
 
  

Beginner Driver’s Handbook  

In-Car Instruction 

  
  

2021      

  

  

  

  

  

 

 

 

 

 

 

 

 

 

 

  

  

  
Speed Ventures  
12405 Venice Blvd #415  
Los Angeles, CA 90066 

(323) 973-7744 

info@speedventures.com 

www.speedventures.com  

  

  

   
© 2021 Speed Ventures, Inc.  



  

INTRODUCTION  

Thank you for choosing Speed Ventures for your track day! There is a lot to take in and learn during your 

first day on track, so please make sure to carefully read though all of the materials beforehand so you 

come to the track prepared. Due to COVID protocols, actually reading and understanding this document 

is very important. Perhaps more importantly, be sure to ask questions at the track!  

Before you arrive you should read and print a copy of this Handbook and the Speed Ventures Driver’s 

Manual. It is also a good idea to print the Drivers Briefing specific to each event (sent out before the 

weekend). These documents will explain everything you need to know to have a successful track day, so 

be sure to bring them with you to the track!  

  

WHAT TO EXPECT  

There are many different approaches to teaching new drivers such as yourself the art of road racing. 

These range from 3-day comprehensive racing schools to accelerated, less intensive programs such as 

the program you are joining this weekend. These approaches vary in cost, of course, as well as the time 

required of participants. Our program is designed to offer the lowest cost for a single-day program, while 

at the same time keeping everyone as safe and happy as possible. Here are some details regarding our 

approach:  

1. You will be assigned a private instructor. They are your guide and will be there to answer any 

questions you have. They are probably driving on track as well, so, while they will be busy with 

their own track day, you should feel comfortable checking in with them as much as you like. You 

may also check in with Speed Ventures staff at Registration at any time with questions or 

concerns.  

2. You will drive your car and your instructor will sit in the passenger seat.  

3. You will begin by driving only 1 lap at a time to begin. This will ensure that you do not get 

overwhelmed and that you can learn gradually, at your own pace. After each lap you will pull into 

the “hot pit”, check in with your instructor, and then go out for another lap. Once you are 

comfortable and are “playing well with others” on track, you can turn multiple laps in a row or 

entire 25 minute sessions without stopping!  

4. The “1-lap learning” approach described above is also in place to ensure that drivers on track in 

your group are not impeded by you. So, it is very important that you practice safe passing 

(“pointbys”, described below). Once you are doing plenty of “point-by’s” and letting people pass 

you, you can begin driving more than 1 lap at a time.  

As you can see from the description above, you are in an accelerated program where you will be sharing 

the track with drivers that have done one or two track days prior. Note that the other drivers in your group 

are either beginners like yourself or drivers with only 1 or 2 track days. There are no professional racers 

in your group! Regardless, it is important that you pay close attention to these written materials, your 

instructor, and ask any questions you have. We need to make sure the other, slightly-more-experienced 

participants have fun too!  

  

YOUR 4 GOALS FOR THE DAY  

The four main goals for the entire day are:  

1. Don’t crash!  

2. See and respond to flags  

3. Be aware of other cars in your mirrors, and get comfortable pointing them by  

4. Learn the driving line  

  

  

Goal #1 – Don’t Crash  

Crashes are rare, especially with our newer drivers. Most incidents occur with more experienced drivers 

who are pushing their limits to the extreme. Not crashing your car is a VERY easy goal to accomplish! If 



you drive within your limits, don’t scare yourself, increase your speed gradually, and pay attention to the 

flags and other rules, you should be fine! Crashes do happen sometimes, so it’s always a good idea to 

continuously reset your attitude throughout the day if you find you are driving faster and faster.  

  

Goal #2 – See and respond to Flags  

Racetracks, like the one you will be driving on this weekend, have people stationed in safe locations on 

course that will wave various color-coded flags when we want to communicate with you. These flags and 

their meaning are detailed in the flag sheet attached to this Handbook. It is important to note that seeing 

these flags, even if they are being waved, is not easy. You must train yourself to see them! This means 

you must look for all the flag stations on your first lap out (the corner marshals will be holding yellow flags 

your first lap out in the morning) and pay attention to those locations throughout the day up until your last 

session on track. If you do not look at the flag stations and miss a flag, for example, you might come up 

on a car (or two) stopped in the middle of the track that has just spun out. The flag is there to warn you 

so you can slow to a safe speed!  

