LEADER SUMMARY OF RTS TRIP MANAGEMENT

River Touring Section, Angeles Chapter, Sierra Club 

A.
Creating a Trip

1.
Select a trip within your rating that you would like to lead, set a date and find an assistant.  

2.
Write the trip blurb for the Outings Chair (it will go in the Current) and decide whether it should be in the Sierra Club general bulletin.

3.
Write a trip sheet to mail to participants on your trip. Indicate required gear.

4.
Accept reservations from paddlers who have the necessary qualifications and skills. If you don't know a paddler, ask questions to determine skills and past paddling history. Talk to other leaders who do know the person. If no one knows the paddler, refer him/her to the designated person on the Safety Committee for an evaluation.

5.
On your trip, you have the right to select and to refuse participants.

6.
Before leaving on your trip, check the flow (if possible) and try to get information on any unusual conditions. Verify these conditions when you get to the river.

B.
Signing Paddlers In

1.
Get to the meeting place at least 15 minutes early and have the paperwork ready. 

2.
Have everyone sign in and dress quickly. Be visible during this process.

3.
Conduct the pre-trip meeting. Either do paddle and whistle signals here or just before putting in. Explain that you will inspect boats at the put-in.

4.
Remind everyone to take all required and necessary gear to the put-in. 

C.
Preparing For the Shuttle

1.
Decide whether the shuttle will be run before or after paddling. Before is usually better, but occasionally, to save light or avoid rain, etc., after is preferable.

2.
Make sure timing, the mechanics of the shuttle and the lunch plans for the day are clear to everyone. Verify that everyone knows the plans and the locations involved.

3.
Move boats and double- or triple-up to reduce number of vehicles going to put-in.

4.
Recruit available shuttle support to move all or nearly all vehicles to the take-out.

5.
Make sure gear is transferred (and food, too, if lunch will be carried on the river).

D.
Preparing for the Put-In

1.
Conduct a pre-put-in meeting, and conduct it on dry land with everyone present and atten​tive. If paddlers are already in the water, ask them to return to shore.

2.
Find out who has throw-bags and first aid kits. A 1st aid kit is required on each trip.

3.
Tell who will lead, who will sweep, and significance (stay between, keep up).

4.
If there is any paddling order, tell what it is and give reasons for it.

5.
Assign guardians or buddies, if necessary. Know and use your best paddlers.

6.
Describe any hazards or rapids and explain how you want the group to deal with them. Remind paddlers not to stand up and walk in the river if they flip and swim.

7.
Tell the canoeists not to sit in eddies waiting for Judgment Day. Tell the kayakers that they can't play forever in every little wave and must keep up with the group.

8.
If you have any follow-the-leader or other playful approaches, explain them. Try to contrib​ute to the confidence and to the skill development of the paddlers that you're leading.

9. Inspect for helmets, wetsuits, life jackets, paddles and flotation appropriate for the run. All canoeists and kayakers must have adequate flotation and everyone, even rafters, must wear helmets on runs rated class 2 or higher. At least one extra paddle is required on every trip, although it is the leader’s option to require more. Carry a paddle yourself or make sure that someone is carrying one. Look to see that nothing is loose on any boat or hanging over the gunwales. Don't let paddlers carry loose water bottles. Paddlers without the essential gear don't go.
E.
Putting-In

1. On the first put-in of the trip, don't let anyone go into the water until you're ready.

2. Explain your warm-up plans, and tell everyone how/where you will meet when it is time to begin the trip downstream. Usually you will tell people to meet in an eddy after 10 minutes, or you will blow a whistle or yell when you're ready.
2.
Once you're ready, if you let someone launch before you do, make sure it is an expe​rienced paddler who can rescue a swamped or swimming boater.

3.
If you launch in a rapid or a riffle, make sure someone with sufficient knowledge and skill is down below to help any boaters who capsize soon after putting in.

4.
If the put-in is difficult, ask someone to help the inexperienced boaters put-in, or do it yourself.

5.
Make sure that people stay within view of the paddler in front and just behind. Some​times beginning paddlers worry about passing others or being passed (especially on the Owens). Let them know that people will be moving up and back all day, and that if it is done safely, passing and being passed are not major matters.

F.
Approaching a Rapid

1.
Decide in advance whether you need to make any special preparations for a rapid. These may include scouting a rapid (from shore or by boat), setting up lines, assign​ing safety boaters, giving special instructions, assigning guardians, establishing a paddling order, giving whistle or paddle signals, playing follow the leader, having someone paddle another person's boat, etc.

2.
Communicate these preparations at an appropriate time. Sometimes you may want to explain your plans before you put in; other times you may want to move everyone into an eddy and explain what is about to happen. 
3.
Don't let people blunder into a rapid that they don't expect. Make sure that new peo​ple know the route, scout it, or are close enough to an experienced paddler to see where to go. Wear helmets and PFDs and carry throwbags during a scout.
4.
In a rapid, paddlers are to stay a safe distance behind the boat in front, which has the right of way. Paddlers peeling out from an eddy are obligated to give the right of way to boats coming downstream toward them. Paddlers eddying out are obligated to get off the eddy line and to get out of the way of people who want to follow them into the eddy. A paddler remaining on an eddy line is proclaiming, "I am a legitimate target. You may ram me." Beware of surfers. Some would not see a locomotive coming.

5.
If someone goes over in a rapid, execute the rescue that you planned. That may include throwing a line; deploying kayaks and canoes to pull the paddler, boat and gear to shore; or shouting encouragement to self-rescuers. Encourage swimmers to hang onto their boats and paddles unless there is a genuine threat to their well-being. Remind them to stay on their backs and to avoiding walking. Make sure that there are enough rescuers available to collect the paddler, the boat and the paddle. People not in​volved in the rescue should stay out of the way. Swim​mers who let go of boats and pad​dles and permit gear to get loose are to be vigor​ously reminded of the error of their ways (unless there was a genuine danger and a reason to let go). 

G.
Concluding a Trip

1.
At the end of a paddling day, make sure everyone is safely out of the water and is in an acceptable physical and mental state to load boats and to drive.

2.
At the end of the trip, sign everyone out. Allow yourself enough time to exchange pleasant​ries. Try to determine if there were any problems or sources of dissatisfac​tion. If you have any ques​tions about incidents or paddling skills, take a few minutes to consult your assistant or other paddlers.

3.
Make sure that no one is stranded on the shuttle and that everyone's car starts.

3. 4.
Within 10 days of the trip, file the proper paperwork.
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