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The Race Organization 
 
1. Stewards 

A. Operating Stewards 
1. They are the operational control of all aspects of the weekend, 

including the races themselves. 
2. Don’t confuse the “operating steward” (the “steward in the chair”) with 

the “controller”, who is the person who runs the communications net. 
 B. Stewards of the Meet 
  They are the “court”. They adjudicate all protests and requests for action. 
 
2. Registration 

A. Their job is to get you properly credentialed and admitted. 
B. The paperwork requirements are mandated by legal and insurance 

requirements. You must be a member with a specialty license to be issued a 
pass for a hot area, such as a station. You must always bring your 
credentials! 

 
3. Tech 
 A. Their initial inspections are primarily to assure safety, not legality. 
 B. Cars impounded after a race are subjected to closer scrutiny for legality. 
 C. Cars protested are examined in detail for the specific items protested. 
 D. Cars involved in serious incidents are re-inspected and deficiencies noted. 
 
4. Grid 

A. Grid is where the cars for the next session are organized. They check that the 
cars are authorized to go out and safety items are checked. 

B. Duties for races also include proper gridding and splitting (directing) cars onto 
the track for the pace lap. 

C. Note – you will often hear people incorrectly call it the “false” grid. Don’t let 
that confuse you.   

 
5. Pit (aka “Hot Pits”) 

A. This is for cars in the current session on track. 
B. Cars come in during the session to handle mechanical problems or 

administrative problems, such as responding to a black flag. 
 

6. Emergency Services 
A. This specialty varies more in organization than any other specialty. 
B. They can be called Course Marshals, Fire/Rescue, EV or all of the above. 

Their functions can be done by a single group or split into sub-specialties. 
 C. Emergency Vehicles 

1. Wreckers/tilt beds/ flat (or rope) tows - handle disabled vehicles when 
you call for them. 

2. We try to have the car ready when EV arrives. We help as requested. 
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a. Have car in position to be pulled. 
b. If flat tow, have driver in car. Helmet, gloves and lap belt on. 

3. They are often also the crews that do extractions (along with medical 
people). That is NOT our job! 

 
D. Course Marshals 

1. These people do the course clean-ups (oil spills, rebuilding tire walls, etc). 
2. Some tracks have specific people for this. At Summit Point and many 

other tracks, it’s the same people as EV. 
3. If possible, we do the clean up ourselves. If we need to call for help, we 

still participate in the work. 
 E. Medical 

1. Ambulance crews and medical personnel in the tower or medical 
center. 

2. They are the people trained in extraction and medical matters. They 
will direct those operations. We help only at their request. 

          F. Fire 
                     1.  You will be the first line fire fighter, but help is only two minutes away. 
 
7.Timing and Scoring 

A. They time qualifying sessions to create proper grids. 
B. In races, they time cars to establish lap records and score each car to 

determine the proper length of a race and establish the finishing order. 
 
8. Starters 

A. They are responsible for safely and fairly starting races and using the checker 
flag to end the sessions. 

B. Starters perform all normal flagging functions plus the extra functions of the 
specialty. 

C. They are one of two locations where black flags are done. 
 
9. Sound Control 

A. Monitor the sound levels of cars on the track, post readings for competitors’ 
information and report violations to the stewards. 

B. Penalties for sound violations are assessed by the Operating Steward. NOT 
by Sound. 

 
10. Flagging & Communications (F&C) 
 
 A. The Chief of F&C is responsible for the F&C team, including the smooth 
operation of the event as well as recruiting, training and upgrading licenses. 
 B. He/she reports to the Chief Steward. 
 C. The Chief  of F&C may appoint Assistant Chiefs of F&C. 
 
  Now let’s learn what F&C is all about in detail. 



2004 F&C Manual   4 

The Flaggers Job 
 
1. What are the personal qualities of an ideal flagger? 
 

1. Being able to work as part of a team. 
2. Being reliable—how up on time and do your job. 
3. Being able to meet the minimum physical requirements 
4. Having common sense and good judgment. 
5. Being knowledgeable about the operating procedures in the SCCA 

F&C Manual and the GCR. 
 
2. We are there to serve three major purposes 
 A. We are the drivers’ eyes 

1. Flag stations are located so that we can warn drivers of things they 
can’t see. 

2. Flags and hand signals are used to give information to oncoming cars 
of what’s going on ahead. 

3. Information is also given to drivers about the condition of their cars. 
4. Information must be given immediately and accurately. 

B. We’re the first line of assistance in emergencies to the drivers, other officials 
and spectators. 

  1.  When something happens, we are the nearest help. 
                     2. In most cases, we can handle the whole problem. When we need help,  

                           it’s just a radio call away.    
                      3. Sometimes signals are ignored and help is not always appreciated. 
 C. We are the steward’s eyes and ears. 
  1. Stewards depend on us to let them know what’s happening. 
  2. We give them the information they need to run a safe event. 
  3. They give us information that we must relay to the drivers. 
 
3. Safety 
 A. We can’t overstress safety. THINK SAFETY CONSTANTLY! 
 B. We are engaged in a dangerous pastime. It is NOT a game. 
 
