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OFFICIATING THE THROWS

BEFORE COMPETITION
1.
Arrive at least 1 hour early. Have the circles closed until there is a coach or official present.

2.
Meet with meet manager and pick up equipment and clipboard.  Any specials rules set up by the games committee should be covered at this time.  Identify the Field Event Referee and the Meet Referee.  

3.   Meet with your event assistants to explain their positioning and responsibilities.


a.  Two at the circle should be located on each side of the circle.  


          1.  Both will watch for fouls and inspect the implements for the legal mark placed on it
                         at the weigh-in.

2. One reads the tape and records the measurement.  The other will pull the tape 
     through the center of the circle.

         
b.  The two out in the field marking the throws should be located on each side of the landing 
                     area.

c. SAFETY:  The official returning the implements during warm-ups and competition will be 
     instructed to carry the implement to a designated area for the athlete to retrieve. 



.



.



.

7.   Review the rules with the athletes and the event workers.  Pertinent rules should be placed on 
      the clipboard.

          

a.  Check for violations of uniform and jewelry rules.

          

b.  Let them know the one minute time limit will be enforced.  “Up, on deck, and on hold” will 
                         be used to ready the athletes.

c. No tape on hand or fingers unless there is an open wound.  No gloves.  Support belts are 

     legal.  Chalk, rosin, etc. may be used.

          

d.  Explain what a foul will be on the circle and toe board.


e.  A thrower may enter and exit the circle without a foul as long as he/she reenters and
               completes the trial within the one minute time limit.

f. Must leave from the back half of the circle in control after the official has said “mark” or 
     the implement has landed.  The athlete may enter the circle from any direction. 


g.  Shot put cannot drop behind or below the shoulder.



.


.



.

              o.   May not look at video tape during the competition.





OFFICIATING THE HIGH JUMP

DURING COMPETITION
1.  Make sure the event gets started on time. 

2.  Constantly check the landing area for safety.  

3.  It is an unsuccessful attempt if: (Place rules on the event clipboard)

a. The crossbar is knocked down by the competitor.  Myth:  Getting out of the pit 
    before the bar falls is a legal clearance.  Not true.

b. When a jumper touches the ground or landing area beyond the plane of the 
    crossbar without clearing the crossbar.

c. When, after clearing the bar, the competitor stumbles against the upright and 
    knocks down the bar, or he steadies the bar with his hands.  Only an official may 
    steady the bar.

d. Fails to jump in the allotted 1 minute.



.


.
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5.  Breaking Ties:

a.  1st criteria:  The competitor with the lowest number of trials for the height at which the tie occurs shall be awarded the higher place.

b.  If a tie remains, the person with the lowest total of misses throughout the competition 
    shall be awarded the higher place.  Passed heights do not figure into placing.

c.  If a tie still remains:

           1. If it is for other than 1st place, the competitors will be awarded a tie for the 
               same place and the total points of the affected places are divided equally.  

           2. If it is a tie for first place, a jump off must be held.  Tying competitors will have 
               one more attempt at the last height failed.  If they both fail, the bar is lowered 1” 
               and each competitor is given one attempt.  If they both make it, the bar is raised 
               1” and one attempt is given to each.  If they both miss it, the bar is lowered 1” and  
               one attempt is given each athlete.  This is continued until a winner is determined.   
               If a height cleared in the jump-off is higher than the height in the regular 
               competition, the higher height is recorded as the winning height.

                               SAMPLE HIGH JUMP SCORE SHEET

                                          O=MADE     X= MISS      P=PASS
       NAMES/SCHOOL   

       HTS.    5' 0”      5’ 2”    5’ 4”      5’ 6”     5’ 8”     5’10”     6’ 0”    6’2”
 

    1. A    MV     P          P           o           xo
  xxo       xxx


    2. B    AL      P          xo         o           o
            xo 
       xxx

    3. C    Ce      P          P          P           xo 
  o
       o
         o
   xxx

    4. D    CB     o          o          xo          o
            o
       o
         o          xxx


    5  E    WW    P          o          o           o
            o
       o
         xo
   xxx

    6. F    N        xo        o          o           xo          xxo       xxx
    7. G    E        P         xo         xxo       xxo         xxo       xxx
   Places:   1st.  C and D tie for first. There must be a jump-off to 

                               break the tie.  (Review procedure for the jump-off.)

                  2nd   loser of the jump-off

                  3rd   E—1 miss at 6’ puts E behind C and D.  

                         4th   B —only 1 miss at last height made.

                  5th  A —same as F and G at last height made, but fewer

                              total misses than F or G.

                         6th   F —fewer total misses than G

                   
 THREE ALIVE SYSTEM FOR ABOVE COMPETITION
   5’2”      1st Rd.      2nd Rd.            3rd Rd.       4th Rd.     5th Rd.       6th Rd.      7th Rd.         

   Up:          B            D(ok, add F)    E(ok, add G)   B(ok)      F(ok)              G              G(ok)

   On deck:  D            E                    B                    F            G

   On hold:   E            B                    F                    G

   5’4”

   Up:         A(ok,add E)  B(ok,add F)      D     E(ok,add G)   F(ok)   D(ok)      G      G     G(ok)
   On deck:  B              D                  E      F               D         G            
   On hold:   D             E                   F      D              G              

   5’6”
  Up:    A   B(ok,Add D)    C     A(ok,Add E)     D(ok,Add F)    C(ok,Add G)     E(ok)    F      G   F(ok)  G  G(OK)
  Deck: B   C                 A      D                C                  E                  F         G      F    G
  Hold:  C   A                 D     C                 E                  F                  G 


OFFICIATING THE POLE VAULT
AFTER COMPETITION
1.  Allow no more practicing.  Close the runway.  

2.  Certify the results and return to the proper personnel, usually the Field Referee.  Make sure the tie breaking procedure has been used if needed.

3.  Return all equipment.

Excerpts from page 39, 40, 43, 47, 48








