
Starting a Drill Team
Riding with a Drill Team is an honor and a privilege. Most motorcycle riders will never practice to 

achieve the skill that is necessary to be competent on the street, let alone at the close intervals required 
by Drill Team riding. This guide is developed for you to learn to experience the excitement of drill team 
riding, but also be safe. To that end, this guide is created with the goal of teaching you how to form the 
basis for a team, select riders for key positions who will perform well in the required duties, ensure that 
you have a start on how to teach new riders the skills necessary to become safe on a team, that team riders 
are taught the maneuvers they will need to immediately recognize and act on during a routine so that all 
riders will be safe at the level they are training or performing at, and comfortable in the knowledge that 
the riders around them are equally skilled. Teams become a family. Riders will not function as a team 
unless they trust each other that much.

The Practice Pad 
   You will need a practice area, or drill pad, that is clear of obstructions to practice on. It should be at least 
as large as the largest area you intend to perform on, preferably larger so you have room to park along-
side, and room - just in case - you overshoot your area. Such spaces are sometimes available at schools, 
churches, casinos, ball parks, abandoned or unused airfi elds, etc. Ideally, a motorcycle dealer with a train-
ing area may be interested in sponsoring your team or allowing you use of their training/demo ride area 
when they are not teaching in return for a show (shows) at the dealership.
   For initial training, a fi eld size of approximately. 100 X 200 feet will work. Performance pad sizes will 
vary from one team to another, one event to another, from 60 X 60 feet up to a  fi eld size of 150 X 300 
feet. 
Explain to owners of the facility the purpose of the use of the lot: forming and training a precision mo-
torcycle drill team, (as opposed to a stunt or racing team), and the benefi ts to the owners — good will, 
positive publicity from the team, the fact that the team will be keeping that part of their facility clean and 
that no marks will be made on the fi eld.

The Team 
Riders - Get commitments from 4 or more riders who are willing to work together to form the nucleus 

of a riding team (6 to 10, of course, would be better). It is not necessary to have the best riders in the area. 
Average riders, who are willing to listen, learn and share ideas are often more likely to make better team 
riders.

Prospects are likely to shy away from the idea because they are worried about damage to their bike and 
possible injury. Any rider you are considering having on your team should be nervous about damage to 
their bike. If they have no concern for their own bike and body, they certainly have no concern for yours. 
You can learn the hard way or just trust me, you don’t want riders who aren’t worried about damage 
to their bikes. That said, you are very likely going to have damage to everyone’s bike if they ride long 
enough. How much and how often will be a direct refl ection of who you choose as Captain. Pick your 
riders as equal members. Leaders will become obvious as you begin practice.

Captain - Don’t leap to your best rider as your Captain. He/She may be the right person, but best rid-
ing skill is not the quality that will make them successful. The Captain will need to make the team walk 
until they are safe to ride a routine, keep riders off the team until they are safe to ride with, assess whether 
the team can safely perform on a space offered at a venue, critique riders and squads to ensure that the 
show will look good to the crowd and, sadly, sometimes tell riders they just won’t be able to join the 
team. Anyone can wear the shirt and take the credit when the team looks good. You won’t look good by 



accident. Your Captain will need to be someone who can and will do the hard jobs and the ugly jobs for 
the benefi t of the team and safety.

Drill Master:  A Drill Master or sideline instructor, if available, is a very handy team member. They 
are not restrained by desire to have a certain position, and they get to see the routine as spectators would 
see it. That makes them able to spot errors and bad positioning without causing errors of their own as a 
riding member would be prone to do during practice. 

Squad Leaders: Squad 1 - Typically the routines are called by the Leader of Squad 1. That rider needs 
to be a mental multi-tasker with a good memory. The Squad 1 leader will need to memorize the routine, 
make the calls to the team for each maneuver, then an executive command - normally “Break!” - without 
executing the maneuver before the command, call the next maneuver often while completing the current 
maneuver, call the turns at the end of the pad and the position everyone is to return in, all while making 
his/her own turns consistently sized and at a constant speed. The entire team guides on this rider. It is 
crucial that the circles are consistent so that riders will remain in formation even when they are unable to 
see him, that he doesn’t change speeds during the routine causing riders to fall behind or bunch up, that 
he is able to press the Talk button, inform the team of the upcoming maneuver while still riding the one 
being done and, when things go wrong, think clearly and calmly enough to either lead the team off the 
pad without risking further damage or add a simple maneuver or two to allow a “lost” rider to get back 
into position without alerting the spectators that any problem has occurred. 