4. Your responsibilities 

A. Yourself - Keeping yourself safe is your primary responsibility. 
B. The rest of the crew - The team can only function effectively if the members 

trust and can depend on each other. 
C. The drivers still racing - The objective is to keep them from becoming involved 

in the incident and possibly making it even worse. 
D. The drivers involved in the incident - They need our help, but only when it’s 

safe for us to give it. 
 
5. Your training 

A. We are only covering the basics here. 
B. You will receive additional on-the-job training by experienced captains and 
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co-workers. 
  1. Make sure you get trained. 
  2. Check regularly to see how they think you are doing. 
  3. Don’t go off on a job alone unless you think you’re ready. 
 
6. Safety again. 

A. Anytime you feel unsafe, TELL the captain. 
B. No matter how long you flag, you’ll still run into situations where you’ll feel 

unsafe. Say something or ask questions. 
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How a Station Works 
 
We will cover individual responsibilities and how the crew functions as a team on 
station. 
 
1. Some standard terms 

A. Upstream/Downstream - Cars flow like water in a river. They come from 
upstream and proceed downstream. Upstream is before your station, 
downstream is past it. 

B. Drivers’ Right/Drivers’ Left - Facing downstream, figure which side of the track 
is your left or right. It’s basically the right or left side based on the direction the 
driver is SUPPOSED to be going. 

C. Station/Corner - A corner is a turn in the track. A station is the location where 
the workers are based. Most stations are located just prior to (upstream of) 
corners. However they may be located at other spots such as along a 
straight. They must be located so that the entire track is under observation. 

 
2. The station crew. 

A. The optimum crew is made up of a captain, communicator, flagger, flag 
backup (often called the blue flagger), and one or more safety persons. When 
we are short handed, people double up on duties. 

B. The captain 
1. The Chiefs select their most experienced and knowledgeable flaggers 

to be captains. 
2. The Captain has responsibility for running the station and its crew. 
3. Different captains run stations slightly differently. Make sure you 

understand his/her ground rules.  If you don’t know the captain, ask for 
direction. 

4. The captain should give you feedback on how you did at the end of the 
day.  If he/she doesn’t ask! 

C. The communicator 
           1.  Responsible for knowing and using proper communication procedures. 

2.   He is the station’s two-way link to Control and/or the outside world. 
5. Remains alert to everything on the net and everything happening on 

the station. Knows how the captain wants communications to work on 
this station. 

6. Must know what incoming information should be relayed to the captain 
and what information should be transmitted when and what he can 
transmit on his own vs. what can only be transmitted at the captain’s 
direction. 

 D. Flagger (Yellow flagger) 
1. The drivers’ eyes. Primary responsibility is to watch downstream for 

incidents and signal information to oncoming traffic. 
2. Responsible also for knowing which type of yellow is needed and how 

to physically show it immediately and correctly. 
 E. Flag Backup (Blue flagger) 
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1. Position is commonly called the blue flagger but the PRIMARY 
RESPONSIBILITY IS TO PROTECT THE YELLOW FLAGGER !!! If a 
situation threatens the flagger and backup, it is the duty of the backup 
to get the flagger out of harm’s way. 

2. Also displays the blue, white and debris flags as needed. 
 F. Safety crewman (Safety point) 
  1. Often stationed in a high incident area, so must be especially alert. 
  2. First person to respond to an incident. 
  3. Signals information back to the station. 
  4. Signals information to the drivers, for example, signals the driver of a 
spun car when it is safe to reenter the course. 
  5. Always know how the captain wants you to function. 
 
3. We do the whole job. 

A. Some areas break up the F&C job into sub-specialties and those people do 
just the one of the jobs, sometimes for years. 

B. We believe you should be able to do the entire job. There are many 
advantages, including a chance to become captain yourself after sufficient 
training and practice. 

 
4. Corner Equipment used at Summit Point 
 

• Radio to communicate with Control 
• Set of flags—Yellow (2), Debris (yellow and red striped), white, blue with 

yellow strip, black, and red.   
• Station 4, or the “black flag station,” will also have a black flag with orange 

ball in the center (aka a meatball) and number board to display information 
to cars being displayed the black or “meatball” flag. 

• Fire extinguishers 
• Push brooms 
• Oil dry 

 
 
Teamwork is essential on station. Together, the station crew keeps the race and each 
other safe. All the stations, working together, keep the racing safe and controlled. 
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FLAGS: WHAT THEY MEAN AND HOW TO USE THEM 
 
Flags are used to quickly and accurately communicate information to the drivers. 
 
 
 
1. General rules 
 A. Only the yellow flag may be waved on a station. (Competition Regulations  
                also allow blue to be waved, but we don’t do it!)           

C. Certain flags (red, black, meatball and double yellow) may be shown only 
when directed by Control. 

 D. The single yellow, white, blue and debris flags are used at the discretion of 
                the station. 
 
2. Flag meanings 
 
 RED - EXTREME DANGER. The session or race is being stopped.  

1. This flag is ONLY displayed when directed from Control. All stations   
display the flag simultaneously. 

2. Cars are to come to a safe, controlled stop at the edge of the track. 
3. To assure that the red flag is not used accidentally. It is not put out with 

the other flags. 
4. NEVER TOUCH IT UNLESS DIRECTED BY THE CAPTAIN AND 

ONLY THE CAPTAIN. 
 
Fig. 1: Stationary red being displayed. 
 

 
WHITE – Slow MOVING car or emergency vehicle ON THE TRACK ahead. Use 
caution. 

