
When is a crouch start used?
Without blocks or spikes, by choice of any competitor
in a laned event.

Who can use blocks?
Only competitors in the U10 age and above may use
blocks in laned events. 

If wearing spikes and crouching, must use blocks. 
If wearing runners, may use blocks.

When is a standing start used?
Events over 400m/events not run entirely in lanes.
By choice of any competitor in track events. 

Start TypesTrack Events
Track events on the Centre Level
Standard Events Table include:

Laned track (60m, 100m, 200m,
400m).
Laned track - Hurdles (Sprint
and long)
Circular (800m, 1500m) 
Racewalk

Additional information regarding
other events, including relays, is
available in Athletics NZ’s
Officiating handouts.

a Volunteers guide to

THE TRACK
Standard synthetic tracks are 400m in length, allowing for the regulated conduct of events,
however grass track often vary. Whilst all events are likely to end at the same finish line, it is

important to note that the starting point is different for each event.

Spikes
In track events, long jump and
triple jump, spikes must be no
longer than 6 mm. High jump
and javelin areas spikes may
be up to 9 mm long. Spikes
must be either cone
(pyramid) or ‘christmas tree’
shaped. Needle spikes, either
sharp or flat (truncated) at
the tip are banned. 

What styles of spike can be used?

Who is permitted to use spikes, and when?

Spikes may only be
worn by competitors

aged 10 years and
above, in

circumstances as
outlined.

10+ Y & above

U6-U9



Track References

Laps

Note: The staggers
for 400m and
800m are
different.
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Equipment

If you suspect there is the possibility of the
athlete infringing the rules, you should issue a
caution (Either verbal or non-verbal) - for
more information please see Rules &
Regulations.

If you notice a definite infringement of the rules,
you should:

Make a report by listing the event, athletes
name, your name, and the type of
infringement.
Inform the athlete as soon as the report is
made.
Hand the report card to the Chief Judge as
soon as the event is complete

If there are two or three judges, then an athlete
requires two reports to be disqualified. If there
are more than three judges, then three reports
are required.

Rules

a Volunteers guide to the 

RACE WALKS

Once the Race Has Started

There are two basic rules in race walking, relating
to the following.

Contact - the athlete must never have both
feet off the ground at once (Lifting).
Knees - the advanced leg must be straight
(Not bent at the knee) from when the foot first
makes contact with the ground until it is
directly under the body. 

Race walking is highly technical and very different to running because one foot must be in
contact with the ground at all times. Failure to do so is known as ‘lifting’. The rules also state that

the advancing leg must straighten from the point of contact with the ground and remain
straight until the body passes over it.

Walk Judge Summary
Sheet/Judging Pads to record
yellow and red cards.
Red cards (Used mainly at
Regional events)
Yellow paddles x 2
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The process equipment

a Volunteers guide to the

Definitions

Batons
Flags - red to indicate infringement,
and white to indicate an 'all clear'.

In the relay, competitors run individual legs while carrying a baton that must be passed to the
next runner. Rules exist regarding the areas in which a baton changeover can occur. 

4X100M RELAY

Ensure that all areas of track and
changeover zone are safe for the
athletes.

Let the athletes know of the area in
which the baton must be changed
over. U11+ children can commence
running from within the changeover
zone.

The baton change takes place within
the changeover zone. It is still ok if the
athlete is 'out' of the of the zone but
the baton is 'in' at the moment of the
change.

Raise a red flag to signal if the change
over has taken place outside of the
changeover zone. Raising a white flag
indicates that the changeover has
been made according to the rules.

Advise athletes to avoid obstructing
other runners in laned event after
handling over the baton. athletes
should remain in their lanes until the
track is clear.

Acceleration and Changeover zone -
Previously two separate areas, the
acceleration and changeover zones are
now housed in one 30m space.
Competitors can accelerate within the zone
before receiving the baton.



Changeover zONES
In the changeover zone, it's the position of
the baton that matters as to whether the
change is legal or not.

The baton must change hands between the
start and finish of the changeover zones.

General Rules
The baton shall be carried in
the hand during the event.
The baton passing takes
place in a 30m changeover
zone.
The position of the baton
determines whether a
change was in or out.
The receiving athlete must
commence running from
within the takeover zone.

If the baton is dropped
It must be picked up by the
competitor who dropped it.
Competitors may leave their
lane to retrieve a dropped
baton, as long as they don't
interfere with another team.
Once the baton has been
retrieved, the competitor
can return to their lane and
continue with the race. 
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The process
Check surroundings and equipment are
safe for all children and volunteers.