  

Goal #3 – Be aware of Other Cars/Drivers, Be Courteous  

Unless you want to buy some private track time so you can be by yourself (we’re happy to arrange that 

for you if you wish!), you will always be sharing the racetrack with other drivers. Every driver drives at a 

different pace, usually in different cars, with different tires, etc.  It is very important that you learn to allow 

passing (point-by) for all drivers that you see in your mirrors. Without the “point-by”, cars are not allowed 

to pass you! This is called a “controlled passing” environment. Since the drivers behind you cannot pass 

unless you see them and point them by, you must check your mirrors often and point every car by you 

see behind you as soon as possible. This will ensure that everyone gets to drive at their own pace, learn 

at their own pace, and, most importantly, have fun. If you do not point cars by, we will get complaints from 

your fellow drivers and will have to speak with you. (We’re very nice, but we do need to make sure 

everyone is happy ☺).  

  

Goal #4 – Learn the Driving Line  

Your final goal for the day is to learn the “Line”. The Line is the particular positioning your car should have 

on track. The Line is the fastest way around and it is important that you learn it and stick to it BEFORE 

you drive too fast. Note that one of our goals for you is not to “drive fast”. Driving fast is a byproduct of 

driving the Line. You must learn the Line first. The Line is drawn on your track map and your instructor 

will help you try to learn it. It is not always easy, so expect that it might take you 3 sessions, perhaps all 

day, to learn it.  

  

4 GOALS SUMMARY  

Those are your four goals. Note that driving on a racetrack is not easy! It is a multi-tasking skill that 

requires hours of experience. Like skiing or snowboarding or golf, it starts off difficult and less fun and 

becomes increasingly more fun as you get the hang of it. It is important to be patient with yourself and 

know that, just because you are a Grand Tourismo champion, an ex-bank robber, fast in the canyons or 

on Mulholland, a professional drag racer, or have owned 10 Ferraris, you will not be good at road racing 

on day one! You must learn it like any sport. The difference is that you already know how to drive, so you 

might think you’ll be good at it immediately. This not how it works. Driving on a road course is very different 

from most other types of driving experiences. We find that people with extensive autocross or, 

occasionally, karting experience learn more quickly for sure. But, other than these two activities, we don’t 

see much connection between road racing and other driving skills.  

  

  

    

  



SESSION 1 GOALS:  

  

The first time out is often very confusing for new drivers. Be sure to relax, be patient, and follow the 

guidance of your instructor. You will be learning the track and getting a feel for your car driving through 

the corners driving much faster than you would normally. Do not feel the need to drive at the limit or 

pressure yourself to go faster than your comfort level. In addition to getting a feel for the track, you want 

to familiarize yourself with 4 things:  

  

1. Track Entry – follow the guidance set out for this particular track in the Drivers Briefing.   

2. Flag Stations – look for yellow flags out on the first lap so you can identify the stations. Every 

time you pass a station, make a conscious effort to look directly at it and confirm if there are 

any flags on display.   

3. Point-By’s – if you are not in a lead-follow session, be aware of who is in your mirrors and take 

the first opportunity you have to comfortably point them by on a straightaway between corners. 

Do not feel pressured to let them ahead until you are ready. Likewise, do not ignore your 

mirrors and go more than a lap without letting them by. If someone points you by, you do not 

have to take the pass until you are comfortable.  

4. Begin to memorize the racetrack and learn the Driving Line.  

5. Track Exit – when you see the checkered flag, slow to 70% and prepare to exit as outlined in 

the Drivers Briefing. You’ve now completed your first session!  

6. Be sure to keep track of your instructor! They are busy doing their own thing, so make sure 

you know where they are parked so you can find them. Be sure to arrange a meeting place 

for your second session.  

  

  

SESSION 2 GOALS  

  

Your second session will continue on the training you did on the first. Keep in mind all the points above, continue 

learning the track, and start think about a few more things.  

  

Things to focus on for Session 2:  

  

1. More point-by’s. If someone is in your mirrors, point them by.   

2. Keep checking flag stations.  

3. Look ahead – the car will go to where you are looking. New drivers tend to focus on the track right in 

front of them. As you learn the track and where you want to position the car, look ahead to your target 

apexes and you will have greater success.   

4. Begin to think about corners that have early turn-in points and early apexes, middle turn-in points and 

middle apexes, and late turn-in points and late apexes. Be sure to see the graphic below for this and 

to ask your instructor or a Speed Ventures staff member to explain further if you have any questions.  

5. Continue to memorize the racetrack and learn the Driving Line.  

  

  

SESSION 3 GOALS  

  

Session 3 will be your first session on your own. You should continue to watch out for flags, remember 

where track entry and track exit are, and make sure to point-by drivers who you see in your mirrors. 

