2010 Maysville Mine Rescue Contest

Team Exploration
Teams will examine all openings, conduct gas tests (GT), the captain will date & initial (D&I) the caved airtight area in the #1 Heading and the water over knee deep in the #3 Heading.

Team must travel in the No. 2 Heading.

Team Stop #1

The team will stop in the 2-1 crosscut (No. 2 Heading). The 50’  apparatus check (AP) will be conducted. Team will examine to the east-water over knee deep (between 2-1 and 3-1) and captain will D&I and team will take a GT. 
The captain will D&I and make a roof examination (R&R) at the caved airtight in the #2 Heading and GT. 

Captain will examine to the west and GT.
Team Stop #2
The team will then advance to the 1-1 crosscut (#1 Heading). The required GT will be made in the openings to the North & South. 
The team will gas test at the gas placard and the captain will D&I and R&R at the caved airtight south of the intersection.

GT will be made at gas placard to the north.

Team Stop # 3 
The team will advance inby in the No. 1 Heading to the 1-2 intersection. (2+3 rule) 
All required GT will be made in the openings to the North & East.
The captain will D&I and R&R the unsafe roof inby (North) of the 1-2 intersection. 

Team Stop #4
The team will advance across to the #2 heading 2-2 intersection. The captain will find the battery charging area and lunch box in the entry and he will examine the lunch box. The captain will D&I and R&R the caved airtight area. 

Team Stop #5

The team will have to pump the water in the #3 Heading. The pump will have to be energized to pump the water. This can be done by the team or by the briefing officer (FAB). Teams do not have to erect temporary stoppings at water to airlock before pumping. Teams can advance from the water line on either side when the judges flip the placard to show water is pumped.
Team Stop #6
After pumping the water the team will advance inby to the 3-1 intersection. The required GT will be made across the opening to the north & west.

A gas test will be made at the other opening depending on which way team came into the intersection.

Team Stop #7
Team will advance to the 3-2 intersection. The required GTs will be made in the openings north & west but because of the 3x3x2 rule the captain can only travel north of the intersection 3 feet.
Team Stop #8
The team will tie across to the 2-2 intersection. (2+3 rule) The captain will D&I and R&R the caved airtight. The required GT will be taken in the opening at the 2-2 intersection north. (Team has made all areas possible in the first 2 crosscuts)
Team Stop #9
The team will travel inby in the #2 Heading to the 2-3 intersection (or in #3 Heading to the 3-3 intersection). They must make a gas test at the placard outby the 2-3 intersection. Team will find the barricade to the west and the captain will D&I and GT will be made. No contact will be made with the person behind the barricade. The captain will go thru the check curtain and find the body and D&I and a gas check must be made in the opening to the east of the 2-3 intersection. The team will find the gas placard inby/north of the intersection and no one can go inby the smoke placard unless the team is all attached to the lifeline. The required GT will be taken in that opening before the team advances.  Team must count off before entering smoke!
Team Stop #10 
The team will tie across to the 3-3 intersection. All required GT will be made at the openings north and south. Captain will tie back to the south. The captain will D&I and R&R the caved area to the north of the intersection.
Team Stop #11 
The team will advance to the 2-4 intersection. (All team members must be on the lifeline while in smoke inby the 2-3 intersection.) GTs will be made to the east, north and west of the intersection at all openings. The captain will take a gas test across the opening north but can not go more than 3 feet into the face of #2 (2+3 rule, he can not D&I the body or extinguish the fire). 

The captain will most likely advance west toward 1-4 intersection (he will see the barricade in the face of #3 and the team is aware there is a cut through in the face of #1) The captain will find the unsafe roof and see the person placard inside but he can not reach it without timbers. He will R&R the area. 
Team Stop #12
All members must remain attached to the life line as the team is in smoke. All required gas tests will be made at the openings north and south on the 1-4 intersection. The captain will reach the temporary stopping (as it is less than 2 feet inby and the 2+3 rule exists) built by the previous team and D&I it.

