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Appendix l - Special Event Details
A. Tug of War
Application Notice

· This is a single elimination tournament among Wings and all Wings are encouraged to participate. 

· Each team should consist of 12 members and two reserves, while members must come from at least two SQN;

· Each team should consist of at least 2 adult members, and 4 at most, cadet’s parents could be invited to become team member as well;
· Each cadet, parents and officer can only join the team of their own wing. The numbers of non-HKACC members and adult members should not exceed 6. For example, 2 parents+6 cadets+4 adult members.
· Each wing could form at most 2 teams; there will be Open Group Tournament and Mixed Group Tournament. In the Mixed Group tournament, the team must consist at least 4 male or female participants. For example, 8 Female+4 Male or 8 Male+4 Female.
· The arrangements are subject to change according to the actual situation without prior notice. Decision of AM2014 committee shall be final.

Rules

· Any team which fail to report on time on the Event Day will be disqualified.
· Participants should wear appropriate sportswear, spike shoes are prohibited. 
· Participants are allowed to quit during the competition when they feel unwell.
· Members could not be changed during the competition.
· If an injury occurs, the team is allowed to continue with 11 pullers. A team is not allowed to continue a competition with less than 11 pullers.

· Each team can consist of maximum 2 reserves.

· The total weight of the 12 pullers (excluding the reserves) must not exceed 900 kg.

· Wearing gloves are not allowed

· Magnesium powder is not allowed.

Remarks
· Competition will be in elimination mode and battle list will be decided by drawing lots.

Pullers have to register before the start of the competition in the order of number.


Competition Venue and Equipment

1. The competition venue is called “Pulling Area”. It must be a flat surface. The center line is in red color and the other lines are in white, with the width of 5cm.
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2. The rope has 3 marks. The center mark is in red color, which needs to place vertically the same as the center line when the competition began. The two side markers are in blue color and should be marked 2 meters apart from the center mark.
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Commencement of the Game

1. When gripping the rope, the anchor must be ready at the side line of the pulling area.

2. Pullers can be at the left-hand-side or right-hand-side of the rope.

3. At the commencement of each pull, the first puller shall grip the rope as close to the outer side of the blue mark as possible.
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Definition of Winning and Losing the Game
1. A pull is won when one of the side markers on the rope is pulled beyond the center line marked on ground.
· Game started
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(Center line)
· Game settled.
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2. When the time is up and that neither a team win the game, the chief judge will declare victory to the team where the center line marks are closer to.
3. The finish of a pull shall be signaled by the judge blowing a whistle and pointing in the direction of the team winning the pull or in the case of a “No pull” crossing his arms and pointing to the center mark.
4. A draw is declared by:
a) Infringement of rules twice by both two teams

List of Common Infringements in Competition

1. Sitting: deliberately sitting on the ground, or failure to return immediately to the pulling position after slipping

2. Leaning: touching the ground with any part of the body other than the feet

3. Locking: any hold which prevents the free movement of the rope.

4. Position: sitting on a foot or a limb or the feet not extended forward of the knee.

5. No competitor shall grip the rope within the length bounded by the blue marks.

6. No knots or loops shall be made in the rope, nor shall it be locked across any part of the body of any member of the team.

7. At the start of a pull, the rope shall be taut with the center rope marking over the center line marking on the ground.

8. With the exception of the Anchor, every pulling member shall hold the rope with both bare hands by the ordinary grip, i.e. the palms of both hands facing up, and the rope shall pass between the body and the upper part of the arm.

9. Any other hold, which prevents the free movement of the rope, is a Lock and is an infringement of the Rules.

10. The feet must be extended forward of the knees and team members should be in a pulling position at all times.

Disqualification

A team will be disqualified when

1. The team does not obey the instruction by the committee,

2. The team infringe the rules or

3. The team performs unsporting behaviors or any act that blemishes the reputation of Tug of War.

Common Signals used by judge

1. Commands:

	 SHAPE  \* MERGEFORMAT 
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	隊伍準備
TEAM ARE YOU READY
	握繩
PICK UP THE ROPE
	拉緊
TAKE THE STRAIN
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	繩向中間
ROPE TO CENTER
	預備
STEADY
	開始
PULL
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	顯示勝利者
INDICATING WINNER
	交換場區
CHANGE ENDS
	停止
NO PULL
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	第一次警告
FIRST CAUTION
	第二次警告
SECOND CAUTION
	


