Spare SI Units

Introduction.

It is strongly recommended that spare SI units are set up along with the units being used at an event. These are supplied with the rest of the WOA kit; they have blank labels on them ready for use.
Preparing Spare Control Units.

The Planner should prepare the 3 spare units supplied. They have been assigned control nos. in the range 40-49. Keep them at these values but do not write these numbers on the label. If, like the rest of the SI units they are prepared with SIManager in Quick Mode this will happen automatically.

If during an event a problem happens at a control it will be sufficient to write the number of the offending control on the label and replace the defective unit. Ideally if possible a spare unit should be re-programmed with the correct control number but this is not essential. If it is not possible to easily/quickly re-programme the spare unit, then it does not matter. Once competitors start finishing with the incorrect control no., namely one in the range 40-49 on their card, it will be possible to reset this control number within the SI software (see note below).

Spare FINISH/START/CLEAR/CHECK units

The number of each type prepared should be in excess of the number actually needed. For a colour-coded event should need:-

· 2 Finish units*, prepare 3

· 1 Start unit,       prepare 2

· 1 Clear unit,      prepare 2

· 1 Check unit,     prepare 2

(* Although the throughput of the Finish can easily be handled by 1 unit there is often a 'competitive' sprint to the Finish, so 1 unit will not suffice)

 There are 2 spare units included with these units; these have been prepared as Control units with nos. in range 40-49, and available for instant use by planner, see above. However if needed for one of the above special functions they will have to be specially prepared.  If it is a Finish or Start unit ensure that the PC clock is still accurate; make sure that the watch used as an initial time source is available for confirmation purposes.

Action to be Taken if a Control is Replaced.

 To keep things moving smoothly the simplest on-the-day solution is to remove the offending control from all the courses on which it occurs. This will allow the results generation within SI to work irrespective of the control code recorded on competitors' ecards at that control. Competitors who finish after this control has been removed from their course will find it is printed with an asterisk, indicating they punched a control not on their course. Inform them a problem has occurred at that control, all will be well with on-the-day results, and with the final split-times.

The only downside of this action is that any competitor who failed to punch this control will appear in the on-the-day results. However, this will be corrected in the final results.

When a control does cause problems then competitors are expected to punch their maps. A record of this, and the punch pattern, should be noted by the download team.