1. Used to protect a MOVING EV vehicle or a race vehicle going 
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significantly slower than the other race traffic. 
2. NOTE – that it is used for a MOVING EV ON THE TRACK. If the EV 

stops on track, it is naturally covered by a waving yellow. If the EV is 
off the track in the grass, it is covered by a standing yellow. 

3. Held up for two stations. The captain or communicator will signal when 
to drop it. 

4. Always shown stationary. 
5. The white flag is shown at every station for the first lap of the first 

session for each race group on the first day of an event. The purpose 
is to show drivers the location of all flag stations. 

 BLUE (with a diagonal yellow stripe) - Check your mirrors 
1. An ADVISORY flag to let a car know that someone is coming up from 

behind. There is no requirement for the driver to do anything. 
2. This flag is shown stationary, but can be shown “actively” or “with 

emphasis” if the situation deserves it. It is not, however, waved. 
3. This flag is very important when cars with different performance levels 

are on the track at the same time or when the leaders begin lapping 
slower cars during a race. 

4. Do not display early in the race or when two or more equally matched 
cars are racing with each other. 

5. Toughest flag to use because it is always a judgement call. 
6. Good blue flag work is a result of thinking, learning the cars and 

watching what is happening in the session. 
 
 DEBRIS (Yellow and red stripes) - a change in the racing surface. 

1. Can be called an oil, slick, debris, slippery or surface flag, meaning the 
condition of the racing surface has changed. The driver should use 
caution. 

2. The most common use if for oil/coolant on the track, but may be used 
to indicate debris on the track or that the track is wet. 

3. Typically shown for two laps or until the course improves, whichever is 
shorter. 

4. Determining when to use this flag or a standing yellow for a piece of 
debris is sometimes a tough decision. A good “rule of thumb” would be 
“if it’s big enough or solid enough to hurt a car that hits it, it deserves a 
yellow.”  

 
BLACK - Driver is being directed by the Steward to go directly to the pits for 
some reason. 
           1.  It is ONLY displayed at the direction of Control. 

2.  Flag is displayed with a number board indicating the car the flag is for. 
3.  For an individual car, it is shown at Start/Finish and at Station 4 at  
    Summit Point.  (Note – it is standard for all tracks to display the flag at 
    S/F, but all use different specific flag stations depending on track 
    configuration.)  
4. Procedure 
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a. Control directs that a car be black-flagged. Station 4 repeats the 
message back to Control to assure that it is correctly 
understood.  All other stations stop making calls until allowed by 
control to resume. 

b. When the Black Flag is to be given by Station 4, Stations 1, 2 &  
    3 call the location and description of the car by their stations. 
    (Stations 8, 9 and 10 act as “spotters” for Black flags to be given 
    at Start/Finish.) 
c. When the car receives the flag, the station calls whether or not  
    the driver acknowledged. Station 10 calls the car into the pit lane 
    or tells Control the car did not pit. 
 

BLACK FLAG ALL - The session is being stopped for some reason by the 
Steward. 

1. All stations display a black flag. Station 4 and Start/Finish display the 
black flag and the ALL sign. 

2. Cars will slow down and proceed to the pits. Passing is allowed. 
 

CLOSED BLACK - Driver is being warned by the steward for some action.  
      No penalty is involved. 
           1.  At Summit Point the closed black is almost always given only at 
                Start/Finish and only rarely at station 4 as directed by Control. 

 2.The black flag is rolled up and shaken at the offending car with the 
     number of the car being displayed. We use a black “stick” at Station 4 
     to assure that it cannot be mistaken for an open black flag.  
3. Do not use the term “furled” black because it can be confused with 

“full” black and the wrong flag used. 
 

MECHANICAL BLACK (aka Meatball) - Car is to go directly to the pits due to a 
mechanical problem. 
           1.  Again, this is only shown at the direction of the stewards. 

  2. The flag is black with a red or orange ball in the middle. 
  3. The procedure used is the same for a regular black flag. 
 
 STATIONARY YELLOW – Take care. Be under control. No passing between  
              the flag and the incident.  
                       1. THE STANDARD is that a stationary yellow indicates a problem which                 
                            is OFF the paving. 
                      2.   We are trying to tell the driver  -- “IF YOU STAY ON THE PAVING,  
                            YOU WILL BE OK.” 
                      3.  The flag applies only to incidents DOWNSTREAM of the flag point. If 

      it’s before your flag point, it is the prior station’s flag! 
4.   Do not move the flag to cover an incident unless directed by the 
      captain.  
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5.   Be alert for passes taking place between your flag and the incident. 
      They are illegal. A pass occurs when the car which is at least partially 
      ahead at the flag, is at least partially behind at the incident. 
 6.  Remember, a pass completed before the flag is legal.  
 7.  Whether the flag is standing or waving is NOT discretionary.  
 
Fig 2: Stationary yellow being displayed. 
 

                                                                      
WAVING YELLOW - Extreme Danger. Be under control.  Be prepared to take  
    evasive action. No  passing between the flag and the incident 

                      1. The STANDARD is that the incident is ON the paving!  
                      2.  The drivers are expected to be under control and be prepared to take  
                            evasive action and/or be prepared stop.There is no passing between  
                            the flag and the incident. 