Squad 2 - The leader of Squad 2 should be very skilled at matching an adjacent rider without great use 
of throttle or brake - smart enough to turn the same size circles and confi dent enough to arrive at close 
proximity. It is important to execute commands without hesitation to keep the whole squad in proper ori-
entation to Squad 2. It is a great benefi t if the Squad 2 leader memorizes the routine well enough to call 
it if needed. There is rarely a warning when a headset fails or a radio fails. Certainly the Squad 2 leader 
would never, ever forget, but...

I encourage all Captains and Squad Leaders to learn and understand this expression and use it often if 
there is a mistake during a performance: “No one knows what we’re supposed to do but us. Finish the 
routine without berating your team mates. We can fi x the problem at practice. We can’t fi x a bad image 
of our team that you created while acting like an ass.”

Mid-Pack riders - Need to be effi cient, confi dent and control-oriented. They will follow commands on 
call, match their leaders and simultaneously match their adjacent partner. This is no place for cowards. 
When the mid-pack riders fall back, they usually end up in another rider’s space and big problems arise. 
Confi dent riders do their job properly with confi dence in themselves and the riders around them without 
fl inching at the close proximity.

Back of the Pack - “Stuff” rolls downhill. Drill team problems compound as they go to the back of the 
squads. When the front or middle riders hit the brakes or the gas, extra gaps are created as the subsequent 
riders adjust their spacing. The riders at the back are crucial for the appearance as a team rather than sev-
eral bikes doing similar things. They not only need to match the bikes in front of and beside them, they 
need to quickly close gaps that open from accelerating in front and brake early and smoothly to provide 
safety for the preceding rider while continuing their motion so the team doesn’t look like a caterpillar. 
The spacing most visible to spectators is between the fi rst two bikes and between the last two bikes. In 
between they are watching the maneuver take shape. Rear riders need to be quick to see situations form 
and quick to adjust their speed up or down without looking “jerky.”

Learning to Ride 
It’s good to have enough brave souls to consider learning to ride close in front of a crowd, but now the 

real work starts. You must learn to do everything the same way at the same time. Always. 



Central Florida Motorcycle 
Drill Team Skills Test

Rider  ____________________________________________   Date:  ______________

Tested By:  _____________________________________

Slow Ride -       Pass / Fail       (circle one)
3.5 seconds over 2 parking spaces. SMOOTH will be judged as part of pass/fail. The 
Trainer’s approval is the main criteria here.

U-Turn Box on Go Pad    Pass / Fail       (circle one)

23’ Circles    Left  Pass / Fail       (circle one)
     Right  Pass / Fail       (circle one)

25’ Snowman     Pass / Fail       (circle one)

25’  Iron Cross   Left  Pass / Fail       (circle one)
     Right  Pass / Fail       (circle one)

2 bike length mark-off    Pass / Fail       (circle one)

Recommendation of Trainer:   ______________________________________

Recommendation of Tester(s): ______________________________________

Drill team riders need to know how to control their motorcycles very well before they start practicing 
close to other bikes. Things don’t always go perfectly. Rough pavement, manhole covers, etc., may cause 
some unplanned adjustment. Riders need to be able to ride BETTER than the routine calls for. To avoid 
arguments, excuses and favoritism, a test should be created and used before a rider is allowed to practice 
in the team setting. These are the MOST BASIC skills they need to master to the point that they do them 
without thought or effort. 

The test below is used by the Central Florida Motorcycle Drill Team for all of their new riders before 
they can ride with the team, and each year after the holiday break, all riders have to take and pass the test 
before they can start practicing with the team again. Seniority has no meaning. Even the Captain has to 
pass. When practice starts or a new rider is added, every rider KNOWS that the riders around him have 
practiced to achieve the skill needed to be safe at close intervals.



The Maneuvers
Maneuvers - In their simplest form, all maneuvers are either circles or straight lines. Which way they 

go and how close you do them make the big difference. And of course, as drill teams, we want to do them 
with several bikes at a time, perfectly synchronized. Nothing to it! If you’re starting your team with any 
experienced riders, they probably brought some maneuvers with them. If not, I would suggest contacting 
some other teams and ask for a bit of help. We tend to get defensive of our best maneuvers, but any good 
Captain would be glad to help you with the simplest maneuvers and turns that we all do. Just learning a 
way to turn a team around at the end of the pad and something to do in the middle is a good start. You’ll 
start adding more complicated maneuvers as you master the simple ones. 