Continue to be conscious of these areas as you start to focus more on perfecting the Line. Some drivers 

will be driving more quickly in session 3, so be sure to stay within your limits and remember your 4 goals 

for the day. Some other tips:   

  

1. Drive below the limit so you can focus on learning the driving line  

2. Continue to look ahead and pick out your apexes and other visuals early.   

3. Don’t worry about gears – use as few gears as possible, stay in a higher gear rather than lower.  

4. Slow In, Fast Out: get your braking done early so you can focus on the Line.  

5. Straight Line Braking: get all your braking done in a straight line. No “trail braking”.  

6. Do LOTS of opint-by’s! 



SESSION 4 GOALS  

Repeat, repeat repeat. It takes a long time to memorize a track, so you may find it helpful to focus on one 

set of turns in particular and see how different approaches work or don’t work. Drive smoothly in all your 

inputs, whether they be steering, acceleration or braking. Rough inputs slow the car and potentially 

destabilize the balance. If you are comfortable with all of the above, start to pay attention to what your 

car is telling you – oversteer, understeer, braking limits, how early you can get back on the gas in a turn, 

etc.   

  

WHAT TO DO IF YOU SPIN-OUT or SOMEONE SPINS OUT IN FRONT OF YOU 

What do you do if you spin? Here is a quick guide to spinning out: 

1. “In a spin, two feet in”. This saying means that if you lose control and you can no longer 

gain control that you should fully depress your brake pedal and your clutch (if you have 

one). The reason is that your number one goal once you’re spinning is to stop your 

vehicle! You do not want to roll back across the track. Make sure you fully depress the 

brake and keep your foot on the brake. 

2. Your next job is to make sure that once you’re headed off track, you keep going off track. 

Do not rally drive back on. Keep headed off track and come to a complete stop. 

3. Once you’ve come to a complete stop, figure out where you are. If you are on the track, 

stay put. Do not move. Let cars headed your way drive around you. If you move, they might 

hit you. Once there are no cars in sight, you can start up again (make sure you’re going 

the right direction). If you are off track, wait for the dust to settle and then re-enter the 

track after making sure there are no cars headed your way that you might impede.  

4. If someone spins in front of you, reduce speed, and move to the opposite side of the track. 

Do not hit your brakes hard. Do not stop! You might get hit by cars coming from behind. 

Always try to keep traffic flowing. 

5. After a spin you may continue if tires did not leave the racing surface. If you did go off 

track, you must come into the hot pit, check your tires, and then you can go back out on 

track. 

  

  

WHAT TO DO IF YOUR CAR STOPS RUNNING 

Never come to a stop on the track unless your car is impaired and cannot move. If this is the case, 

always stay in the car unless it is on fire. The only time NOT to drive in if there is suspected damage, 

is if you believe you are leaking fluids. In this case, stay off the track in a safe, non-impact zone so as not 

to add fluids to the course. 

  

  

CAR TECH  

  

A. Check your tire pressures immediately after the session to make sure they are where they should be 

when hot. IF you are running the OEM size tires, we recommend 5lbs pressure over the recommended 

starting cold tire pressure (as listed on the inside of your door). 

  

B. If you are going to come back for another track day, be sure to change your brake fluid to high-temp racing 

brake fluid. You may also want to use hybrid street/track pads once you start driving faster.  

  

C. We recommend leaving your traction control ON when you are first learning to drive on track.  

  

  

Conclusion:   

Take things slow so you can be thoughtful about what you are doing, and you will see your progression throughout 

the day. Remember the four main goals for the entire day which are:  

  

1. Don’t crash!  

2. See and respond to flags  

3. Be aware of other cars in your mirrors, and get comfortable pointing them by  

4. Learn the driving line    



PREPPING YOUR CAR TO DRIVE ON TRACK  

 

1. TOW HOOK/TOW POINT: IF your car becomes disabled on-track and needs to be towed back to the pits, or if 
your vehicle gets stuck in an off-track area, you will need tow hooks installed. In the absence of tow hooks, the 
tow-operator will have to attach another way and any damage is your responsibility.  

2. CAR NUMBERS: All cars must have car numbers on both sides and on the rear of the car. 3-digits, only one  
“1” or “7” in the sequence. The corner crew uses these numbers to spot and identify your car on track.  

3. CAMERAS: No handheld cameras are allowed. Securely-mounted cameras only.  

4. LOOSE OBJECTS: Remove all items from car and trunk, including floor-mats. Items like plastic bags can catch 

the wind and heavier items not bolted down can become projectiles in an accident. 

Windows  

Where there is a driver or passenger, the window 

must be down at all times on track. Sun-roofs must 

remain closed.  

Convertibles  

Drivers and passengers in convertibles must have 

eye-protection, either helmet visor or glasses/ 

sunglasses.  

