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COMCAST ARENA at EVERETT INFORMATION:

1.0

DIRECTIONS to Comcast Arena at Everett:
2000 Hewitt Ave., Everett, WA 98201

From the North

Take I-5 South to Exit number 194 - US-2/Everett Avenue . Take the Everett Avenue ramp towards
the City Center . Turn right onto Everett Avenue . Turn left onto Broadway Avenue. Turn right onto
Wall Street (just past the center) to drop off participants.

From the South

Take 1-5 North to exit number 192 — Broadway exit. Continue going straight on Broadway and stay in
the left hand lane. Turn left on Wall Street (just before the center) to drop off participants.

From the East

Merge onto US-2 West. Turn slight left to take the I-5 S ramp toward Seattle/ Everett/Hewitt Avenue.
Take the ramp toward Hewitt Avenue/City Center. Turn slight right onto California Street. Turn left
onto Broadway. Turn right onto Wall Street (just past the center) to drop off participants.

GENERAL REGULATIONS
COMCAST ARENA at EVERETT

FOR YOUR COMFORT & SAFETY THE FOLLOWING RULES WILL BE IN EFFECT:

The following items are not allowed in Comcast Arena at Everett:

Cans Bottles Glass Weapons
Fireworks Coolers Food Beverages
Helium Balloons Beach Balls Alcohol Backpacks
Projectiles lllegal Substances  Animals (except ADA)

Laser Pointers Chains Spikes Oversized Bags

Artificial Noisemakers

Appropriate dress is required for all events held at the Comcast Arena at Everett. Shirts and shoes are
required at all times. “Gang colors” and/or “gang associated garments” are strictly prohibited.

Due to the expanded Clean Indoor Air Act (I-901), the ENTIRE GROUNDS of the Comcast Arena at Everett
are Smoke Free.

NO FOOD MAY BE BROUGHT INTO THE EVENTS CENTER

Participants may bring in a beverage for their own consumption through the pass gate only. All beverages
must be contained in a plastic or unbreakable container and must remain at the participant's bench or
locker room area.
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2.0

3.0

4.0

5.0

6.0

7.0
8.0

PARKING

2.1 Buses will stop and unload on Wall Street, then park for free at the Everett Train Station
parking lot (on Pacific Avenue).

2.2 Parking is on a first-come, first-served basis in the parking lots, parking garage, and street
parking around the Everett Event Center.

FACILITY/PARTICIPANT ENTRANCE: Participants and coaches will enter the Comcast Arena,
Everett on Wall Street (look for the sign "Participant Pass Gate").

PASSES (RE-ENTRY): All participants and coaches must have their hands stamped or be wearing
the coaches’ wrist band in order to re-enter the facility.

LOCKER ROOMS: The two (2) west locker rooms will be designated for the Salute to Spirit
participants.

5.1 Teams are responsible for any valuables brought into the facility.

5.2 The locker rooms are not dressing rooms. Teams will be scheduled for a maximum of ten
(10) minutes in a locker room.

5.3 Please do not leave anything behind, as another team will immediately need the room.

TRAINING ROOM: A certified athletic trainer from Integrated Rehab in Everett will be on site at all
times. Any school athletic trainer(s) must register with the event athletic trainer. Please bring
supplies for taping, etc.

COMPETITION FLOOR: Teams will face north when competing.
WARM-UP AREA: A carpeted area will be available for stretching.

SALUTE TO SPIRIT DANCE/DRILL COMPETITION RULES

9.0 TEAM ROSTERS: Team rosters must be entered on-line through the WIAA Web site at
alki.wiaa.com/publications/Salute.aspx by January 17, 2009.

10.0 CATEGORIES: If one (1) to three (3) schools register within a specific category, that category may
be combined with another category.

11.0 COMPETITION RULES: NFHS Spirit rules will be strictly enforced in all categories.

12.0 SCHEDULE
12.1 Teams will be placed onto the schedule according to registration date.
12.2 Teams must be ready to enter the floor 10 minutes before their scheduled

practice/performance time.