Arrange children into lanes they are to
run in (Centre should have a policy for
lane allocations).

Give each child a practice start before
the event begins.

Contact timekeepers to check if they are
ready for start of race.

Make sure track is clear. Blow whistle to
warn for start of race.

Starter says 'On your marks'. Competitors
must not touch the ground on/in front of
the line with their hands or feet.

When all children are settled and still,
starter says 'Set' and raises the starting
device (Set is not required for events
over 400m).

Starter fires starting device and starts
race. If child takes off early, the starter
fires a second shot and the children are
called back. Starter begins again from
step four.

equipment

a Volunteers guide to

STARTING

Stand - elevated to provide a view
of all lanes.
Starters gun device (Eg. E-gun,
timing solutions starting box, etc.).
Whistle.
Ear protection.
Radio, or other similar
communication device to contact
other volunteers (Eg. Timekeeper).
Starting blocks for children aged
U11+ in laned events.
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The primary goal of a starter is to ensure all runners receive a fair and equal start for each race.
No competitors should be allowed to gain an unfair advantage, nor should any competitor suffer

any disadvantage in the starting process. 

Straight Start (60m, 100m).
Starter should be located on the infield,
slightly in front of the start line to enable
all children to be viewed.

Staggered Start (200m, 400m, 800m).
Starter to be located in a position behind
the field, so that all children are in one
line of vision and can be seen without
turning your head.

Curved Start (800m, 1500m).
Starter to be located on the infield,
slightly in front of start line to enable all
children to be viewed.

Location of Starter



A Visual Aid

Safety

What is a false start?
Where, after assuming a full and final starting position, a
competitor commences their start before the starter fires. 

If an athlete initiates a movement that was not
stopped and continued to the commencement the
start it shall be a false start. 
Starters should not be overzealous in calling false
starts with standing starts, as unintentional over
balancing is common. 

Race Commands
For races up to 400m, the start commands are “On
your Marks”, “Set”, “Go” (bang). Crouch starts should be
done by athletes aged 10+. A competitor wearing
spiked shoes must use starting blocks.
For races that are 800m and longer, the start
commands are “On your Marks”, “Go” (bang).

It is expected that Centres no longer
use cap guns, nor are there any
Centres using starting pistols. As such,
information specific to these devices is
not included as part of this guide. 
Starters should always wear protective
ear plugs or muffs.

Handy Hints
Know the start rules for the event being
conducted. 
Know the correct heights/track positions
for all hurdles. 
Work as a team with other officials,
including those who manage nearby
field events that may impact the race
start (Eg. High jump). 

On your marks Set Go/Bang!
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the process
Clarify which race and what place
you are to time (Eg. 4th place). Be
alert at all times.

Always look at your watch prior to
the event to ensure it has been reset
after the previous event or following
a false start.

To start watch, use forefinger as the
gun goes.

With about 30m of the race still to
run, note the identity of the child in
the race in the position you are
timing and prepare to stop the
watch. Do not anticipate the finish.

a Volunteers guide to

Radio for communication with starter.
Stopwatch (See below for types)

1.Multi Function Watch - This watch can record numerous
amounts of results so only one person is needed to time
for the circular track events.

2.Normal Stop Watches - One timekeeper may use two
watches, using the first to take the winning time, and the
second as a reference to call out subsequent places
(Then recorded by a time recorder).

The role of a timekeeper is to measure the elapsed time between the start and finish of an event
conducted on a track or course. 

TIME KEEPING

Count the number of children cross
the line, stop the watch as the torso
of the child in your allocated place
crosses the line. (Eg. Count three
athletes across the line, stop the
watch for 4th).

Never reset your watch after
capturing a performance without
recording it and prior to agreement
being reached with the chief time-
keeper or all the other time-keepers.

Reset watch for next race and go
from step 3 again.

Equipment
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the process
Have place judges raised stand directly in line with the finish line.

There must be one judge per child in the race. Max. eight.

Place judges are assigned a place that they are to give a child when they have
crossed the line. For example, if you are allocated 5th place, you count the first four
bodies over the line and award the fifth based on torso crossing the line.

a Volunteers guide to

PLACE JUDGING

Place judges determine the finishing order of the athletes at the completion of a race. At some
events, place judges may also be involved in timekeeping. 

equipment
Raised stand to see
all children cross
the line.
Position tickets, 1-8.
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Organising the event
Check surroundings and equipment are
safe for all children and volunteers, and
prep event site (Eg. Turn and water sand).