Tires & Lug Nuts  

You’ll want to have at least 3/32-inch of tread on 

your tire at the start of a track day and you should 

check all your tire treads between sessions to make 

sure the tread is holding up. Do not go on track with 

corded tires. Check your lug nuts throughout the day 

and make sure they are tight.  

Passengers  

Passengers must keep their hands and arms inside 

the car at all times. They may not hold on to the roof 

or let their elbows hang out the window.  

Helmets  

Drivers and Passengers must wear Snell-Rated 

helmets. PLEASE REMEMBER TO BUCKLE 

YOUR HELMET BEFORE YOU REACH THE 

GRID.  

Seat Position / Arm Position  

When driving on track, you’ll want your seat closer 

to the steering wheel and pedals than when driving 

on the street. The bend in your elbows should be 

roughly 90 degrees, i.e., your forearm perpendicular 

to your upper arm.  

Steering Wheel & Hand Position  

Keep your hands on the wheel at the 9 o’clock and 

3 o’clock positions. When turning keep both hands 

on the wheel when possible or use a hand-overhand 

motion for increased steering input. Try not to 

shuffle your hands on the wheel and never grab the 

inside of the wheel underhand-style when turning.  



 

TURN GEOGRAPHY AND APEXING   

The geometry of a turn, its relation to the turn that precedes or follows it and other factors like banking, cambor or  
elevation changes will dictate the the optimal rac ing line but generically, the determination of where to apex a turn will  
result in the widest, and therefore fastest, possible turn.   

  



FLAGS  

   

The following flags will be used at Speed Ventures events to communicate critical information to drivers during a hot 

session. Every Speed Ventures participant must understand the meaning of each flag and its application. Flags must 

be obeyed immediately and without question.   

 

Active flag stations will be outlined at the mandatory morning drivers meeting. It is the responsibility of every driver to 

understand the location of each active flag station prior to entering the track.  

 
GREEN FLAG (Solid Green):  
When displayed, the green flag indicates that the 
course is clear, and that the session or race is 
underway. The green flag is ordinarily shown only by 
the Starter.  

               
YELLOW FLAG (Solid Yellow):  
Standing or Waving Yellow — Take care, danger, slow 
down, and NO PASSING FROM THE FLAG until past 
the emergency area OR the next flag station not 
displaying a yellow flag.  
Full Course Yellow (Race Sessions) — Indicates the 
entire course is under yellow flag conditions. All 
drivers slow to 80% speed but no slower, except when 
passing the incident or an emergency vehicle where 
additional caution is required. Speed Ventures will 
release a pace car to gather and control the speed of 
the field. Drivers separated from the lead pack should 
drive at 80% speed until caught up.  
               

NOTE: A driver may encounter several flags before 
reaching the emergency area. The requirements are 
still the same: SLOW DOWN, NO PASSING.  

              

WHITE FLAG (Solid White):    Standing or Waving 
White - Take care for a slow moving car, ambulance, 
or other emergency vehicle on the racing surface. The 
standing flag is displayed for 2 flag stations prior to the 
vehicle in question when possible.   
Waving White - In wheel-to-wheel races only, when 
displayed at Start only, the waving white shall indicate 
the start of the final lap of the race.  
White and Yellow - When displayed together, drivers 
should proceed with extra caution. The yellow flag 
generally signals a disabled car(s) while the white flag 
signals that an emergency vehicle, or other slow 
moving vehicle, is on track.  

   
SURFACE CONDITION (Yellow with Red Stripes): 
Take care. A slippery condition exists, or debris is 
present on the racing surface. This flag is displayed 
standing. The surface flag is generally held for one or 
two laps only. If the flag reappears at the same 
station(s), drivers should assume there is a new 
surface condition.  

  

  

  

  

  

  
              

    

         

BLUE FLAG (Blue with Diagonal Yellow Stripe): 

Another driver is following very closely or is trying to 

overtake. This flag may be displayed standing or 

waving, depending upon the speed differential. In 

HPDE sessions, drivers must heed the Blue flag by 

allowing the faster vehicle to pass as soon as it is 

safe to do so.  

 

BLACK FLAG (Solid Black):      
Open Black - Displayed at an individual car: Proceed 
directly to the hot pits or the location previously 
designated by the Event Coordinator. DO NOT TAKE 
ANOTHER LAP.  
Open/Waving Black Displayed at All Stations - The 
session has been stopped; all cars must proceed 
directly and immediately, at first opportunity, to the hot 
pits.  
                 