13.0 PRACTICE: Each team is scheduled for a three (3) minute practice for their first routine and two (2)
minutes for each subsequent routine.

14.0 CATEGORIES:

14.1 Drill Down is a category in which individual participants may compete. Drill down participants
competing in the state championships must qualify through their representative WIAA District
events. The number of drill down participants will be allocated to each WIAA District, based
upon the number of schools in that District that sponsor dance/drill programs.

14.2 Dance: A Dance routine uses dance moves with the body to convey action on the floor. A
variety of dance styles may be combined, or one single style may be used in a routine.
Examples of dance styles include jazz, ballet, modern, lyrical, hip-hop, and/or funk. Turns,
leaps, group work, and the use of levels are common in a dance routine. When incorporating
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14.3

14.4

14.5

14.6

more difficult elements, proper technique should always be demonstrated. Themes may be
used. The emphasis should be placed on presenting a well-balanced mixture of difficulty,
creativity and dance technique. Backdrops, sets, portable dance floors, props and poms are
not allowed in this category.

Hip Hop Dance: A routine in which dancers perform a variety of hip hop, funk, and/or street
style dance. Dancers should exhibit execution, uniformity, body control, body isolations,
consistency of style, and rhythm. Choreography should demonstrate creativity, musical
interpretation, and visual effects. Intricacy, speed, strength, and/or athletic movement may
be incorporated for difficulty. Backdrops, sets, portable dance floors, props and poms are
not allowed in this category.

Drill: A Drill routine is precision oriented. A variety of marching and traveling steps, ripples,
contagions, group work and good use of levels are common in a Drill routine. A variety of
styles may be combined, or one single style may be used. Examples of Drill styles include
traditional drill, show drill, military or precision drill. Themes may be used. The emphasis
should be placed on presenting a well-balanced mixture of precisely executed dynamic
moves, creativity, difficulty and maximum visual effect created by the use of floor patterns
and movement. Backdrops, sets, portable dance floors, props and poms are not allowed in
this category.

Kick: A kick routine must be at least fifty percent (50%) kicks, meaning that kicks are the
focus of the routine. A kick is counted if one foot or one leg remains on the floor while the
other foot or leg is lifted a minimum of six (6) inches from the floor. A variety of kicks, group
work, effective floor patterning, and the use of levels are common in a kick routine. A variety
of styles may be combined or a single style may be used. Themes may be used. The
emphasis should be placed on presenting a well-balanced mixture of creativity, difficulty, and
variety of kicks. In addition, performers should demonstrate good upper body control,
uniformity of kick height, and proper kick technique. Backdrops, sets, portable

Color Guard/Prop/Production: Color Guard/Prop/Production: A Prop routine is a theme or
character oriented show, which incorporates props (poms may be used as props, but the
routine should not resemble a Pom Routine). Props, costumes, and the creative use and
interpretation of music can be used to develop and continue the theme. Color
Guard/Prop/Production routines can be Dance or Drill in style. The emphasis should be
placed on presenting a well-balanced mixture of creativity, difficulty, effect use of props and
complete development of the theme or character throughout the entire program. Backdrops,
sets, and portable dance floors may be used to enhance the program.

A Color Guard/Flag routine utilizes flags, rifles, sabers, ribbons, or hoops to demonstrate
technigue and enhance the program. Various styles may be combined or a single style may
be used. Examples include: traditional precision color guard, large flags, small flags, or
winter guard style (show oriented.) The emphasis should be placed on presenting a well-
balanced mixture of creativity, difficulty, synchronization and effective use of the prop(s) and
proper Color Guard/Flag technique. Flags, rifles, sabers ribbons, or hoops are required for
80% of the routine. Poms are not allowed in this category.

A prop routine should include smooth prop exchanges, full use of the props and precision n
prop movement should be seen throughout the program. Backdrops, sets and portable
dance floors may be used to enhance the program. Props are required for 80% of the
routine. Poms are not allowed in this category.