Write children's names on the recording
sheet to record results.

Arrange children in order they are to
jump. Tell the children the number of
trials they are to have.

Give each child practice jumps before
the event begins.

Prepare take off area.
Up to age 11 - Place rainbow meter
mat so that the middle take-off colour
is 1m back from the edge of the pit.

12+ year olds - front edge of the white
2m take off board.

a Volunteers guide to the 

LONG JUMP
 Competitors sprint along a runway and jump as far as possible into a sandpit from a take-

off board or mat. The distance travelled, from the edge of the board to the closest
indentation in the sand to it, is then measured.

Ensure children are jumping off one foot.

When measuring the length of the jump,
mark the landing point (Imprint in the
sand that is closest to the takeoff area)
with the spike. The zero end of the tape is
held at the spike.

Pull the tape tight and measure the
distance to the closest centimetre below
the distance measured (Unless the
measurement is a whole centimetre).
Measurement is made to:

Up to age 11 - front of the colour on
the rainbow mat that athletes toe
touches.
12yrs+ - front edge of 2m board.

When recording, please use: 
X = Failure, NM = No measure, - = Pass

Tape measure x 2, measuring (20m)
and run ups (50m).
Rake/shovel for leveling sand.
Broom for and clearing runway.
Water for keeping sand damp.

Equipment
Spike to assist with measuring.
Runway markers.
Cones to assist as a visual aid and mark
the take off position.
Recording sheet.
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Measuring

recording

Safety

When recording, please use: 
X = Failure, NM = No measure, - = Pass

Failures
Foot in front of line at takeoff.
Walk back through the pit after the jump.
Somersaults into the pit.
Landing on, or touching the ground
outside the the pit (Where this is closer
to the take off line than the mark made
in the pit). 

Inspect runway for slipperiness.
Sweep loose sand from runway,
especially at takeoff area.

Ensure sufficient sand in in the pit to
cushion landings.

Dig over landing pit and remove any
foreign objects. Ensure sand is level
with run up.

When laid on the ground, rake spikes
should point toward the ground.

A minimum of two volunteers run this
event.

HOW TO ADAPT LONG JUMP
Athletes with a visual impairment may
require a guide to stand in front of
them to clap and say ‘jump’.
A larger take off area (1m x1m of chalk
or sand) can be used instead of the
take off board.
The rainbow mat (so long as it isn’t a
trip hazard) can be placed right up to
the edge of the pit.
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Organising the event
Check surroundings and equipment are
safe for all athletes and volunteers.

Write the athletes’ names, and their takeoff
board on the recording sheet to record
results.

Arrange the athletes in order they are to
jump. Tell the athletes the number of trials
they are to have.

Give each athlete practice jumps before
the event begins. Assist athletes to the
judge where the position of the take off
board/mat is (This may be marked by
cones alongside the board).

Prepare take off area.
Athletes can choose which board they
are going to take off from: 7m, 9m, 11m
or 13m. Place a cone beside the board
that the current athlete is about to use.

a Volunteers guide to the 

TRIPLE JUMP

Equipment

 Competitors sprint along a runway and jump as far as possible into a sandpit from a take-off
board or mat. The take-off foot absorbs the first landing, the hop. The next phase, the step, is

finished on the opposite foot and then followed by a jump into a sandpit. The distance travelled,
from the edge of the board to the closest indentation in the sand to it, is then measured.

Tape measure x 2, measuring (20m)
and run ups (50m).
Rake/shovel for leveling sand.
Broom for and clearing runway.
Water for keeping sand damp.

Ensure athletes are taking off from one
foot.

When measuring the length of the jump,
mark the landing point (Imprint in the
sand that is closest to the takeoff area)
with the spike. The zero end of the tape is
held at the spike.

Pull the tape tight and measure the
distance to the closest centimetre below
the distance measured (Unless the
measurement is a whole centimetre). 

When recording, please use: 
X = Failure, NM = No measure, - = Pass

Spike to assist with measuring.
Runway markers.
Cones to assist as a visual aid and mark
the take off board.
Recording sheet.
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Measuring

Safety

When recording, please use: 
X = Failure, NM = No measure, - = Pass

Inspect runway for slipperiness.
Sweep loose sand from runway,
especially at takeoff area.

Ensure sufficient sand in in the pit to
cushion landings.

Dig over landing pit and remove any
foreign objects. Ensure sand is level
with run up.

When laid on the ground, rake spikes
should point toward the ground.