   
MECHANICAL BLACK FLAG (Black w Orange  
Ball): There is a mechanical problem with the car. If 
your car is smoking and/or possibly leaking fluid onto 
the track, pull off-line immediately and come to a stop 
in a safe location within sight of a flag station. 
Otherwise, proceed directly to the hot pits or the 
paddock. DO NOT TAKE ANOTHER LAP.  

CHECKERED FLAG (Black and White Checks):   
Displayed at Start/Finish to indicate that the session 
or race is finished. Do not slow when you see the flag 
OR after you cross Start/Finish. Maintain full speed 
until the end of the straightaway before beginning 
cool-down pace. Cool-down pace should be 80% 
speed, full control but no slower, in order to clear the 
track quickly.   

NOTE: Point-by passing is allowed on the checkered 
flag lap.  

               

RED FLAG (Solid Red): Displayed at each station 
and on the Starter’s stand.  
EXTREME DANGER – THE SESSION HAS BEEN 
STOPPED. Carefully come to an immediate, 
controlled stop checking your mirrors to make sure 
drivers behind you are also slowing. Extend your fist 
out of the window and up to signal the driver behind 
you. Stop in a clearly visible location giving other 
drivers space in case they miss the flag. Stop at the 
side of the race track, preferable off-line and within 
sight of a staffed flag station. Stay in car with helmet 
on, chinstrap buckled, seatbelt or harness attached, 
and engine running. You may proceed to the pits when 
the red flag changes to a black flag.  

  



RACING GLOSSARY  

  

APEX: The point in a corner where a car is closest to the inside edge of the track. Drivers try to “hit” the apex to take 

the straightest line and maintain maximum speed. On many turns, there is a berm here to allow cars the best 

possible line.  

EARLY APEX: A driver turns into a corner early. An early apex forces you to scrub off more speed to exit safely.  

LATE APEX: Turning into a corner late and missing the optimum apex point. A late apex is almost always the safest 

option.  

BERM/CURB:  These are the slightly raised paved areas often at the entry, apex, and exit of a turn. They are often 

marked with red, black, or yellow stripes or paint.  

CAMBER:  The angle that wheels are tilted inward or outward from vertical. If the top of the wheel is tilted inward, the 

camber is negative.  

               

CHICANE:  An “S” like track configuration generally designed on a fast portion of a track to slow cars. Also referred 

to as “esses” or a “switchback.”  

               

CORNER WORKER:  The flag wavers who staff corners to notify drivers of dangerous situations and to direct them in 

off track excursions, mechanical breakdowns, and other emergencies. They are there to protect your safety, so treat 

them with courtesy and respect.  

               

DRIVING LINE:  This is the line to follow around a racetrack that allows you to carry the most speed. Remember, the 

shortest distance around the track usually isn’t the fastest. The fastest way around a track is the straightest. Any 

time you turn the wheel, however slightly, you scrub off speed.  

               

ENTRY POINT:  This is the place you want to be when coming into a turn. This location allows you the best line through 

the turn.  

GRID:  The area in the hot pit where the cars line up to go out on track.  

               

GRID PERSON:  The person who stands in the grid to check safety equipment and wristbands then direct the cars out 

onto the track. This is usually the person you will go to see if you receive a black flag.  

               

HOT PITS:  The area where cars enter and exit the track. Only crew members and drivers are allowed into the hot 

pits for safety reasons.  

               

LIFT:  To raise or lift your foot of the gas pedal.  

               

MARBLES:  Rocks, tire bits, and other small debris that collect off the racing line. If you go off line and into the  

“marbles”, you will have significantly less grip.  

               

OFF LINE:  Driving off the best racing line. Drivers will go off line to attempt a pass a slower car or to move out of the 

way to allow faster cars to pass them.  

               

OVERSTEER:  A condition when the front of a car has more grip than the rear. This is the same as a car being “loose.”   

PADDOCK/PIT AREA:  This is the area where drivers park between sessions. The speed limit is 15MPH in the 

paddock/pit area.      

PARADE LAP/WARM-UP LAP:  There are no “parade laps” at Speed Ventures events, but sometimes people will refer 

to the warm-up lap that way. This is simply the first lap of a session. Drivers use this lap to warm up their engines 

and tires.   



      

 SWEEPER:  A large sweeping corner.           

  

STARTER:  The person standing at the Start/Finish Line (or in a tower above) who controls the track with a series of 

flags. As you session nears completion, make sure to watch the starter for the checkered flag.  

                           

TECH:  Short for tech (or technical) inspection. Each driver must submit a tech inspection form so Speed Ventures 

can confirm their vehicle is safe to proceed on track. A “teched” car has passed inspections.  

               

UNDERSTEER:  When a car has more traction (or grip) in the rear than in the front.  

  


