USA Cycling 2005 Rules


	Track Event Starter’s Guide

	Event
	Flying 200M
	500M/Kilo
	Individual Pursuit Qualifying
	Individual Pursuit Final
	Team Pursuit Qualifying
	Team Pursuit
	Team Sprint

	Special Rules
	Sprint bike
	TT bike
All must ride in the same session
	Max 2 Pursuits/day/rider; Min 2 hr rest
4km = Elite Men
3km = Elite Women & Junior Men
2km = Junior Women
	6 riders per team; 4 per session. 
Timing front wheel 3rd rider
Max 2 Purs/day/team; min 2 hr rest

1M to side, straight or 45°
	4 riders/team; 3 per round

	Seeding
	Random
	
	Pairs, fastest last
	Qualifying is run one team at a time with highest seed last
	Pairs -- In final, highest seed on Homestraight

	# To Qualify for Championship
	Varies, 24, 18, 16, or 12, as advertised
	Ridden as a Final
	Top 4 to Finals
	3 vs. 4
1 vs. 2
	Top 4 to Finals
	3 vs. 4
1 vs. 2
	Top 4 to Finals
3 vs. 4
1 vs. 2

	Start
	250m = 3.5 laps
333m = 2.5 laps
400m = 2 laps

Rider starts immediately after previous rider passes
	2-up as for Pursuit

Holder or start gate

Start procedure same as Individual Pursuit
	Straight within sprinter’s lane, front wheel directly over starting line
--------------
Start gate or holder with either a gunshot or countdown clock (50 sec UCI, USAC not specified)
	Riders line up with 1 m between them along the pursuit line or staggered at a 45º angle
--------------
Start gate or holders with either a gunshot or countdown clock (50 sec UCI, USAC not specified)

	

	False Start
	
	Early start, pushed, or gate fails at start, unrecognized mishap (e.g., pulled foot)
	Within 30 meters if there is forward motion before start gun, or pushed
	Within 30 meters if a riders moves forward before the start, is pushed, or if inside rider does not lead
	Any team member starts before signal. Tech problem.

	Action:
	
	Double Gunshot, restart immediately.
	Double Gunshot, restart immediately.
	Double Gunshot, restart immediately.
	With in ½ lap, Double gunshot; restart immediately

	Mishap

Re-rides
	Allowed to restart

Max. 1 restart
	Unrecognized:  Restart immediately
Recognized:  Restart 10 min or end of session

Max 2 starts/rider
	½ lap: any = double gunshot & immediate restart
------------
After ½ lap: any = do NOT stop, rider will restart at end of round 

Max 2 starts/rider
	½ lap: any = double gunshot & immediate restart
----------
Between ½ lap & final km = restart based upon formula in 2J10b
----------
Final km = Race is stopped for recognized mishap & use last ½ lap times decide winner

Max 2 starts/rider
	½ lap: any = double gunshot & immediate restart
------------
After ½ lap: any = team decides within 1 lap to continue or stop
Team will restart at end of round 

Max 2 starts/rider
	½ lap: any = double gunshot & immediate restart
------------
After ½ lap: = no mishap is taken into consideration – team MUST continue if they have three riders, otherwise race is over

Max 2 starts/rider
	Q: any mishap = restart at end of round.

F: any mishap = stop w/ double gunshot & restart.

Max 2 starts/rider

	Catch
	
	No action
	Must finish for time
	Double gunshot
	N/A
	Double gunshot
	

	End of Race
	
	
	Double gunshot
	Double gunshot
	

	Time Ties
	Broken by drawing lots
	Riders placed equally
	Faster lap time nearest finish
	Faster lap time nearest finish
	Faster final lap time


