How to operate a

Time Control (TC, ATC or MTC)

TCs are used to regulate service stops to ensure all competitors get the same service time

ATCs are used at the start of each special stage to ensure road times have not been exceeded or speed limits broken

MTCs are at the very start and end of the event to account for each vehicle. 

You will be issued with a clock showing HH:MM:SS. Ensure that your watch also shows this time as a back up.

1. When a competitor arrives at your location press the red STOP button.
2. Type in the car number.
3. Press ENTER to confirm the car number.

4. The display will show their arrival time and car number.
5. If this is the time the competitor wants, press ENTER again to confirm.
6. Otherwise, use the ( or ( keys to find the time they needed, provided it is within 2 minutes of the current time. Press ENTER to confirm.
7. Finally, press ( to restart the clock.

A check sheet should be maintained and record all vehicle numbers and the times written on the cards.
Do not walk away from the red control board. It is up to the competitor to find you.
Course cars should also be entered into the clock, starting at 950 for the first one that arrives. Do not use 0 for car 0, use the next 95x number in sequence.

Check the running schedule for information about active times for your stages.
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How to operate a

Stage Start (SS)

This is the start line where competing vehicles set off at a specified time to drive a stage.

Ensure there is a clear access to the stage AT ALL TIMES in case emergency vehicles need access.

Competing cars must not be allowed into the stage until the stage commander has given permission to start.
The light sequence will start on the next 30s (or 1m) when a car number is entered

1. Type in the vehicle number. E.g. 2

2. Press ENTER to start the sequence

3. The display will show the time the car is to start and alternate with a countdown

4. The list sequence will start at 10s to go

5. The green light will come on when the countdown reaches 0 and remain on for 5s

Course cars will be numbered from 950 onwards, including car 0 which may be 955 or similar.
If you enter a wrong number, just type in the correct one and press enter.

The sequence can be aborted by pressing the STOP button if the stage is halted. To restart the clock press ( and re-enter the car number.

If a jump start beam is being used the clock will display the jump start time if it occurs. Note this on the check sheet and press ( to resume normal operation.
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How to operate a

Flying Finish (FF)

The Flying finish is located at the end of a competitive stage of the event. As the name suggests, vehicles will be passing at full competition speed and will not be stopping. If a vehicle looks like it is going to stop, wave it on.

The Flying Finish is sited IN LINE with the red chequered flag control boards. Once the course opening vehicle has passed you must not swap clock operators until all vehicles have passed for that stage.

For every vehicle that passes record the exact time and the vehicle number on your check sheet. NEVER leave your control, continue to record all times and competition numbers.
Clock operation.

Using a beam.

When a beam device is used the clock will stop automatically as the vehicle passes and will beep, there is no need to press the red stop button.

The marshal with the check sheet should be watching and recording the competition number of each car as it passes.

The STOP button on the spare clock should be pressed at the same time for backup.

Type the vehicle number into the clock and press enter. This will transmit the time to the stop line. If the number is entered incorrectly simply re-enter it against the same time.

If several vehicles pass in quick succession the times will all be recorded and the time of the first to pass will be displayed. Enter the appropriate number and press ( to access the next time until the clock starts running again.

To restart the clock press (. All times can be accessed using the ( and ( keys.

If the beam is triggered accidentally by a spectator or dust simply press ( to ignore it.

Enter course cars as 950 onwards in order

Manual operation

Where no beam is used or the beam fails, the clock should be stopped as the vehicle passes by pressing the red STOP button. The marshal with the check sheet should be watching and recording the competition number of each car as it passes.

Type the vehicle number into the clock and press enter. This will transmit the time to the stop line. If the number is entered incorrectly simply re-enter it against the same time.

If several vehicles pass in quick succession the STOP button should be pressed once for each one. 
The times will all be recorded and the time of the first to pass will be displayed. Enter the appropriate number and press ( to access the next time, and enter the number for all cars

To restart the clock press ( (several times). All times can be accessed using the ( and ( keys.  
Enter course cars as 950 onwards in order
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How to operate a

Stage STOP (SF)

The Stage stop is located at the end of a competitive section at the red STOP board and is where all vehicles must STOP to allow their stage time to be entered onto their time cards.

The stop is located close to the flying finish and will be connected to it using data communications. When a vehicle passes the finish line the marshal on the flying finish will freeze his clock and the time and vehicle number will be displayed on your clock and LED display
When the vehicle reaches the stop line, ensure they can see the display and allow them time to record their stage time, put this on your checksheet as well.
Competitors are not allowed to reverse should they overshoot the SF. If a competitor does not stop, or attempts to reverse make a note of the number and report it immediately.

Your clock should receive all times confirmed by the marshal at the flying finish. To ensure that you do not miss any, times are stacked up in the clocks memory and can be accessed using the ( and ( keys.

If the clock is running (showing GMT) and a vehicle passes the finish its time and number will be immediately displayed. If another competitor passes the line before this one reaches the stop the time will not be displayed until the marshal presses the ( key. A ( will be displayed on the clocks screen if further times are available.

It should not be necessary to use any other buttons on the clock.

TAG times may also appear. These should be ignored.
Course cars will be entered as 950+ number.

In the event of a communications issue between FF and Stop, use the radio provided to get the time from the flying finish.
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