A Production routine is a theme or character oriented show that does not rely on the use of
props to develop the program. Backdrops, sets or portable dance floor may be used to
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15.0

14.7

14.8

enhance the program. Props are not required, but may be incorporated. Poms are not
allowed in this category.

NOTE: Teams should be required to indicate whether they are a Color Guard/Flag, Prop or
Production team. If choosing Props, the routine should be about the story and should show
ca continued use of props (80% of the routine.) If choosing Production, they could use props
if they wanted to. An example would be a West Side Story show, or an Austin Powers theme
with little or no prop use.

Pom: A pom routine is designed to emphasize the utilization and movement of poms. A
variety of styles may be combined or one single style may be used. Themes may be used.
Emphasis should be placed on presenting a well-balanced mixture of creativity, difficulty,
synchronized and precise movement of the poms, and maximum visual effect created with
use of the poms created in groups, levels and formations performed with many dimensions.
When incorporating more difficult elements, proper pom technique should always be
demonstrated. Use of the poms in hands is required for 80% of the routine. Backdrops,
sets, portable dance floors and props are not allowed in this category.

A school may enter only one team in each category. Each school may enter in a maximum
of three (3) categories.

SCORING/JUDGING

15.1

15.2

15.3
154

Uniforms and dress for performance are at the discretion of the team advisor/coach as long
as they comply with the category rules and are acceptable to the local school district.
Precautions should be taken so that the performing area is not marred. In general, good
guality leather, crepe or soft-soled shoes may be worn. Any shoes that will scuff floors must
be taped with non-marking tape. A safety/technical judge may check shoes prior to the
performance.

Each judging unit will consist of three (3) WOA/WSSJA judges plus two (2) safety/technical
judges. The three (3) scores will be added together. Any safety violation points will be
deleted from the total.

15.2.1 Routines will be scored on an average of:
90% - 100% (450-500 points) will receive a Superior rating

80-89.9% (400-449.9 points) will receive an Except ional rating
70-79.9% (350-399.9 points) will receive an Excel lent rating
50-69.9% (250-349.9 points) will receive a Good r ating
0-49.9% (0-249.9 points) will receive a Developin g rating

Judges will be positioned on one side of the facility.

The length of Dance, Hip Hop Dance, Drill, Kick and Pom routines will be 2-3 minutes. A
team is also allowed an additional 1-minute to enter and 1 minute to exit the performance
area. The length of Color Guard/Flag and/or Prop/Production routines will be 2-4 minutes,
with up to an additional 3 minutes to set and 3 minutes to remove props.

15.4.1 Judging and timing of the performance will start after the final announcement with:

1) The first note of music, or
2) The first movement, whichever comes first.
15.4.2 Judging and timing will stop when:
1) The last team member crosses the performance boundary area, or
2) The obvious ending of the routine, or
3) At the four (4) minute time limit, whichever comes first.
5
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16.0

17.0

18.0

15.5

15.6

15.7

Performance area: The entire raised basketball court represents the performance boundary
area. Team members need to move quickly when the announcer asks the team to take its
position. It is not necessary to march or blow a whistle. Go quickly to the starting position.

Entrances and exits from the performance area will not be judged by the performance
judges. Safety/Technical judging starts when the first participant crosses the performance
area boundary and ends when the last participant crosses the performance area boundary.

All teams must be ready to take the floor one team ahead. Stay out of view and do not get
into your entrance position until the official announcement to do so. The announcement
procedure will be:

15.7.1 The announcer will say, " High School take your positions." will
get into beginning position.

15.7.2 The announcer will then say, "Presenting High School, team name,” and
any other pertinent information.

15.7.3 The final announcement will be "Ladies and gentlemen, High School Drill
(or Dance) team. Good luck, , your music is on.” The routine then
begins.

MUSIC: All music must be approved by the loca | school district.

16.1

16.2

16.3

16.4
16.5

All music must be recorded at the beginning of a new compact disc (CD.) It is recommended
to have two new CD'’s in case of an accident or lost CD.