Team Stop #13
The team will advance outby/south to the 1-3 intersection and the captain will make a gas check at the gas placard prior to the intersection. He checks the openings and all the required GT will be made east and south of the intersection. The team will travel to the unsafe roof where the captain will D&I and R&R. The captain will D&I the barricade with the contaminant and no contact will be made from inside the barricade. The team can not ventilate (as they have no timbers needed to set in the unsafe roof area in the 31 heading or the unsafe roof located between 1-4 & 2-4 depending on which way they choose to ventilate) and must continue to explore.
Team Stop #14
The team must advance to the 3-4 intersection in the #3 heading that has not been explored. All the required gas tests will be made at the openings north, east and south of the intersection. The captain will D&I and R&R the caved area south and find the timbers and pick them up. The captain will D&I and R&R the caved airtight east of the intersection. The captain can not reach the barricade as it is more than 3’ inby the intersection (2+3 rule) and the 1st barricaded area between 1-3 and 2-3 has not been made .
The team can now ventilate as they have three timbers. 
1st Ventilation builds (see map) Scenario 1
The team must build a temporary stopping between the 1-4 and 2-4 intersections. Team members must remain on the lifeline as they are in smoke and they must not endanger themselves by coming in contact with the unsafe roof in the area.
The captain must set the timbers through the unsafe roof in the #1 heading outby the 1-3 intersection.

The team must build a temporary stopping in the #2 heading outby the 2-1 intersection to protect the briefing officer.
The last thing the team must do is request a ventilation change and remove/take down the temporary stopping built by the previous team.  See 1st ventilation maps and clear gas placards shown.  Team must stop and check the cleared gas placard as they travel to the barricade. The team must hang a wing curtain in to the barricade to clear the low O2 in front of the barricade. The team must air lock into the barricade as conditions inside are unknown.
1st Ventilation builds Scenario 2 (see map)

The teams may ventilate as shown in this scenario which would only require the two builds (one is a diagonal) be made prior to the teams requesting an air change and removing or taking down the temporary stopping built by the previous team inby the 1-4 intersection (#1 Heading) 
Entering Barricade after 1st Ventilation
Team will enter the barricade and take a gas check and they will find the low O2 , 3 timbers and the live unconscious man. The captain will D&I the inside barricade and location of the patient. The team will bring the patient out to the FAB. (Low O2 inside barricade requires apparatus on patient)
Continued Exploration of the #2 & #3 Headings after 1st Ventilation
The team will return into the mine via #2 or #3 heading. The team can now explore the face of the #2 heading (extinguish the fire) and make contact with the barricade in the #3 heading.
In the #2 Heading the captain will D&I the body and R&R examination must be made prior to extinguishing the fire. (Fire can be extinguished) After extinguishing the fire the captain will D&I the face and gas test the fire area on the way out past the fire.

The team can now travel to the #3 heading and reach the barricade and there will be no response. There is low O2 in front of the barricade and it must be cleared by 2nd ventilation before the team can enter the barricade.
2nd Ventilation builds (see maps)
The team has 3 timbers to set in the unsafe roof area between the 1-4 and 2-4 intersections, if they ventilated as in Scenario 1. (All builds/removals of stoppings requires a ventilation change as air is in the mine) The team can not take the team built stopping down in the first scenario without timbering into the body in the last open x-cut. The captain will set the timbers in the unsafe roof and D&I the body. 
The team can not ventilate the smoke, CO & low O2 over the caved area with a body in the #3 Heading. The team should reverse the fan prior to making the builds shown on the 2nd Ventilation Map.
The team can make the builds before or after the fan is reversed but must ask permission for ventilation changes before builds or removal of previous built stoppings. (If the team leaves the temp stopping built by the previous team down) 
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THE FAN CANNOT BE STOPPED! Additional air direction arrows will be provided in the judge’s packet or turn the arrows on the field to the correct direction after the fan has been reversed or stoppings have been built or removed.
Entering the Barricade after 2nd Ventilation
After the second ventilation the team will wing air up to the barricade to clear the low O2 in front of the barricade. Once the judges have cleared the low O2, the team will build an airlock and enter the barricade, GT and DI the body and the face. 

If the unsafe roof and rib area between 1-4 and 2-4 has been timbered and the unsafe roof outby 1-3 in the #1 heading has been timbered then all areas of the mine that can be made safely is complete and the team will return to the FAB and turn the clock off. 
