
ENDURANCE LEAGUE 
 
2  x  8 Week Leagues 
4 Categories with 4 races per category per night. 

A Experienced Track Riders 
B Experienced Club Riders including competent U16s 
C Hire Bikes, Club Riders, M60s, Novice, competent U14s upwards 
D Youth U10/U12/U14 
 
Racing Starts at 7pm Sharp and we have an enclosure with riders ready for next race. Riders 
must not cross the finish line twice and put up back on the fence as we may put riders on the 
fence after preceeding race crosses finish line.  Time between races makes the difference in 
getting through the program. We use race numbers which we issue for the league and we just 
input the numbers into a spreadsheet 
 
There is some crossover in the above categories as e.g. faster M60s could be B and novice U16s 
could be C. We run the league as a fluid thing with A/B/C all competing for same number of 
points and the League can be won from any of the 3 categories and riders can be moved up or 
down categories on the night. The aim is to create competitive racing in all categories. 
 
Points per Race are 5/3/2/1 and apart from very early or late season we would have 4 races per 
category.  If numbers on a night are low we can run just two categories but we may introduce 
some handicaps.  
 
Race 1 : Scratch and in early season we may control the first third of the race with riders going 
up and over. We start from the fence and if all riders are in a group after 50m we blow the whistle 
for the race to start. We don’t run a neutral lap as this just introduces delays on the night. 
Distances A 14 laps, B 12 laps, C 10 laps  (460m Track) 
 
Race 2 : Skill (Long) 
(A) Devil – One Neutral Lap, then last rider out every lap (460m) 
(B) Tempo – 3 Pace Laps, then one point per lap after that (A 14, B 14, C 12) 
(C1) Points Race – A 12 Lap 4 Sprints 4/3/2/1, B 12 Lap 4 Sprints, C 9 Lap 3 Sprints  
       Bell on 8, 7, 4, 1 
(C2) H/cap Points Race –  
      Starting lower group maybe half a lap up so they can possible mop up the first two sprints 
(D) Win & Out (9 Laps)  
       1st Sprint on 3 for the win, 2 next on 6 for Second, Final Sprint for 3rd and 4th 
(E) Reverse Win & Out 
        9 Laps – 1st Sprint for 3rd, 2nd Sprint for 2nd, Final Sprint 1st and 4th 
(F) Snowball Tempo  14 Laps – 6 Sprints (every second lap) 
      Bell 11 Sprint 10     1 pt 
      Bell 9     Sprint 8       2 pts 
      Bell 7     Sprint 6       3 pts 
      Bell 5     Sprint 4       4 pts 
      Bell 3     Sprint 2       5 pts 
      Bell 1     Sprint 0       6 pts 



 
Race 3 : Sprint 
(A) Kilo Dash – Rolling Start riders the width of the track 
       Max 8 riders at Sundrive- Start on whistle 2 laps Plus 80m  
(B) Mile – 3.5 Laps at Sundrive 
       Rolling Start bunch – Max 12 at Sundrive 
(C) 4 Lap H/cap – Riders spread around the track on the fence 
(D) Unknown Distance Keirin 4-7riders riders riding conservatively watching each other until 
whistle goes when riders are in the back straight signalling 700m to go, ride to Bell 1.5 laps 
 
(4) Race 4 H/cap 
Hare and Hound A/B or B/C Generally Hare Starting half a lap up minimum, with Race distance 
anything from 8 to 12 laps 
 
We aim for 3 sections but that depends on who turns up. 
 
YOUTH SECTION U12 and some U14 
Same races but shorter distances, e.g Points Race, Sprint could be every lap or every second 
laps. Preference for Reverse win and out as it evens thing out and we would have h/caps within 
scratch etc  Youth Points are kept separate. 
Additional Races for youth would be Italian Pursuit, and h/cap Chariot Race with each rider 
paired with a Senior or Paced Groups, where each group has a pacer 
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