GUIDE TO WARM-UP MARSHALLING

A warm-up marshal is required to be at a specific trampoline for all warm-up sessions throughout the day. The marshal should be suitably dressed in tracksuit or sports clothing plus trainers. The marshal should remove all jewellery. A pen or pencil is required for this job.

The marshal must arrive at the requested time and report to the competition organiser or judge coordinator. There will always be two trampolines per panel and there will a separate warm-up marshal for each bed. Each performer is allowed 30 seconds of warm-up time per turn. If you feel that someone is obviously exceeding that time, then tell them to get off. If they refuse or continue to abuse the time limit, report them to the Chair of the Judges’ Panel. All performers are allowed a minimum of two warm-ups for the set routine and two for the voluntary although anyone who arrives very late may have to forego warm-up. Set and voluntary rounds normally have separate warm-up sessions but refer to the programme or Chair of the Judges’ Panel if you are unsure.

As soon as the warm-up session begins, competitors will give the marshal their warm-up card – if a competitor hasn’t got a warm-up card, they must see their team manager for one. Call the name from the first card and tick the appropriate box on their card. Put that person’s card to the back of the pile and call the name of the person on the next card. DO NOT WAIT UNTIL THE FIRST PERSON HAS GOT OFF BEFORE CALLING THE NEXT ONE. Always call names loudly so that the people on the other side of the trampoline can hear. If no one responds after being called a couple of times, put their card to the back of the pile and call the next person. Performers may ask for their card back so that they can go and try the other bed. Continue like this until all performers have had two warm-ups – do not let anyone have a third warm-up until everyone has had two. Once everyone has had two turns, consult the Chair of the Judges’ Panel to see if you should continue with warm-up or stop. If you are told to continue, not everyone will necessarily have a third turn as you must cease the warm-up when told. If you have been told to stop, give the warm-up cards back to the competitors or put them in a safe place (e.g. on the recorder’s table – but make sure you ask them first!). Ensure that you are available for the next warm-up session as required. If you are sharing the job with someone else from your club, please ensure that person has arrived and knows where the warm-up cards are before you leave the competition. Warm-up marshals are not generally required for Finals. 

Ensure that there are spotters on both sides of the trampoline for all performers. No food or drink is allowed around the trampolines. Performers should not sit in the matted area around the trampolines. All persons in the trampoline area must be suitably dressed.

If in any doubt about anything, consult the Chair of the Judges’ Panel.

A typical example of a warm-up card:

	WARM-UP CARD

Name:

	Club:                                 Age group:

	

	SET
	
	
	VOL
	
	


Place ticks in the boxes next to set & vol as each performer has a warm-up.

GUIDE TO COMPETITION MARSHALLING
A competition marshal can make the difference between a competition running on time or finishing extremely late. The marshal is required for all rounds of competition (including finals) throughout the day. The marshal should be suitably dressed in tracksuit or sports clothing plus trainers. A pen or pencil is required for this job. 

The marshal must arrive at the requested time and report to the competition organiser or judge coordinator. Ask the computer operator for a start list. Once warm-ups have finished, the performers will gather in the marshalling area (normally this will be in the area between the trampolines for that panel and the audience). Trampoline competitions operate a five-up warm-up. Call the names of the first five competitors on the start list and tell them to have a controlled warm-up. Mark these people on your list as having had a warm-up. If any of the first five are missing, try to find out if they have withdrawn from the event (ask other members of that club or Chair of the Judges’ Panel). If they have withdrawn, call the next name on the list. Once all five had had a warm-up, tell the Chair that they are ready to begin. Call the name of the first performer on the list for their competition routine. Mark that person on your list as having competed. Whilst that person is competing, call the sixth person on the list and tell them they are due to warm-up as soon as the competitor has finished. Continue in this way until everyone has competed. Give everyone as much warning as possible about when they will be warming-up/competing. DO NOT WAIT UNTIL THE PERSON BEFORE THEM HAS FINISHED AND RETURNED TO THE MARSHALLING AREA.

Competitors have a choice of two trampolines. Do not let someone onto the spare trampoline whilst someone else is competing. The next competitor may sit on the spare trampoline bed whilst a warm-up is taking place.

Always ensure that the name of the person competing is the same as the name on the list. If someone is missing from the list, tell the Chair of the Judges’ Panel, who will then tell the recorders so that they can ensure scores are credited to the right person. If someone misses their turn (e.g. they went to the toilet), consult the Chair of the Judges’ Panel to see if they can be slotted in somewhere else.

Competitors must have four spotters. Try to remind them to take spotters with them as they go to the trampoline. Spotters must be correctly dressed.

If you are sharing the job with someone else from your club, please ensure that person has arrived before you leave the competition. Inform the Chair of the Judges’ Panel of any change of marshal.