Spacing - Learn to ride together, starting in deuces. The lead rider of Squad 1 sets the pace and is the 
guiding position for all maneuvers. He/She MUST have a steady throttle hand and consistent circles or 
the team will be constantly adjusting their speed and turn radii. The riders of Squad 1 set the distance 
and the arc when riding in deuces. The Squad 2 rider guides on the mirror of his/her partner. An optimum 
distance between mirrors is from 3 to 8 inches apart. Whatever distance you choose, all riders should 
be the same. This will take time and practice to maintain on a regular basis. Spacing between following 
bikes can be 30 inches to 12 feet, depending on the maneuver. Start at 10 to 12 feet to be safe. You’ll 
work closer when everyone is comfortable. Once you decide on the distance between bikes that you want 
most of your maneuvers to be done at, line up bikes and make sure each rider has a way to identify that 
distance from the bike ahead. You can use small strips of transparent tape on the windshield or the rider’s 
windshield vent at a certain position on the trunk of the preceding bike, etc. Whatever distance you de-
cide on, it’s important to make sure that each rider can achieve that distance when required and stay there.

Turns - You will need to learn to turn your whole team around as a team at the end of the performance 
pad or your show will be limited to one pass in front of the crowd. There are several types and your 
choice will ultimately be dictated by the location and position of your riders as they reach the end of the 
pad and the position you wish to be in as soon as you turn around. 

As the Deuces formation is one of the most commonly used, the two most often used turns are Flare 
Out and Flare In. Picture two bikes riding side-by-side and nearing the end of the pavement. For Flare 
Out, both bikes simply turn away from each other and turn back, either to return to the same line they 
were using, or possibly to the outside of the performance pad. For Flare In, both bikes would turn away 
from each other, but keep going in the same direction and then turn back to meet at the line they were 
traveling (normally the centerline) going back in the opposite direction. The advantage of Flare Out is 
that is can be done at the very end of the pad, plus, you have all the space you need to turn around. A 
Flare In is very handy when you need all the space you can save for the next pass. The disadvantage is 
that if you cut your turn off short at the outside, you won’t have room to return without crossing the line 
dividing you from your partner. 

A Racetrack Turn is handy when the team is divided at the outside of the pad and you wish to stay that 
way on the return. Both Squads of riders simply round the end of the pad and go the other side, much 
like a sweeping race track turn. It’s important to decide in advance which Squad will be on the outside 
and which will be inside. It’s very important that the last bike on the inside not lag behind as the fi rst bike 
outside can’t turn until he/she passes that rider.

A Banana Peel turn is  handy when you wish to reverse the order of the team. It’s typically used when 
the team is in a position stretched across the pad (like a Wedge or Straight Line) and it’s not practical or 
safe to return to Deuces or single fi le before turning around. The rear bike turns back, followed by the 
next-to-last, etc. The leader ends up in the rear.

Circles - Circle as a team, usually called Matching Wheels, has been a requirement of drill team com-
petition ever since riders fi rst became crazy enough to ride too close together in teams. The team is di-



vided into two Squads and ride in Deuces at a set distance from the bike preceding them, (normally 30”), 
then at a set point, they circle away from each other, returning to the same point at the same time with 
their partner. Matching Wheels is a good training maneuver for new riders to get used to riding in close 
proximity with another bike that is not on the same path. It is also the cornerstone of drill team riding.

Circles can be done in single fi le, in pairs or even larger rows - pinwheels.
Straight lines - Although it may sound boring, some of the most exciting maneuvers come from straight 

lines. New teams and new riders need to learn how to ride staying next to a partner as well as staying in a 
perfectly straight line behind the lead bike. It sounds like you need eyes that look in two directions at the 
same time, but the effect is minimized by having one Squad responsible for setting the distance between 
the leading bike and  the other squad responsible for matching them. If the fi rst bike is wrong, they’re 
both wrong, but it still looks better than straggled bikes. It also solves the “Chip and Dale” issue; “After 
you,” “No, you fi rst,” “Go ahead, I insist.”

Straight lines can be done to cross through circles, cross through lines of bikes, done in groups, i.e., 
Wedges, Diamonds, Wings, etc.

The Show
Routines - Routines are the very basis of a drill team show. Maneuvers are the skills that you wish to 

show in a prescribed pattern of the displacement of your riders. What?... Who will do what as you pass 
in front of your audience. As a team, your goal is to entertain a crowd. That’s done by one or several 
“routines,” collections of the “maneuvers” you have learned in a pre-planned order to create a display 
that entertains and amazes the crowd. You may be all together in a wedge or other formation, you may be 
coming at each other in “squads” to do something that looks dangerous, passing one or two bikes through 
your formation in an exciting way or just executing a quick series of turns that requires every rider to do 
the exact same thing at the same time. 

