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2010 RNSYS Absolute Bloody Final Race

Royal Nova Scotia Yacht Squadron

October 16th, 2010
SAILING INSTRUCTIONS

1
RULES

 
The crew of each participating vessel shall be present outside the RNSYS Wardroom at 1320hrs.

2
NOTICES TO COMPETITORS

All competitors must monitor VHF Channel 72 at all times for general   broadcasts to competitors. 
3
  THE COURSE AND MARKS

All marks of the course will be selected from the NSYA Course Card. To

identify the marks and to which side they should be passed, all competing yachts 

shall solve the puzzles provided to each crew two (2) minutes prior to the start

signal. Before leaving the RNSYS front lawn, each vessel shall present her 

Challenge #3 sheet.
4
  THE START

4.1
The crew of each participating vessel shall be present outside the RNSYS Wardroom at 1320hrs to prepare for a lemans start.

4.2 One single signal shall be fired by cannon at 1330hrs which is to signify the start of the race for all classes. 

4.3 Engines may be used but shall be turned off before crossing the line between the orange flag flying from the yellow staff on the RNSYS Race Hut and the Outer spar buoy on the eastern shore of the Northwest Arm.

5 THE FINISH

5.1 The finish line will be as described by the official course sheet.

5.2 All competing yachts must cross the finish line sailing backwards or as described by the race officer at the start pf the race. If a competitor is unable to do so, she shall take a three and a half minute penalty added onto her corrected time.
6 PROTESTS

Protests will not be entertained.  Racing is to be held in the spirit of the racing rules and good seamanship. Questionable actions will be dealt with at the discretion of the Commodore or of a Vice Commodore and eligibility for the grand prize will be taken away from any yachts not acting in the spirit of the day.

7 SCORING

Scoring will not be based solely on the vessel’s PHRF-NS corrected time. Post-racing activities, as well as on-water activities shall count toward or against a boat’s corrected time. Time deductions or additions shall be at the discretion of the Race Committee and or the Commodore and any Vice Commodore. Please refer to all on- and off-water challenges described in Appendix A.
APPENDIX A: SHIVER ME TIMBERS, THERE’S A CHALLENGE OR TWO AFOOT
Challenge #1: Rename Y’rrrr Great, Grand Ship (rename your vessels)
Challenge #2: Avast! Settle Y’rrrr Course (decipher the course)
Challenge #3: Smartly then Sea Dogs… (Finish Time Prediction Sheet)
Challenge #4: Swashbucklers go round! (on-water 360 & 720 calls from the RC)
Challenge #5: Sing us Y’rrr finest Chantey (Sing a song around a particular mark)
Challenge #6: Look handsome, me hearties! (Costumes made from boat stuff during race)
Challenge #7: Aye, Aye such pretty little things! (‘Colour’ pages given during race)
Challenge #8: Builder’ from prow t’ stern (Build a model boat while racing)
Challenge #9: Lily-Livereds’ Beware… (Baking On Board Bake-off)
Challenge #10: Mutiny among ye Sprogs! (Skipper tie-up & switch)
Challenge #11: The Buccaneer’s Ballad (write a poem in pirate speak-Pirate Dictionary)
Challenge #12: A Note From Davey Jones’ Locker (code flag game)