 3. REMEMBER THE STANDARD FROM THE FLAG MANUAL –   
     WAVING ON THE PAVING – STANDING IN THE GRASS! 
 
Fig 3: Waving yellow being displayed. 

 
 

 DOUBLE YELLOW - the entire course is under a yellow condition. 
1. All stations will display two stationary yellow flags together. A safety 

car may be put out on the track. 
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2. If your station has a problem that requires some other flag, such as a 
waving yellow, or additional flags, such as debris, display it. 

  3. No passing is allowed everywhere, including prior to your flags. 
 
3. Additional flags at start/finish. 

A. GREEN - session has begun. Track is now fully open for use. 
B. CHECKER - The session is over. The cars should pull into the pits when they 

next reach them. 
 
4. Station coverage 

A. Your yellow flags cover from the flags themselves to the incident or to the 
next station, whichever comes first. 

B. Common yellow flag errors 
1. Displaying a yellow flag for an incident upstream from you. 
2. Calling a pass under yellow for a pass that takes place before your 

flags, unless it is a full course yellow. 
C. Coverage for handling incidents and communications is different than the flag 
coverage. 

1. The closest person handles an incident. 
2. Radio calls are made by whoever can see the incident best. 

Upstream/downstream doesn’t matter. 
 
5. How to physically use the flags 
 A. Folding and holding a flag for quick use. 
 B. Displaying the flag. 
 C. Displaying a waving flag. 
 D. Displaying a closed black flag. 
 E. Displaying multiple flags. 
 F. Displaying flags in the wind. 
 
6. Flagger and backup work as a team. 

A. The flagger looks downstream and the backup looks upstream. 
B. If possible, work in an L shape with the backup forming the base, looking 

upstream, and the flagger facing the track and watching downstream. 
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C. Avoid placing your back to traffic if at all possible. 
NOTE – The system of changes places described below is the way we do 
it but is not the only way that it can be done. 

D. When an incident occurs, flagger and backup exchange positions. The flagger 
displays the yellow flag to oncoming traffic at the direction of the backup, who 
is now facing the incident. 

E. Backup should keep flagger informed of activity at the incident so both know 
when to change the flag condition. 

F. Since the flagger is facing traffic, he is responsible for the safety of both of 
them. 

G. When the incident is over and the flag goes down, the flagger and backup 
return to their original positions. 

H. If something happens and the flag point is threatened, whoever is looking 
upstream and sees the threat is responsible for taking the other person to 
safety. 

 
 
Fig. 4: Backup Flagger signaling to Flagger to hold a steady yellow. 
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YOU ON STATION, ON POINT AND RESPONDING TO INCIDENTS 
 
1. On station 

A. The safest place for you is at the station, on an embankment or behind a 
fence. However, no place is TOTALLY safe. 

 B. Plan ahead on your station. 
  1. Look for your escape route ahead of time. 

a. You won’t have time to do a lot of analysis when something 
happens. 

b. Make sure the path is clear. 
2. Look for the best route TOWARDS the track. Know where the “get    
      downs” and “get outs” are located. 
3. Check for hazards in all directions. Check for possible alternative 

escape routes if possible. 
  4. Go over possible scenarios in your mind. 

a. Think about what is most likely to happen. 
b. Where cars are likely to lose control and where they are likely to 

go. 
   c. What you are likely to have to do and how you are going to do it. 
  5. Know where the fire bottles are and check to make sure they are OK. 
2. On Point 

A. Do the same things you do when coming on station, check escape routes, 
hazards, fire bottles, etc. 

 B. Being on point alone can bring additional concerns. 
  1. You won’t be put out alone until you are trained and ready. 
  2. Use the available physical protection 

a. Armco guardrails can transmit shock along its length. Don’t rest 
against it. 

b. Check jersey wall sections to see it they are pinned together. 
Cars can move even pinned ones, but it’s harder to do than 
single sections. 

   c. If you’re working with a partner, always back each other up. 
  3. Make sure you are visible to the station 

a. You don’t want to be out of sight and in trouble. 
b. Having a radio isn’t enough to make you safe it you can’t be 

seen or you’re not sure where you are. 
 
3. Leaving your safety position (going “down the bank”) 
 A. Be sure you know WHEN you can and should go. 

1. Will the captain let you go on your own or do you wait to be sent? 
2. Don’t go until the station knows, even if you are allowed to go on your 

own. 
 B. Be sure you know where to go. 
  1. If you go too soon, you may end up in the wrong place. 

3. Wait for the incident to end so you see how things really come out. 
4. Cars that initially look to be in trouble will often be able to continue 
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either immediately or after a short time. Don’t go to them 
unnecessarily. 

5. A short wait will also let you know which of several cars has the most 
critical need for your help. 

 C. Make sure you’re ready to do what’s needed. 
1. Always take a fire bottle. Even if it’s a car pulling off, you aren’t sure 

what’s wrong until you get there. It’s better to carry the bottle and not 
need it than to need it and have to go all the way back to get it. 

2. Wear your gloves. 
  3.   Take your tow strap if you have one. 
 D. How to go. 
  1.   You’re increasing your risk level. THINK SAFETY. 

3. If you’re working with a partner, back each other up. 
4. If you’re alone, you have to watch traffic. NEVER turn your back to 

traffic. 
5. Keep the disabled vehicle between you and traffic but don’t get 

wedged between the car and a guardrail or wall. 
 
