Notes on Rules/Tasking Strategy

DJ


	


Task Philosophy


Fairness – every competitor has an equal                                       chance



20 minute grid to launch time

15 minute interval for last tow before task opens



Rotating grid positions



Start height maximums



Silent starts



Handicapping



Equalized Wing loading


Adequately challenging



Minimum distances – 40 miles in Sports


Minimum duration – 1.5 hours


Pilot’s Choice of course on MAT/AAT’s




Weather Assessment




Speed Planning

Safe



Large start/finish circles




Start height maximums




Start speed limitations



Beer can control points



MAT/AAT areas



Silent starts




All aimed at separating gliders


75% speed objective



Hours in cockpit maximum



Airport landout 25 pt bonus


Constructive landout point


Comparability of scoring



Speed vs. Pilot selected


Weak weather days vs. strong weather days



Landouts vs. Completions



Minimum distances, minimum completions

Task Types:


All are speed tasks

Assigned task



Traditional speed task



1 mile radius



Full score for any part of radius



Basic Strategy elements




Start time




Thermal selection/Operating band




Course deviation?




Leaching/markers




Upwind – low as you dare/Downwind – high as you can




Final Glides


Modified Assigned Task



One or more assigned turnpoints



Pilot’s choice after that



Minimum time to fly



Basic Strategy Elements




Where to go?




Best part of sky

Streeting a must






Find the maximum energy lines

`

Leaching not a factor 





Upwind for FG




Know your turnpoints





Groupings are good




Fly straight lines





Get a point in the direction you’re going




Use all your time





Must get experience with achieved XC speed vs. lift





Must plan several alternatives – longer/shorter




Final Glide planning





Want FG to be maximum % of flight






Highest speed – 2X average to that point






Means ideal finish time right at time expiration

But don’t get crazy – still get scored for overtime (original POST)






Low Cloudbase/Long day – less critical






High Cloudbase/Short day – more critical

`


Again, have alternative paths of different lengths





Assume 2 miles/minute on FG





5-10 minute overtime margins a goal






But don’t get distracted by the electronics

Turn Area Task



Assigned turn areas – usually 2



Big circles (at least in the US) – 5 to 25 miles



Allows enormous differences in max/min course lengths

Basic Strategy Elements




Understand the geometry





Tendency to wander around




Fly straight lines




Best part of turn area




Know where the min/max point is





Head for the max, fall back toward the min




The Critical First Turn Area

Must achieve enough distance/burn up enough time to avoid coming home undertime, but

Don’t want to hang around too long in weak areas



How deep in to go?





Remember upwind low/downwind high






Inadvertent low point may force a decision

Accurate Time/Speed Estimation a must


Want FG % maximized

Final glide straightforward if enough space remains in last turn area






2 miles a minute

Calling Multiple Tasks

Tasks at grid time

Changing the Task in the Air


Role call on the radio



Bring a pen



Be able to quickly and safely reprogram

Not after Gate opens

Documentation


Landing Card Follies

The famous 50 pts
Scoring


Primary goal is Speed


Speed score is proportional, not scaled



High speed consistent days fun but not meaningful



Weak weather determines contests


Landouts always bad



400 points maximum assuming no devaluation

Devaluations



Minimum Time



Minimum Completions


Handicapping




Strategy: Go as fast as you can without landing out and forget the rest
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