2. Infringements of Rules:
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	坐地
SITTING
	觸地
LEANING
	鎖繩
LOCKING
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	握繩
GRIP
	抽繩
PROPPING
	腳姿
POSITION
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	爬繩
CLIMBING
	划繩
ROWING
	後位
ANCHOR
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	訓練員
TRAINER
	腳洞（室外）
FOOTHOLDS
	越線（室內）
SIDESTEP


Single Elimination Promotion table
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B. 100m Balloon Race
Application Notice

· This is a single elimination tournament among Wings and all Wings are encouraged to participate. 
· Each team should consist of 8 members and two reserves, while members must come from at least two SQN.
· Each team should consist of at least 2 adult members, and 4 at most.
· Each cadet and officer can only join the team of their own wing.
· Each wing could formed maximum of 2 teams.
· The arrangements are subject to change according to the actual situation without prior notice. Decision of AM2014 committee shall be final.
Rules

· Any team which fail to report on time on the Event Day will be disqualified.
· Participants should wear appropriate sportswear, spike shoes are prohibited ;

· Participants are allowed to quit during the competition when they feel unwell

· Members could not be changed during the competition.
· If an injury occurs, the team is allowed to continue with 7 members. A team is not allowed to continue a competition with less than 7 members.

How to play
1. 1 balloon will be given to each team. One of the members should blow it to the required size and then pour the assigned beans into it.

2. 8 members need to sit on the track and form a straight line, facing the starting point. Then, they should turn around and face the end point in order to pass the balloon with their feet one by one. And the first member should go to sit behind the last one after he/she finished the first transferring. It should be continue until the 100m are finished.

3. There are 2 safety lines at 50m and 70m. If the balloon fall due to fail of transferring before 50m, pick up the balloon and restart from the starting point; if the balloon fall between 50-70m, pick up the balloon and restart from the 50m line; if the balloon fall after 70m, pick up the balloon and restart from the 70m line.

List of Common Infringements in Competition

1. Members must not use their hand to touch the balloons when they are transferring the balloons.

Disqualification

A team will be disqualified when

1. The team does not obey the instruction from the committee,

2. The team infringe the rules or

3. The team performs unsporting behaviors.
C. Physical Challenge
Application Notice

· This is a single elimination tournament among Wings and all Wings are encouraged to participate. 

· Each team should consist of 6 members and two reserves, while members must come from at least two SQN.
· Each team could have maximum 2 adult members.
· Each cadet and officer can only join the team of their own wing.
· Each wing could formed at most 2 teams;
· The arrangements are subject to change according to the actual situation without prior notice. Decision of AM2014 committee shall be final.

Rules

· Any team which fail to report on time on the Event Day will be disqualified.
· Participants should wear appropriate sportswear, spike shoes are prohibited;

· Participants are allowed to quit during the competition when they feel unwell

· Members could not be changed during the competition.
· If an injury occurs, the team is allowed to continue with 7 members. A team is not allowed to continue a competition with less than 7 members. While one member need to complete the task instead of the member quitted.
How to play
1. It is a relay race and members need to complete different tasks after running for certain distance.
2. After 1st 50m shuttle run: push up for 30 times
3. After 2nd 50m shuttle run: sit up for 30 times
4. After 3rd 50m shuttle run: Star jump for 20 times
5. After 4th 50m shuttle run: Lightning Feet for 60 times.
6. Complete 1st 200m
7. Complete 2nd 200m
8. Long Run Challenge (400m) 
Definition of Winning and Losing the Game
· Total finishing time=time for the team to complete the race+ times of infringements (5 second will be added each)
· The fastest team will be the winner.
List of Common Infringements in Competition

1. Complete the tasks with incorrect posture, which will be judged by the judges.

2. Judges will warn the participator for the first time, if the participator infringed for the second time, he/she will be informed to have one infringement.

3. Runners start the shuttle run or 400m run before the judges’ indication. There is no warning for this kind of infringement and the judges will inform the runner and then add the time accordingly.

Disqualification

A team will be disqualified when

1. The team does not obey the instruction from the committee.
2. The team infringe the rules.
3. The team performs unsporting behaviors.
4. Any member of the team leave lane intentionally.
5. Hurt other competitors intentionally.
6. Disturb and affect the competition.
7. Hurt judge, timer or audience intentionally.
8. Have or holding dangerous objects.
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