Fig. 5:  Safety has his equipment, but should not have his back to traffic. 
 

 
 
4. When you get to the car 
 A. Dealing with the driver who is uninjured. 

1. His mind is going 100 MPH even though the car is going zero. He may 
not really understand his situation. He may be very unhappy because 
he isn’t racing and his prime concern is for you to get him back into the 
battle immediately. 

2. Make sure the driver knows what you’re going to try to do. You don’t 
want him doing something unexpected when you’re in a bad spot. You 
also don’t want him working against you, like having the car in gear 
while you are trying to push him. 

3. When trying to move the car, don’t turn your back to traffic. You can 
always put your back to the car and push that way. A car in mud or 
gravel can shower you when he tries to take off. Open wheel cars are 
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harder to deal with because there are few if any places to grab to push. 
Do NOT push an open wheel car from between the front and back 
wheels or push on a wheel directly. Note: This is why some workers 
carry tow straps. 

4. If you can’t get a car going or get it unstuck, remember the driver may 
be unhappy or uncooperative. You have to work with him to get him 
out of the car. Some drivers may be intentionally uncooperative. They 
may try to keep you from moving the car to a safe place to force you to 
get them towed back to the pits. Have him turn off the kill switch. If he 
has been involved in an incident, don’t let him wander away. He may 
be injured and he won’t know until after the adrenaline wears off. If it’s 
safe, you MAY let him try to make a quick fix while you keep an eye on 
him. If he won’t cooperate, keep an eye on him, but don’t endanger 
yourself. You may have to just leave him where he is. He’s a lot safer 
strapped in the car, than you are beside him. 

 
Fig 6: Workers keep the car between them and traffic. 
 

 
 B. Injured Drivers 

1. As soon as you get to the car, check on the driver. 
2. Just because he has pulled off the track, doesn’t mean he’s OK. 
3. If there’s been an incident, make sure he’s conscious and coherent. If 

you have any doubt, question him. Ask him “Are you ok?”  If he can get 
out of the car ON HIS OWN, let him. If he is in pain or can’t get out, let 
him stay and signal for help. Moving him may cause injury. Let the 
medical people do it. 

4. If he can’t get out of his driving suit without help or shows pain trying to 
do so, call for help. 
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5. What you need for the car 
A. The captain will decide whether the car can stay where it is until the end of 

the session or needs to be removed immediately. 
B. If the car clearly will not continue, turn off the master or “kill switch.” 
C. Choice of emergency vehicle 

1. Flat tow or rope tow - assumes that the car will roll, steer, has brakes 
and is NOT leaking. 

2. Tilt bed or roll back - if he is leaking, this will keep the fluids off the 
track. 

3. Wrecker - For small cars the need to be totally lifted or a non-leaking 
car that can be towed away by lifting one end. 

C. The object is to remove the car as quickly as possible with the least additional 
damage. 

 
Fig 7: Oil from this car required a tilt bed. 
 

 
 
Fig 8: Formula Cars can be moved with a wrecker. 
 

 
6. Fires 

A. People fear fires more than anything else. However, they are relatively 
infrequent and usually minor. In the great majority of cases, one person on a 
station with a single bottle can handle them. 

B. If it’s sizable, shoot the powder as you approach it to smother the flames. 
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C. If fire is in the cockpit and the driver is still in the car, call for help. Help is only 
2 minutes away. Use the powder to beat the flames away from the driver. If 
others are there with bottles, use them one at a time. 

D. If the fire is in the engine compartment, make sure it’s a fire and not steam 
from the radiator. DON’T open the hood. The rush of oxygen can cause the 
fire to flare and spread. Instead, pop the hood up on the safety catch or pull 
one or two pins. You can then shoot through the crack or the wheel well if 
possible. 

E. When the fire is out, check under the car for other burning items. 
F. If you catch fire, remember—STOP, DROP, AND ROLL. 

 
7. Going onto the track 

A. Only go as a last resort. Never go without direction, a point or some backup. 
B. If you’re going for a piece of debris, consider kicking it rather than stopping 

and grabbing it. It may be warm/hot as well. 
C. Unless the debris is very close to your edge of the track, so you can reach out 

and snatch it, it’s usually better to grab it and keep running straight across the 
track. Keep running until you reach a place of safety. It’s easier to fall when 
you try to make the U-turn to go back where you came from. Once you’re 
across the track. STAY THERE until the session is over 

 
8. Evasive actions 

A. If you have to get away from an oncoming car, DON’T TURN YOU BACK 
AND RUN BLINDLY! With your back turned you can’t see him and you can’t 
dodge him if you don’t know where he is. Also, you can’t outrun a racecar. 

B. Watch the car and move sideways. It’s easier and for more effective to dodge 
a few feet to the side and let the car pass by. 

C. The most important things are  
1. Don’t turn your back and run blindly. 
2. If you’re the flag backup, don’t leave without taking your partner!!!! 

 
9. If you don’t feel safe. 

A. If you feel unsafe, say so. Ask questions. Decide for yourself if you really want 
to do it or go there. 

B. When you’re not comfortable, you can’t pay full attention to the job at hand. 
C. No matter how long you flag, you’ll still run into situations where you’ll feel 

unsafe. SAY SOMETHING. 
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Hand Signals 
 
Hand signals are used to communicate across track or in conditions where you cannot 
be heard. On the next few pages are some of the most common signals used.  Check 
with your corner captain for any differences in signals or any other signals to be used. 
 
