (2)

· A boys recorder and girls recorder are usually designated.

· Record the athletes name and school at the end of a race

· Record the time for their performance.  Please when recording times, all hand times (from a stop watch) should be rounded up to the nearest tenth of a second.  Examples: 

· Runner A runs 6.92 in the 55m Dash, the time should be recorded as 7.0

· The only time you do not round up is if the watch reads 6.90, then it gets recorded as 6.9

· Please be sure to record times in all races to the nearest tenth of a second, even the distance races.

· High Jump officials (2-3)

· Points of emphasis:

· Make sure the athlete is jumping off of one foot; jumping off two feet is illegal and is considered a fouled attempt.
· When the height is changed, officials should measure from the middle of the crossbar to the floor with a tape measure or measuring device.

· There should be 2 fingers of space between the ends of the crossbar and the standard to prevent the standard from “holding” the crossbar in place.
· Breaking ties:

· There cannot be a tie for first place, please consult the NFHS Rulebook for how to conduct a tiebreaker.

· If two athletes end up clearing the same height, 

· The athlete with fewer missed at that height is awarded the tie breaker

· If the athletes are still tied, the athlete with fewer total misses is awarded the tiebreaker (a pass does not count as a miss).

· Shot Put officials (3)

· Make sure to set the mats out in the landing area to protect the floor of the Armory.

· Use the hurdles to section of the shot put competition area.

· Points of emphasis:
· Athletes may enter the circle from any direction; HOWEVER, after an attempt the athlete must exit out the back half of the shot put circle AFTER the official calls, “MARK.”

· Athletes make use a “putting motion” (pushing motion).  An athlete cannot use a throwing motion.

· The shot put must be moving forward to be considered a legal attempt.
· Pole Vault officials (2)

· Points of emphasis:
· If an athlete bails on a jump breaks the plane of the standards and crossbar, it is a missed attempt.

· If an athlete leaves the ground and comes down before the standards and crossbar, it is a missed attempt.

· Breaking ties:

· There cannot be a tie for first place, please consult the NFHS Rulebook for how to conduct a tiebreaker.

· If two athletes end up clearing the same height, 

· The athlete with fewer missed at that height is awarded the tie breaker

· If the athletes are still tied, the athlete with fewer total misses is awarded the tiebreaker (a pass does not count as a miss).

· Score Keeper (1)

· Use the championship-style scoring system for all meets.

· 1st – 10points; 2nd – 8 points; 3rd – 6 points; 4th – 4 points; 5th – 2 points; 6th – 1 point 

· In the event of a tie that cannot be broken, the shared points are divided among the tied athletes.

· If there is a three way tie for 3rd place in the 55m Dash, add up the points for the tied positions (6+4+2=12) and divide them evenly among the 3 tied athletes, 4 points each.

· In the running events, ties can only exist if the athletes have the same time and ARE NOT in the same heat.  Athletes in the same heat may have the same times, but cannot be tied (their finish place, breaks the tie)