The CD will be checked during the practice session and will be kept by the announcer
until following the competition. CD’s must be in a plastic case identified with the team
name.

In case of a mechanical failure, the team has the option to go back to the beginning and
repeat their performance. Judging will not take place until they reach the part of the music
where the music stopped. There will be no penalty due to mechanical failure.

Music may have words, but all must be appropriate.

A representative of each team must be present at the announcer's table to cue the music
when their team is performing. The sound crew takes no responsibility if no one is there.

PROPS AND PREPARATION

17.1 Props or sets may be used; however, all props or sets used must have rubber or carpet tips
in order to protect them from scarring the floor. Up to three (3) minutes will be allowed for
placement and up to three (3) minutes for the removal of props.

17.2 No provisions will be made for special effects. The use of fire, smoke, and helium balloons
WILL NOT be allowed. Any violation of these safety rules will result in disqualification.

17.4 Props imitating or implying any sort of weapon will not be allowed except for the use in
traditional color guard performances. Violating this rule will be considered a technical
violation for unsportsmanlike actions.

17.5 Any work done to sets or props MUST be done outside, before they are brought into the
facility.

PENALTIES

18.1 Any damage to the floor resulting from a team’s performance will be that school’s

responsibility. Rosin is not allowed on shoes or on the competition floor.
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19.0
20.0

21.0

22.0

23.0

24.0
25.0

18.2 There will be a 5 point penalty assessed if the routine is over or under the 2-4 minute
established time limits. Penalties will be assessed in 10-second increments, 5 points for
every 10-second increment.

18.3 No points will be deducted if hands cross outside the court to drop or pick up pompons or
props.

18.4 A one (1) point penalty will be assessed for each performer who exits the designated
performance floor and then re-enters during the performance.

18.5 Afive (5) point penalty will be assessed if props are not set up/cleared off the floor within the
three (3) minute time limit.

18.6  There will be a 25 point penalty for choreographed drops and a 1 point penalty for accidental
drops.

18.7 There will be a .5 penalty for accidentally steppin g on items and accidental costume
malfunctions that DO NOT become a safety concern.

AWARDS: One trophy will be awarded in each category.

SPECTATOR and PARTICIPANT SEATING: Participants and spectators may not “block” or
‘reserve” seats.

20.1 Since teams will face to the north to perform, the north bleachers are designated for
spectators.

20.2 The south bleachers will be designated for participating teams. The west bleachers and the
east concourse may be used by both spectators and participants.

PICTURES: Team and action photos will be taken throughout the competition. Those photos will
be available for viewing on the Northwest Sports Photography Web site at 4nsp.com.

PROGRAMS: One program will be provided to each participating team. Programs will be on sale for
$3.00 each.

CONCESSIONS: Hot dogs, popcorn, candy, pop, water and espresso will be available in the
concession stands. Several fast food restaurants are within two blocks of the Comcast Arena at
Everett.

TICKET PRICES: $9 adults / $7 students / $7 seniors

LODGING: Go to the WIAA Web site at www.wiaa.com; click on activities; click on the 2009 Salute
to Spirit Motel and Restaurant Guide provided by the Snohomish County Tourism Bureau.

EVENT MANAGER: Cindy Adsit, Assistant Executive Director ~ 425-282-5232
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SALUTE TO SPIRIT
January 24, 2009

ATTENDING ATHLETIC TRAINER/TEAM PHYSICIAN REGISTRAT ION

Name of High School

Name of Head Coach

Name of Athletic Trainer

Is Athletic Trainer NATA Certified? Yes No

Name of Student Trainer

Name of Team Physician

In the event than an athlete needs medical attention on the court or in the locker room, the WIAA
Tournament Medical Personnel will make the initial assessment and then will turn the athlete over
to the designated school trainer and/or physician.

Please list any special needs or concerns regarding your student-athletes that may be helpful or
pertinent in any emergency situation (i.e. diabetic, epileptic, etc.)

Signature

Date
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