Typically you will perform in 2 squads, often side-by-side, sometimes apart. It is important for the rid-
ers to perform the maneuvers at the same time, in close order but without contacting each other. Among 
your riders, there will be one or some who can create maneuvers with the number of bikes your team 
has (always an even number). Hopefully, you’ll have at least one who can connect the maneuvers into a 
routine that fl ows smoothly and looks impossible to the crowd you are performing for. Other teams will 
be a big help here, as most have one or more simple routines that they are happy to share to give you a 
head start. You’ll make it bigger and better as you create more new maneuvers, but always hold on to 
your simplest routine as a good way for new riders to learn.
   WALK-WALK-WALK Before riding any maneuver or a routine of linked maneuvers, walk those ma-
neuvers over and over until everyone understands the maneuver and his/her part of the maneuver. Walk 
each one the same way the  maneuver will be ridden — spacing, fi eld location, head turns, commands 
(the Captain or designated routine caller should be the only one talking).

The best way to learn about routines is from an operating drill team who is performing them. YouTube 
is full of motorcycle drill teams, tricycle drill teams, aircraft drill teams and even a lawnchair drill team. 
It’s bad form to copy another team, so watch and get ideas, but design you own. In fact, design something 
better! If you don’t know where to fi nd an operational drill team, start with the Internet or call me. 

Managing the Team 
When you fi rst start a team, probably all riders are equal. Certainly the skill level may be different, 

but everyone is learning maneuvers and routines from scratch. It will probably be a whole new language 
before your fi rst show. As time goes on, riders will want to add to the routine, make improvements with 
more complicated routines, and perhaps have more than one routine. That’s all good until you reach a 



point where you have a beautiful, complicated routine or two, and new potential riders start showing up. 
Now they’re very far behind the curve of your trained, experienced riders. Adding a confused new rider 
will likely cause one of your valuable, experienced riders to take his motorcycle home to save it from 
“rookie damage.” You need to devise a system so your veterans can observe new trainees and see how 
they handle themselves in a group, whether they are listening to the team Captain or Trainer, and apply-
ing the ideas of how to ride safely as a team. It takes discipline as well as courage to make a good drill 
team rider. It’s about performing as a team, not seeing who can do the maneuvers fastest.

Travel - Some events are at distant locations where overnight accommodations are provided by the 
host. We have little control of the number of rooms the host may be willing to provide, so the distribution 
priority of the rooms should  be established early so there is no undertone of favoritism. You may need to 
share. No member should be penalized for NOT bringing a Co-Rider. If riders assigned to share choose 
not to, they should consider sharing the cost of getting their own. The status of rooms and riders should 
be considered before agreeing to the show.

Riders Not Riding - There may be times when riders need to be absent; work, injury, bike repair, etc. 
Riders should only be removed by their request or by majority vote of the team riders. 

The longer your team improves, the greater the likelihood that a rider will be rusty on return after an 
absence. The timing, the instant memory and execution of maneuvers, the spacing all get just a little bit 
off.  It’s not as easy as riding a bicycle all alone. It’s good to have a system where your returning rider 
knows he won’t put himself or his friends in jeopardy on return. 

I would suggest that after 3 months absence, riders be returned to Trainee status. Skills testing and 
Trainer (or Drill Master) approval should be required to re-assume full riding status. They will know 
when they’re ready to get back to full practices again.

Randy Rodriguez, GWRRA Assistant International Director of Drill Teams
Captain, Central Florida Motorcycle Drill Team



Training exercises that are readily available for the serious- minded riders:
 a. ERC-type fi eld exercises as taught by riding schools.
 b. ARC (GWRRA) fi eld exercise, through Rider Ed.
 c. GWRRA Top Gun exercises available to download from the GWRRA Rider Education web site. Start 
with some of the exercises from the Novice level, then progress quickly to the Intermediate level, practicing for 
profi ciency in the Intermediate exercises. Move on to the Expert level as riding abilities improve. (The California 
Gold Angels use the Top Gun Expert exercises to qualify a new rider for their team.) These exercises improve 
both riding ability and riding confi dence.
 d. PLP exercises--modifi ed to fi t team training goals.

Fun Practice and Exhibition Routines.
 a. In a 30’ x 60’ box: enter on the right long side of the box, ride the perimeter to the starting corner, then 
into a fi gure 8, using the whole box, then a 360 degree turn starting at the same corner, then out of the box. Or 
repeat the exercise without exiting the box. Without exiting, add another rider behind the leader, then another, then 
another. Experiment with your own variations.
 b. In an “intersection” or “Swiss Cross” with 4 legs, each 30’ long and 30’wide, ride the perimeter, riding 
as close to the cones as possible, using rounded turns at fi rst, then squaring off the corners. Friction zone, foot 
brake assist and proper head turns will make this one easier and more fun. A 360 degree turn can be added in any 
leg, especially in the entry leg. Follow the leader with as many bikes as skill and confi dence allows.