Attachment 1:  SCCA Hand Signals for Car Numbers 
 
Attachment 2:  SCCA Hand Signals 
 
Attachment 3:  Hand Signals Used by DC Region at Summit Point
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Personal Equipment 
 
1. Necessary equipment 

A. White clothes 
1. Whites make you more visible and contrasts with the flags. 
2. They should be jeans and long sleeve shirts or full coveralls. 
3. Cotton is best. Synthetic material can melt on hot parts. 
4. Jackets must be large enough to fit over a bulky sweater. 
5. NEVER wear red or yellow. 

B. Boots  
1. Need sturdy shoes with good soles and ankle support with tough uppers for 

protection. 
2. Hiking, combat or work boots are fine, but sneakers are not. The ground we 

use is NOT smooth or always dry. 
C. Gloves – leather or fire resistant to protect from getting burned or cut. 
D. Whistle – should be loud enough to be heard over traffic. If placed around neck, 

should have a quick release in the cord. 
E. Ear Plugs – anything from foam plugs to gunner earmuffs. Use them to keep your 

hearing. 
F. Knife or cutting tool – All-purpose tool for everything from personal use to cutting 

a seat belt or window net. A small hunting knife or multipurpose tool is fine. 
G. Hat – a necessity. It keeps you from getting too hot in the summer. A warm ski 

cap keeps you warm when it’s cold. 
H. Warm clothes – You are out in whatever weather we have all day. It is miserable 

to be cold. If not with you, have them where you can get to them between 
sessions. 

I. Rain gear – always keep it handy, but don’t use YELLOW or RED ones. 
J. Track pack – sports duffel or backpack to hold all your equipment. Some people 

use buckets with cushions added. Keep it packed so you don’t forget anything 
when you go to the track. 

K. Small cooler – Carry Gatoraid in the summer or other non-caffenated drinks. You 
need the liquids regardless of the temperature. You can use the melted ice water 
to soak a neckerchief. 

L. Medicine – suntan lotion, aspirin, salt tablets, insect repellent, bandaids and any 
emergency medicine you normally carry (allergy pills, etc.) If you have a 
condition that requires you to carry emergency medicine, tell your captain. 

 
2. Optional gear 

A. Neckerchief – protects the neck from sunburn. Soaking it in ice water helps keep 
you cool. Also filters dust so you can breath. 

B. Nylon tow strap – used to pull cars more safely. Can also be used to help climb 
embankments and other general use. 

C. Lap counter – keep track of the progress of the race. 
D. Folding stool or chair – it’s really good to sit down on something (dry) between 

sessions. 
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Communications 
 
The purpose of the net is to give the stewards information they need to operate the 
race. In addition, it gets instructions and information out from the tower to all areas. 
 
1. Organization of the net 

A. Control – the net is controlled from a base station in the tower. Everything on 
the net is written down and may be recorded on tape. 

B. All flag stations, start/finish. Emergency services, pit, sound control, pace car 
and the flag marshals have radios. 

C. There are radio monitors in timing and scoring, medical and for the race 
chairman. 

 
2. Operation of the radios 

A. FM radios  
1. When one person is talking, everyone else can hear, but cannot be heard. 
2. Keep transmissions short to allow others access to the net. 
3. Nearly all messages come from or are directed to Control. Use by stations 

is normally with Control’s permission. 
B. Care of radios 

1. They are expensive. Take care of them. 
2. Keep the unit as dry as possible. Most radio bags and station packets 

contain plastic bags that should be used to protect the radio from rain. 
3. Don’t accidentally key the mike and shut down the net. Even with the 

headphones plugged in, the button of the side of the radio will still work. 
C. Radio controls 

1. Headset plug – to use, align the plug carefully and push in gently, then 
tighten the nut. Plugging in the headset disables the speaker in the body 
of the radio. 

2. Channel selection – We normally use channel A. Do not switch to channel 
B unless directed to do so. 

3. On/off-volume – works are you expect. 
4. Squelch – eliminates random background noise. When adjusted correctly, 

you hear only real transmissions. To adjust, turn the squelch up 
(clockwise) al the way. Turn the volume to about half way. Turn the 
squelch back until the static appears. Turn it back up until the noise JUST 
disappears. Note. Squelch is not like a volume, but an on/off situation. 

5. Headset/microphone 
a. Switches are “push to talk”. Once you talk, release the switch or you’ll 

shut down the net. 
b. If the headset is not attached, the button on the side of the radio allows 

you to talk into the front of the radio body. 
c. Plugging in the headset only disables the speaker in the body of the 

radio. 
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3. Standard procedures 
A. Normally call Control and wait for permission to transmit. Give the flag 

condition of your station when you call. 
B. You are expected to remain silent unless you are directly involved in 

emergencies, black flags and meatballs, or calling packs through on the pace 
lap. 

C. Standard language 
1. We do NOT use CB jargon. 
2. At this track we do not use the word “red” for a car color. Use “scarlet” or 

“crimson” to replace it. 
3. When giving the station number use regular numbers, like three, ten or 

eleven. 
4. When giving car numbers, use single digits. Car one, two instead of car 

12. 
D. As communicator, you should always take notes as things occur. Do not rely 

on your memory. It’s always best to wait for the incident to finish happening 
before you make your call. 

