
Team Manager’s Meeting

7 May 2008



DragonTug Team Managers Meeting

6.45pm Arrival of team managers

7.00pm Brief Intro of FG & Team 

Overview of DragonTugTM

Race Rules & Regulations

Absolute DragonDareTM Briefing

Team Draw

8.45pm Q & A

Agenda



1130 DragonTug TM Team Registration Opens

1230 - 1900 DragonTug TM Races 

1430 - 1515 Thug Arena Opens – Indoor Rowing

1600 - 1645 Thug Arena Opens – Beer Angling 

1730 - 1815 Thug Arena Opens – Beer Curling 

1845 Fashion Show by CHECK

1900 Finals and Absolute DragonDare TM

1950 Lucky Draw and Victory Ceremony

Race Day 
Program



ABSOLUTE 
DRAGONDARE

� Women’s Lightweight

� Women’s Open

� Men’s Lightweight

� Men’s Open

� Mixed Open

� Corporate Mixed 

� Absolute DragonDare TM

Race Categories



Reporting Time

• Teams are to report at least 1½ hrs before their first race start time.

• Teams are to submit completed indemnity forms and collect goodie

bags at the Sports Information Desk during registration.

• For teams participating in lightweight categories, please report at least 

35 minutes before the start of the race for weighing-in at QM tent.

• Teams are to arrive at the Arena Waiting Area at least 10 minutes 

before the start of their race to report to the Race Marshall on the motor 

boat.

Race Day



Site Layout
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Waiting 
Area



Race Arena – Rules to observe

• When entering their respective lanes, teams are to back paddle in through the 

lane opening. 

• Team is to stop 1 m before the boat holding platform and the coxswain shall  

throw a 2m rope attached to back of boat to boat holder.

• Boat holder will pull the boat in and attach the tug rope to the harness.

• All paddles must be above the water after the “ready’ command is given and 

the red light is lit up.

• When the Umpire blows the whistle, signaling the end of the match, teams 

must immediately stop paddling and hold the boat stationary in the water. 

Teams must then slowly back paddle towards the tug platform for the boat 

holders to detach the tug rope.



Safety Issues 

• Life vests are to be fully secured before the boat leaves the launching area.

• For matches after 6.30pm, participants will be given light sticks to be secured 

to their life vests.  

• Coxswains are to be seated before and during the start of each race.  The 

coxswain may ONLY stand up AFTER the rope becomes taut.

• In the event of capsize, all crew members are to stay with the capsized boat 

and wait for the rescue boat to arrive.  No one is to attempt to swim to shore.

• There is a piece of 1m length rope for the drummer to hold on to during the 

race.



How to Win The DragonTug TM 08 

Winning Team is determined by either outright win or  marginal win

Outright win
Drummer successfully retrieves the victory flag and holds the flag high, visible to the umpire.  The umpire 
will blow the whistle and the race clock will only then be stopped.

Marginal win
At the end of 1½ min, the umpire will blow the whistle and stop the race clock. All participants are to
stop rowing immediately.  The umpire will determine the winning team.

Ultimate Final
For the Ultimate Final however, teams will tug until one team attains an outright win.

Timing
Timing of the teams will be taken in all matches.  In the event of a tie in score, the team with the
fastest timing of the round will proceed to the next round.

Race Format



How to Win the Absolute DragonDare TM

Outright win
Team that successfully collects all 5 flags in the stipulated sequence and hold all the 
flags high, visible to the umpire.  The umpire will blow the whistle and the race clock will 
only then be stopped.
Flags in sequence: “D” (at 14m), “A” (at 12m), “R” (at 18m) “E” (at 16m) and Victory 
Flag.

Marginal win
Team that collects the most flags in the stipulated sequence upon the expiration time of 
3 minutes.

Note : In the event the flag is not retrieved in the correct sequence, the team needs to 
place the incorrectly retrieved flag(s) back into the flag holder before continuing to the 
next correct flag. If the flag is dropped, the team needs to retrieve the dropped flag 
before proceeding.

Race Format
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Race Arena



Round Robin – Teams will be placed in small groups via drawing of lots.  Winner 
of each group will proceed to the next round.

2nd Round – Winning team from the small groups will tug against each other.
The top two winners will proceed to the Ultimate DragonTugTM Final.

Ultimate DragonTugTM Final – Two Finalists will enter Ultimate DragonTugTM

Final to determine the Ultimate DragonTugTM Champion.

Race 
Progression



Men’s Lightweight & Women’s Open Category (5 teams each)

1st Round - Round Robin 
Each team will tug 4 matches.  The two teams with t he highest
score will proceed to the next round

2nd Round - Ultimate DragonTug™ Final

Men’s open (8 teams)

1st Round - Round Robin 
Two groups of 4 teams each will tug against each ot her (3 matches each 
team).  The winner of each group will proceed to th e next Round.

2nd Round - Ultimate DragonTug™ Final

Race 
Progression



Corporate Mixed Category (13 teams)

1st Round - Round Robin 
Four groups – Group A with 4 Teams and Group B, C an d D with 3 teams 
each.  The winner of each group will proceed to the  next round.

2nd Round - Winner of Group A vs Winner of Group B
Winner of Group C vs Winner of Group D
Winner of each match will proceed to the final roun d

3rd Round - Ultimate DragonTug™ Final

Race 
Progression



Mixed open (14 teams)

1st  Round - Round Robin 
Two groups of 4 teams each and two groups of 3 team s each.  The 
winner of each group will proceed to the next Round .

2nd Round - Winner of Group A vs Winner of Group B
Winner of Group C vs Winner of Group D
Winner of each match will proceed to the final roun d

3rd Round - Ultimate DragonTug™ Final

Race 
Progression



BEER CURLING
5 circles (akin to a target) starting from 10 points to 50 points (in increment of 10 points)
5 beer cans as obstacles (mark “x” on table top for consistent placing of beer cans)
1 beer mug (filled with water) for curling
Each person given 3 tries
Sum of all 3 tries as final score

BEER ANGLING
Fish out beer cans in ice filled tank
Points of 1 to 5 (increment of 1 point) marked in certain beer cans
1 minute time frame to collect as many points as possible

INDOOR ROWING
500m try outs
Fastest time wins

Thug Arena



RESERVATION FOR SHELTERED SPACE
Guaranteed 3mx3m space with full view of the race arena @ $100.
Full come first served.

BEER SALES
Foster’s is our Official Beer. So please, no other beer brand banners or outside beers on site.
Pre-event beer sales: $6/cup or $20/jug (one free for every 5 jugs). Please confirm with us prior to 
event day.

Notes