Contact the GWRRA International Director of Drill Teams or the Assistant International Director for further in-
formation at any time. Among the responsibilities of the Director and the Assistant Director is to assist in thefor-
mation of new teams, plus helping with the continued growth and success of all GWRRA drill teams. At present, 
Wing Ding encourages any GWRRA Drill Team to perform exhibition performances for the membership. 

We are ready and willing to travel up to 1,000 miles to assist you in forming your team if you can provide a place 
to stay and meals. You will need to make your team available with a sutiable pad to practice on for at least one   
day. The longer the day, the more your team will benefi t.

Jim Graybeal
GWRRA International Director of Drill Teams
Past Captain, Arizona Precision Motorcycle Drill Team
10405 N. 41st Lane
Phoenix, AZ 85051
602-439-5352    home
602-499-2772    cell
azdrillteam@gmail.com
www.azdrillteam.org

Randy Rodriguez
GWRRA Assistant International Director of Drill Teams
Captain, Central Florida Motorcycle Drill Team
4742 Brookhaven St.
Cocoa, FL  32927
321-863-7499
happenings1@bellsouth.net
www.centralfl oridadrillteam.com



Tips For Captains:
Make sure members understand the dedication and time it requires to be a part of a drill team.  There are no 

individuals in a successful team, only team members doing what is necessary for the team.
Walk the routines to learn the routine and work out changes safely. Shoes are cheaper than bike parts. Walk 

your routine before every practice, performance and competition.
In December we would use the gym at our local Law Enforcement Training Academy for winter (walking) 

practice. Winter practice would be where any changes to personnel or the routine would be made in the fi rst few 
weeks. When the weather broke we met on the practice fi eld and rode. We always rode our complete routine at 
least twice but never more than three times in a practice session.

During shows, never allow wasted trips up and down the fi eld to setup the next routine; they should fl ow from 
one to the other. Once we decided on a routine we never, ever made a change to it until the next season.

A good routine has to be a mix of excitement for the fans and precision for the judges.
Assign an “excitement” level to each element of our routine from 1 to 5.   We would always start with a 4 or 5 

for the fi rst maneuver to get everyone’s attention and then drop to the lowest level and start building the excite-
ment until ending with a diffi cult, very precise maneuver to leave the fi eld.   

It’s always good to leave fans and judges with something good to remember you by.
EVERYONE should have a phone and email list for the entire team. You should keep one in your bike, too.
Create a phone tree for communication where the top level is the two people that make the decisions and com-

municate all information in a timely manner.
 Make rules about practice that govern the time, frequency and weather issues and stick with it.
 Make a list of standards that each member must abide by. You are a shining example of motorcycle safety, 

handling and personal conduct.  Each member refl ects the entire team. This is particularly important when you 
are wearing team uniforms.

 There certainly is a requirement for discipline but there is also a requirement to have fun.  It takes a while, but, 
socializing with the members and spouses is the best way to create a bond that carries over to the drill fi eld in a 
big way.

Watch as many drill teams as possible.  Most teams will have a signature maneuver. Get your own.
 Be creative.  Some of our best maneuvers came from members saying “What if we did this…”
 Video.  No amount of talking can really tell a member what he’s doing wrong and how to adjust his position 

as well as a video of the maneuver. With today’s technology it is very simple to video and display the maneuver 
right on the practice fi eld.

Start slowly.  Run each maneuver just fast enough to be stable. Speed will come.  
Keep it loose to start with.  The routine will get tighter as confi dence builds.
Don’t work on one thing too long at a time.  Do something else or take a break.
Make the same calls with the same tone and timing every time, walking and riding. 
It really doesn’t matter if there is one inch or two feet between bikes, they all must be the same.
If the lead bike runs over a spot on the fi eld each bike behind him must hit that same spot.
The leaders must be very smooth. Any bit of roughness will be amplifi ed by the rest of the team.
Captains, be aware of each team members strengths and weaknesses and place them in the lineup accordingly.  

Some people just can’t ride while looking at the bike next to them; some people excel at it.
To be a good member of a team one must have consideration of others before themselves.
Learn to follow the bike in front of or beside you and forget everything else.
Safety, safety and then above all safety… with a dash of reckless abandon.

Courtesy of 3 GWRRA World Champion Team Captains:
 Jim Graybeal, Arizona
 Gary Sanford, Middle Tennessee
 Randy Rodriguez, Central Florida 