E. Station Identification 
1. Control is always called Control here. It has other names at other tracks. 
2. Stations are numbered 0 through 11 here. 
3. Able is the EV station at pit out. 
4. Baker is the EV station in the carousel. 
5. Charlie is the EV station at turn 1. 

 
4. Calls from the tower 
 Control to station 5 (they are calling you) 
 Response: 5 BY (lets Control know you are ready for their message) 
 Control gives the message 
 At the end of the message, station 5 responds 5 COPY 
 
5. You call Control 
 Control this is station 5 Yellow. 
 (Wait for control to acknowledge) 
 Response: Go ahead 5. (they are ready for your message) 
  Or Wait one 5. (they heard you but can’t talk right now.) 
 When Control gives the go ahead, give your message 
 Response from Control: Thank you 5. (your transmission was received) 
 
6. Your messages 

A. Keep them short, clear and complete. 
B. If it’s not a major problem, wait until you can give the whole story in a single 

transmission. 
Situations: 

1. Simple pull off. 
Control this is 3 no-flag. 
Go ahead 3 
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We have car one seven pulled off on drivers’ right. He’s in a safe 
place and will need a flat tow at the end of the session. 
Thank you 3. 
 
The call gave the car number location and what is needed. Control 
knows that the track is clear. 

2. Drive off and return or spins 
a. Give the car number, what happened, where and the result. 
b. Examples 

1. Car one seven slid (or spun) off drivers’ left and reentered 
safely (or on signal) 

2. Car one seven spun in the middle of the track, stalled, got 
restarted and has continued. 

 
3. Metal to metal contacts 

a. Give the car numbers involved, what happened and the result. 
b. Examples 

1. We had a minor side to side metal to metal between car 6 
and 4 going through the turn. Both continued, there was no 
change in position. 

2. We had a metal to metal between car 3 and 8 after the apex. 
Car 3 spun in the center of the track and car 6 could not 
avoid him. Car 8 and 6 continued. Car 3 is off track on 
drivers’ right and the driver is out of the car and in a safe 
location. We will need a flat tow at the end of the session. 

 
4. Emergencies 

a. These are called for a SERIOUS incident or when you believe 
you will need EV help right now. 

b. The emergency call gets you a quiet net and everyone’s 
attention. If you need some help from EV or medical, you will 
have to ask for it. NOTHING is dispatched automatically. 

c. Cars flipping, rolling over, going out of sight into the woods or 
people getting hit are usually automatic emergency calls. Hard 
impacts, GENTLE roll overs, immovable cars on the track are 
called at the discretion of the station. Your captain will tell you 
when to call it. 

d. The call is 
Emergency, Emergency, Control this is station 5, waving 
yellow. 
Stop talking, take your finger off the button, calm down and 
wait for Control to respond. Their response is usually 
Control to all stations we have an emergency at station 
5. Go ahead 5. 
Give your call describing the incident and what help you 
need, according to the captain. 
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e. Since this is an emergency, Control (and the stewards) will want 
regular updates. 

f. When is safe, be sure to downgrade the emergency so that 
other stations can use the network. Wait for your captain to tell 
you when it’s OK. 

 
6. When you don’t need permission from Control to speak. 

A. When station 10 needs to call cars into the pits. Timing and scoring 
wants this information during qualifying and races. When the net is 
clear, simply announce Car 1- 3 in the pits. 

B. When you need an immediate backup flag at another station. Simply 
call Backup Yellow at station 4, please. The other station will 
acknowledge your call. Remember that Control will expect to hear a 
report about the incident that prompted your call. Don’t forget to let the 
other station know when they can drop their flag. 

C. Course checks. Just answer when it’s your turn. The call is Station 3 
is clear and green. Control is checking with each station to see if it is 
safe to start the next session or continue the current one. 

D. Last car or cars under tow. This is just to let Control know where the 
car is. The call is Car 8-1 by 3 or Flat tow with car 8-1 by 3 counter 
race. 

E. Black flag or meatball calls – when a car is to get a black flag or 
meatball at station 4, stations 1, 2 and 3 call the car by. If the flag is to 
be given at start/finish, stations 8, 9 and 10 call the car by. The call by 
should give the car color and position within a group (if any). The call is 
Car 8 -1 blue by 1 all alone or Car 8 –1 crimson by 9 second of 
three. 

 
 
Track Map 
 
Attachment 4 is a map of the track, courtesy of friends in the Blue Ridge Region. It 
shows the major facilities and flag stations on the track. This is one of the few tracks 
that allow workers to drive out to their station on the track. The speed limit is 45 when 
you do so. Follow others to your station until you learn the locations and how to reach 
them safely. 
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I’m Ready to Work, Now What?? 
 
You’ve decided to work a day or a weekend at the races. What do you do? 
 
1. Let us know ahead of time, if possible, so we can get your name on the list of 

workers. You usually have until Wednesday before the race to let us know by email 
or phone. By mail, your response needs to arrive by then. If you decide at the last 
minute, come on up. You will receive your station assignment after the regular 
morning meeting. You will want to be at the morning meeting (if possible) to hear 
any announcements, whether or not you have notified us you are coming.  Worker 
assignments are usually for two days. If there is a special event, such as the 
Endurance race or a three-day weekend, you will be told at the flag meeting how 
long the station assignment lasts. 