Rake the pit after every jump.

A minimum of two volunteers run this
event.

Measurement taken from takeoff line to the first mark made in the sand

Coaching Cue
Use the terms same, swap, and together to
describe the landing foot at each stage of
the jump after takeoff.

Foot in front of line at takeoff.
Athlete does not perform the hop, step,
jump sequence.
Athlete does not finish the landing phase
in the pit.
Walk back through the pit after the jump.
If any somersault is used.
Landing on, or touching the ground
outside the the pit (Where this is closer
to the take off line than the mark made
in the pit).
It is NOT a failure if the sleeping leg
touches the ground during the jump.  

Failures
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Organising the event
Check surroundings and equipment are safe for
all children and volunteers.

Set up so that the uprights are 10cm out from the
landing mat. Ensure that the brackets that
support the cross bar are facing the opposite
upright.

Arrange the children in the order they are to
jump and set the starting height for the crossbar.

Write the children's names and starting heights
on the recording sheet to record the results.

Give each child practice jumps before the event
begins at a height lower than the starting height.

Children are allowed 3 chances to clear each
height.

Ensure children are jumping off one foot, and
using the relevant clearance technique (Scissors
is recommended for U7-11).

The bar is raised in 5cm increments until there
are three athletes left in the competition and
increments go up in 3cm. Final Jumper can
decide own increase by discussing with Chief
Judge.

When recording, please use:  
O = Clearance, X = Failure, - = Pass 

equipment

a Volunteers guide to the 

HIGH JUMP

set up

Uprights x 2, with adjustable
bracket for holding crossbar.
Crossbar.
Measuring stick.
Landing mat
Broom (Clearing runway).
Runway markers/tacks.
Recording sheet.
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The aim of the high jump is to clear the tallest height without dislodging the crossbar. 
Taking off from one foot, competitors attempt clear the bar, and have up to three attempts per

height. Three consecutive failures at the same height, or combination of heights, leads to
elimination.
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Safety

recording

Ensure the environment is safe,
checking that:

Run-up is flat and not slippery.
Equipment including landing
mats, uprights, and crossbar for
any faults.

A minimum of three volunteers to run
the event.

Sufficient mats should be supplied to
prevent children from hitting the
ground.

Uprights should be placed on a level
surface.

When multiple mats are used, a
continuous top layer should cover all
landing mats.

Children should receive instruction
and coaching in technique prior to
participation in the high jump.

Inspect all equipment at the end of
each competition. Repair or report
disrepair to the equipment manager.

Did you know...
...There is a common myth that if an athlete
scrambles off the mat before the bar falls,
then it is not a foul. This is incorrect. If the
Chief Judge determines that the bar fell as
a result of the athlete touching it on the way
over then it will be a foul, regardless of
where the athlete is when the bar eventually
falls.

When recording, please use:  
O = Clearance, X = Failure, - = Pass 

Failures
In addition to knocking the bar off the
uprights, any of the following may consitute
a failure in the high jump.

Two-foot take off.
Touching the ground or apparatus
beyond the plane of the uprights before
jumping.
Touching uprights while attempting a
jump.
Incorrect technique.
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Check surroundings and equipment
are safe for all children and
volunteers.

Write children's names on the
recording sheet to record the results.

Arrange the children in order they are
to 'put'. Tell the children the number
of trials they are to have.

Give each child practice 'puts' before
the event begins.

The shot put is from the shoulder with
one hand only. It starts touching the
jaw line, close to the ear and
shouldn't drop below this position.
The shot shouldn't be brought back
behind the line of the shoulders.

Organising the event

a Volunteers guide to the 

SHOT PUT
In the shot, competitors put a metal ball with one hand. The aim is to put it as far as possible. In

order for the put to be measured, the shot must not be thrown, and must land inside a
designated sector. The athlete, must not touch the top of the toe-board during their put or leave

the circle before the ball has landed, and then only from the rear half of the circle. 

Watch the flight of the implement and
measure from the first point it strikes
the ground, noting there may be a
visible imprint. The selected point is
marked with the spike. The zero end of
the tape is held at the spike.

Pull the tape tightly through the middle
of the circle and measure for distance
to the nearest centimetre below the
distance measured (Unless the
measurement is a whole centimetre).
Measurement is taken from where the
tape crosses the inner edge of the
circle.

