FIRST LEGO League Judge Assistant’s Instructions
As a Judge Assistant, you have several functions to fulfill:

1) Manage teams waiting to enter Judging rooms

2) Keep Judging sessions on schedule

3) Respond to any problems that arise by notifying a Judge Advisor or other volunteer

This may sound daunting, but it’s actually pretty easy.

Basically, you will hang out in hallways outside Judging rooms. Teams will show up for their Judging sessions. Make sure you know what their team numbers are and where they fit on the schedule (which you will have a copy of) and let them know how long they’ll be waiting, especially if things start to slip. Encourage them to keep quiet—remind them that when it’s their turn in the Judging room, they won’t appreciate noise outside.

If we have small whiteboards available, it’s also useful to list the current and next few team numbers and the Judging rooms they are scheduled into: this helps when teams have a long wait and forget what they’re doing.

The schedule includes time for a few breaks and for lunch, and there may be slack periods in the schedule when no teams are scheduled. Be careful of these breaks—sometimes a team has to be rescheduled due to slippage in other areas, and so you probably shouldn’t just vanish.

You will often wind up with several teams waiting; make sure they know the order they are in—if you do this by telling (for example) the team with the purple T-shirts that they’re after the team with the funny hats, you probably won’t need to do anything else for that team other than shush them occasionally if they get loud.

If a team appears to have gone AWOL—they haven’t shown up and their judging slot is getting close—first check the schedule to see if they’ve got a table run just before. If so, then hopefully they’re on their way. If you are really worried, one of you should go looking for them. Ask any other volunteer if they can go look—you’re needed back at your hallway. Occasionally a team may not show for a tournament; we don’t always know this until Registration is complete. Your Judge Advisor should tell you about any no-shows as soon as he or she knows about them.

When a team enters or leaves a Judging room, close the door if they don’t, so the Judges can deliberate.

You are also empowered and encouraged to help keep the Judges on schedule. This means that you keep an eye on the time, and when a slot is up, open the door so they wrap it up. If their deliberation runs long, again, open the door to remind them that it’s time for the next team. The first set of timeslots has extra slack built-in; the normal time between slots is only two minutes. There is also overall slack in the schedule, so if you get a couple of minutes behind, it’s not a crisis. If a team shows up early and the Judges are ready, feel free to start them early—obviously this allows more opportunity to recover from slippage.
When (we’d say “if” but we’ve done this too many times!) problems arise: know who the Judge Advisor is that you are “reporting” to, and where to find him/her. Any other volunteer may also be able to help you.

Ideally we use two Judge Assistants per hallway; this allows you to spell each other if someone needs to get help, etc. Occasionally we are short-staffed and you may be working solo. If this happens, don’t panic—we’re all here for the same thing. If you are alone and a problem arises, ask a parent or coach who isn’t about to enter Judging to go get help.

Last but not least: Have fun—that’s one of the primary goals of FLL! And thank you!