2. Show up at the track. Some people camp there Friday night as well as Saturday 
night. Others comp up for a single day or two days. There is a special camping area 
set aside for workers to stay in. if you like to camp, this is the best way to go. 

3. The flag meeting is usually about 7:45am on Saturday at the base of the Control 
tower. Everyone in white starts congregating there from 7:30 on. Sunday only 
workers show up at the tower on the 2nd floor by 8am or so. The day’s events usually 
start around 8:30, so there is time to have the meeting and go out to station. Check 
the flag bulletin for the actual times. 

4. When you enter the track, you may have to tell the gate guard you are working and 
are heading for Registration. Registration is usually open Friday night until 10pm, 
reopens at 7am Saturday until noon, then opens again Sunday around 7am and 
closes around 10am. Registration is in a wood building with all the cars around it that 
can be seen on the left from the gate entrance just beside a grove of trees. Drivers 
and crew use the left entrance to the building, while workers use the right side. Both 
are marked. 

5. If Registration is closed, you may have to pay to get in. Make sure you ask for a 
REFUNDABLE ticket if you do. When Registration opens, you can get your money 
refunded when you check in. Note: You must go through Registration before you can 
go to your station, regardless of how late it might be. 

6. After registering, continue on the paved road away from the gate. The pavement 
turns (see the track map), goes up a hill and over a bridge. On the other side, you 
may have to show your car pass to the pit marshal there. Continue on the pavement 
to the left to the first right turn in the paddock. Stay in the marked lane until the 
pavement stops. The speed limit is 10mph, so take it easy. You get to look at 
several nice race cars along the way. Continue straight on the dirt road to a 4-way 
intersection with a gate on the right. You should be able to see the Control tower on 
a hill to the left. Going straight will bring you into worker camping. The road ends 
there. 

7. Find a parking spot near the tower and join the crowd. If you’re camping and have 
time, find a nice unoccupied spot with room for you car and set up camp. You should 
assume that water and electricity are not available at your campsite, although they 
are available nearby. 

8. If you’re not sure where to go, ASK someone. Let them know you’re a new worker 
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and need their help. Everyone is very friendly. 
 
 
Meals at the track 
 
Breakfast is available from 7:30am and lunch is available during the worker lunch break 
from the Summit Point Café. The food is good and not too expensive. Some people 
bring their own food as well; however, for the last several years, lunch has been 
provided for all workers. Lunch is usually an hour, unless a major problem occurs. 
During that time and also at the end of the day, you will be able to walk through the pits 
and talk with the drivers. You must be back on station ready to go at the time given over 
the radio net. The evening meal is usually up to the individual however, for the last 
several years, dinner has also has been provided for all workers. The nearest 
restaurants are in Charles Town (8 miles) and Winchester (15 miles). 
 
Where to Stay 
 
Many people camp at the track, either with friends, in the drivers’ paddock or in the 
worker camping area next to the Control tower. You will be welcome anywhere you 
might want to camp, however. Everything from tents to pop-ups and full size motor 
homes stay at the track. There is no running water or electricity in worker camping, but 
is available nearby. The restrooms are in the paddock area with a shower available in 
each restroom. There is no water or electricity in any of the spectator camping areas. 
Hotels are available in both Charles Town and Winchester. For a list of hotels, see one 
of the flag marshals. Other people drive home and return the next morning for another 
day of racing. 
 
Facilities 
 
There are restroom facilities in the paddock and in the spectator area across from 
station 8. Out on the stations, there are usually Port-A-Potties available nearby. Your 
station captain will be able to direct you to the nearest facility. Medical help is available 
at the tower until a half-hour after the last session. The nearest hospital is in Charles 
Town. Electricity is available in the paddock. Water is available across from the gas 
pumps. The gas is racing gas and very expensive. Don’t expect to get gas at the track. 
 
Training 
 
Your first weekend at the track you will be partnered with a designated trainer, who will 
explain in greater detail how we work. You will go along on everything your trainer does 
and you will begin doing the work under the watchful eye or your trainer, whose purpose 
is to help you. If you have questions, the station captain and your trainer are excellent 
sources of information. The flag marshals for the event usually visit the station during 
each day and can answer questions then or at the end of the day. 
It is important that you begin to understand how we operate on the stations. Ask 
questions of your trainer and your station captain. If you feel uncomfortable with the 
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situation, talk to your trainer or the station captain. 
 
After the Day is Finished 
 
There is a hospitality party for all workers and drivers at the end of racing Saturday 
under the shelter beside the Summit Point Café. You get to meet the drivers and 
workers from other specialties. Beer and soft drinks are usually available along with 
some snacks. This is where you get to hear all the stories and can ask all the questions 
you want. The flag marshals will be at the base of the Control tower finishing business 
before they join the party. You can meet them there to ask questions or make 
comments as well as at the party. On Sunday at the end of the day, the flag marshals 
will again be available at the base of the tower. 
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Attachment 1:  SCCA Hand Signals for Car Numbers 
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Attachment 2: SCCA Hand Signals 
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Attachment 3:  Hand Signals Used by DC Region at Summit Point 
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Attachment 4: Map of Summit Point   
 

 