When recording, please use: 
X = Foul, - = Pass, NM = No measure 

Equipment
Sector tape.
Tape measure (50-100m).
Shots (Refer to Implement Weights overleaf).
Spike to assist with measuring.
cloth to wipe/clean the shots.
Broom to sweep the surface of the circle.
Recording sheet.
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Safety
Volunteers and other children
must stand at least 2m behind
the thrower, and the sector must
be clear.

Correct weights must be used
for each age group (Refer to
table below)

One responsible person spikes
the landing and retrieves the
shot. 

The shot is carried back to the
throwing circle, not thrown or
rolled back.

Ensure throwing circle is swept
clear of sand, dirt, and/or other
objects.

Never turn your back on the
throwing circle while in the
field.

FOuls
The athlete leaves the circle before the shot lands 
The athlete’s hand drops away from the neck
during the putting action 
The shot is put behind the line of the shoulder 
The shot in thrown like a ball and not put with one
forward movement. 
The athlete touches the top of the circle/stop
board or the ground outside the circle during the
trial with any part of their body.
The shot lands outside the sector line 
The athlete does not exit from the rear half of the
circle 

Site Reference

Implement Weights

REcording
When recording, please use: 
X = Foul, - = Pass, NM = No measure 

+ U20



1

2

3

4

5

6

7

8

Check surroundings and equipment
are safe for all children and
volunteers.

Write children's names on the
recording sheet to record the results.

Arrange the children in order they are
to throw. Tell the children the number
of trials they are to have.

Give each child practice throws
before the event begins.

The discus throw must start from a
stationary position within the
throwing circle. The discus must land
within the inner edges of the lines
marking the sector.

Organising the event

a Volunteers guide to the 

DISCUS
Competitors throw a rubber or metal disc as far as possible while remaining inside a throwing
circle. In order for the throw to be measured, the discus must land inside a marked sector and

the athlete must not leave the circle before it has landed, and then only from the rear half of the
circle. 

Watch the flight of the implement and
measure from the first point it strikes
the ground, noting there may be a
visible imprint. The selected point is
marked with the spike. The zero end of
the tape is held at the spike.

Pull the tape tightly through the middle
of the circle and measure for distance
to the nearest centimetre below the
distance measured (Unless the
measurement is a whole centimetre).
Measurement is taken from where the
tape crosses the inner edge of the
circle.

When recording, please use: 
X = Foul, - = Pass, NM = No measure 

Equipment
Sector tape.
Tape measure (50-100m).
Discus (Refer to Implement Weights overleaf).
Spike to assist with measuring.
cloth to wipe/clean the discus.
Broom to sweep the surface of the throwing circle.
Recording sheet.
There should be a U-shaped cage around the
discus circle 
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Safety
Volunteers stand outside the
cage while a child is throwing,
particularly if the child is
performing a spin.

Correct weights must be used
for each age group (Refer to
table below)

One responsible person
spikes the landing and
retrieves the discus. 

The discus is carried back to
the throwing circle, not thrown
or rolled back.

Children waiting for thier turn
must stand outside the cage.
Those waiting or watching
should be at least 1m back
from the cage, with no part of
their body touching the cage.

Ensure throwing circle is
swept clear of sand, dirt,
and/or other objects.

Never turn your back on the
throwing circle while in the
field.

FOuls
The athlete leaves the circle
before the discus has landed. 
The athlete touches the top of
the circle or the ground
outside the circle during the
trial with any part of their
body.  
The discus lands on or
outside the sector line. 
The athlete does not exit from
the rear half of the circle.

Site Reference

REcording

IMPLEMENT

When recording, please use: 
X = Foul, - = Pass, NM = No measure 

Circle Diameter 2.50m

750G
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Organising the event
Check surroundings and equipment
are safe for all athletes and officials.

Write athletes names on the
recording sheet to record the results.

Arrange the athletes in the order they
are to throw. Tell the athletes the
number of trials they are to have.

Give each athlete practice throws
before the event begins.

The athlete must hold the grip with
both hands - non dominate hand
underneath and stand with their feet
slightly apart to ensure good
balance.

a Volunteers guide to the 

HAMMER

Equipment
A hammer that meets the required
specifications for age.
Flat-soled and smooth shoes
Leather or faux-leather throwing
gloves.
Chalk
Tape measure and spike

A throwing event which must be done from inside a cage as athletes throw a heavy
ball attached to a steel wire for distance

The athlete then releases the hammer and follows through ensuring they stay
inside the circle

One cage side must be moved into the
53 degree danger area before the
athlete starts their attempt; left-side
for right-handed thrower, right-side for
left-handed thrower. 

Measurement is taken from the first
point the hammer ball strikes the
ground, noting there may be a visible
imprint. The hammer ball must land
within the designated 35-degree area,
typically outlined in white. The handle
and wire can land outside the outlined
area. 

Pull the tape tightly through the middle
of the circle and measure for distance
to the nearest centimeter below the
distance measured. 

Implement Weights
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Safety
A cage must be used and
caution signs/barrier and/or
cones must be visible during the
event. 

Volunteers MUST stand outside
the cage while an athlete is
throwing.

Correct weights must be used for
each age group (Refer to table
above)

One responsible person spikes
the landing and retrieves the
hammer. 

The hammer is carried back to
the throwing circle, not thrown
back.

Those waiting or watching should
be at least 5m back from the
cage, with no part of their body
touching the cage as the cage
can expand by at least 1m if hit
by the hammer.

Ensure throwing circle is swept
clear of sand, dirt, and/or other
objects.

Never turn your back on the
throwing circle while in the field.

FOuls
The athlete leaves the circle before the hammer has
landed. 
The athlete touches the top of the circle or the
ground outside the circle during the trial with any
part of their body.  
The hammer lands on or outside the sector line. 
The athlete does not exit from the rear half of the
circle.

Site Reference

REcording
When recording, please use: 
X = Foul, - = Pass, NM = No measure 
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Organising the event
Check surroundings and equipment are
safe for all children and officials.

Write children's names on the recording
sheet to record the results.

Arrange the children in the order they are
to throw. Tell the children the number of
trials they are to have.

Give each child practice throws before
the event begins.

The javelin must be held at the grip on
the shaft. The tip of the javelin must strike
the ground first for it to be a valid throw
and the javelin must fall within the sector
line. 
If any part of the javelin touches the
ground before the front tip, it is not
considered a legal throw.

a Volunteers guide to the 

JAVELIN

Equipment
Sector tape.
Tape measure (50-100m).
Runway markers.
Javelins (Refer to Implement Weights).
Spike to assist with measuring.
cloth to wipe/clean the shots.
Broom to sweep the runway.
Recording sheet.

A throwing event in which athletes throw a metal-tipped javelin as far as possible.
The athlete must hold the javelin by its corded grip with his or her little finger closest to the tip of
the implement. For the throw to be measured, competitors must not cross the foul line,  at any

time. The javelin must also land tip first and within the marked sector. 

Watch the flight of the implement and
measure from the first point it strikes the
ground, noting there may be a visible
imprint. The selected point is marked with
the spike. The zero end of the tape is held
at the spike. 

Pull the tape tightly through the middle of
the runway and measure for distance to
the nearest centimetre below the distance
measured (Unless the measurement is a
whole centimetre). Measurement is taken
from where the tape crosses the inner
edge of the arc line.

When recording, please use: 
X = Foul, - = Pass, NM = No measur﻿e.

Implement Weights
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Safety
Four officials run this event: chief,
spiker, spotter, and recorder/marshall.

The chief measures the throw and the
spotter retrieves the javelin.

Javelins are always carried in an
upright position with the tip pointing
toward the ground.

The javelin is never thrown back to the
throwing line.

Children waiting for their turn must be
well behind and out to the side of the
throwing line. 

Never turn your back on the throwing
runway while in the field.

The javelin thrown in a non-orthodox manner. 
Before release,  the competitor turns completely
around, so that their back is towards the throwing arc. 
The metal head does not strike the ground first (The
javelin does not have to stick in) 
The competitor leaves the runway before the javelin
has landed. 
The competitor, when leaving the runway, leaves
forward of the throwing arc. 
The competitor does not commence an attempt
within 60 seconds of their name being called. 

Site Reference

REcording
When recording, please use: 
X = Foul, - = Pass, NM = No measure 

Warning: Javelins are dangerous
implements.

Javelin is an event for the U11 children
and older. Alternatives for younger
children include the vortex and turbo
javelin.

Correct weights must be used for
each age group (Refer to table on
previous page)

Javelins can be deflected by gusts of
wind. Officials must be vigilant
because the javelin path can be hard
to track as it comes toward them.

During the javelin event, the area
around the throwing sector must be
kept clear.

Fouls

These guides are intended as a template for the conduct of events only, noting that
individual Centres will have varying operating procedures based largely on available
resources, including personnel and equipment. 

For further resources please visit athleticsnz.elearning.worldathletics.org

With thanks to Little Athletics Victoria for the sharing of resources and graphics in the
creation of this guide.


