



Event Name: Sleep When You’re Dead Multi-Sport Challenge

Event Date: October 10-11, 2020

Event Time: 9pm October 10 - 9am October 11

Event Location: Ben Delatour Scout Camp, Red Feather Lakes, CO and 
Roosevelt National Forest

Event Disciplines: Trek, mountain bike, navigation

Event Distance: Cut off - 12 hours (approximately 10 miles trekking and 20 miles 
mountain biking)

Number of Participants Expected: 40

Participants: Coed or open 2, 3, or 4 person teams


Event Plan 

Summary: The second annual Sleep When You’re Dead Multi-Sport Challenge will be a 
night time Halloween themed adventure race consisting of single track mountain 
biking, on and off trail trekking, navigation, and special challenges. Teams of 2, 3, or 4 
race and stay together for the entirety of the event in order to find and retrieve 
checkpoints. Teams will have 12 hours to complete the entire course, and the team 
with the most checkpoints in the fastest time, will be the winner. In order to make it a 
Halloween theme, checkpoints will be items like glowing skulls or black crows instead 
of the traditional orienteering flag. 




Schedule:


Up to 2 weeks prior - checkpoints to be placed by race director or volunteers

12:00pm-5:00pm Saturday, October 10- Race check in set up (Camp Jeffrey dining 
hall)

5:00pm-7:00pm Saturday, October 10- Team check in (Camp Jeffrey dining hall)

8:30pm Saturday, October 10- Pre-race meeting (Camp Jeffrey dining hall)

9:00pm Saturday, October 10- Race start (Near dining hall)

9:00am Sunday, October 11- Race cut-off/Finish (Near dining hall)

10:00am-12:00pm Sunday, October 11- Awards ceremony (Camp Jeffrey dining hall)


Race Plan by Leg 
Leg 1: Bike (2-3 hours) 
Teams will start the race at Camp Jeffrey dining hall at 9pm and proceed on bike to 
retrieve checkpoints on trail within Ben Delatour Scout Camp along the south and west 
portions of the Perimeter Trail.  

Leg 1 finish time: 11:00pm-12:00am

Leg 1 finish location: Junction of Perimeter Trail and 68C - Transition Area 1/2 (TA1/2).


Leg 2: Trek (2-3 hours) 
Teams will transition from bike to trek at TA1/2. Teams will proceed on foot within Ben 
Delatour Scout camp on and off trail south of the Perimeter Trail on the East side. Leg 2 
finish time: 1am-3am

Leg 2 finish location: Junction of Perimeter Trail and 68C - TA1/2


Leg 3: Bike (3-4 hours) 
Teams will pick up bikes and transition from trek to bike at TA1/2. Teams will proceed 
on bike north of 68C along the Boundary Trail to connect to the Granite Ridge Trail to 
the Lady Moon Trail south back to the Elkhorn Creek TH. Leg 3 will end on the north 
side of 68C just north of Camp Soaring Eagle at TA3/4. 

Leg 3 finish time: 4am-7am

Leg 3 finish location: TA3/4 on the Northside of 68C north of Camp Soaring Eagle


Leg 4: Trek (1-2 hours) 
Teams with leave bikes at TA3/4 and proceed on foot on and off trail within Ben 
Delatour Scout Camp. Teams will return to TA3/4.

Leg 4 finish time: 5-8am

Leg 4 finish location: TA3/4 on the Northside of 68C north of Camp Soaring Eagle


Leg 5: Bike (<1 hour) 
Teams will retrieve bikes from TA3/4 transition to the final bike leg of the race. Teams 
will proceed on bike along 68C and cut south through Camp Soaring Eagle to the finish 
line at Camp Jeffrey.

Leg 5 finish time: 6am-9am October 20th




Leg 5 finish location: Camp Jeffrey Dining Hall


Race Finish/Cut-Off Time: 9am October 11th, 2020


Gear Requirements Listed Per Leg: 


Leg 1 Biking (Approximately 2-3 hours)

Bike

Helmet

Emergency Blanket

Pack to carry food, water, and required gear

Sufficient food

Sufficient water

Rain Jacket

Sufficient clothing for weather & weather changes

Beanie/Buff 

Wool or Fleece under-layer 

Gloves 

Puffy/down jacket (recommended)

Spare Socks (recommended)

Spare bike tire or patches

Bike Tool (per team)

Bike pump (per team)

First Aid Kit (per team)

Compass (per team, 2 recommended)

Working Cell Phone (per team)

Maps (provided, per team)

Passport (provided, per team)

Bike lights (front white, rear red blinking)

Headlamp (with extra batteries)

Whistle (per person)

Folding knife (per person)


Leg 2 - Trekking (Approximately 2-3 hours)

Pack to carry food, water, and required gear

Sufficient food

Sufficient water

Rain Jacket

Running/Hiking Shoes

Head Lamp (with extra batteries)

Emergency Blanket

Sufficient clothing for weather & weather changes

Beanie/Buff 

Wool or Fleece under-layer 




Gloves 

Puffy/down jacket (recommended)

Spare Socks (recommended)

First Aid Kit (per team)

Compass (per team, 2 recommended)

Working Cell Phone (per team)

Maps (provided, per team)

Map Case (recommended)

Passport (provided, per team)

Whistle (per person)

Folding knife (per person)

	 

Leg 3 - Biking (Approximately 3-4 hours)

Gear same as leg 1


Leg 4 - Trekking (Approximately 1-2 hours)

Gear same as Leg 2


Leg 5 - Biking (Approximately 1 hour)

Gear same as Leg 1


*GPS - You may record your race on a device for fitness information to be accessed 
after the race. However, use of GPS info or data during the race is considered 
cheating.


Event Monitoring


Before, during, and after the event, all racer and race related gear will be monitored by 
an event volunteer at all times. 

In order to ensure racers stay on the race course during the event, race volunteers will 
be driving, biking, and trekking along the race course routes to monitor and ensure all 
teams are staying within allowed boundaries. During the pre-race meeting, racers will 
be informed of the race penalties for entering off limit areas, littering, leaving a 
teammate, etc. See race rules attached.


Crowd Control


Do to the nature of the event and racers/teams being in remote and distant areas, the 
Sleep When You’re Dead Race is not expected to have a crowd. Occasionally family 
members of racers ask where a good location is to view their family member, and at 
this request, race volunteers will advise them to remain at Ben Delatour Scout Camp.

Safety Plan




Throughout the race, the safety of the racers will be increased via the following 
methods:

All racers will be “checked in” and “checked out” by race volunteers at the transition 
areas and 1-2 additional check in/volunteer areas. These locations with be 
approximately 1/3, 1/2 and 2/3rds of the way through the race. At all times, the race 
director will know which teams are on which section of the course.


Each team will carry 1 cell phone in case of emergency within the cell coverage area.

Each race team will be required to carry the list of emergency contact phone numbers 
including 911 and the race director’s number.


Each team is required to carry “mandatory gear” for their safety during the race which 
is dependent on which leg of the race. Racers much carry certain gear throughout the 
entire race which includes an emergency space blanket, whistle, headlamp, and folding 
knife.


Race Rules


1. Be nice. All racers are expected to be examples of good sportsmanship to other 
racers, staff, and volunteers and recreational users.


2. Be helpful. Teams must assist fellow teams in need of medical attention. PENALTY: 
Penalties will be assessed for non assistance based on the infraction.


3. Stick Together. Teams must always remain within 100 meters and within visual & 
verbal contact at all times.  Splitting up out here is EXTREMELY unsafe, not to mention 
cheating. PENALTY: Up to Disqualification.


4. All team members must check in together at each transition area (TA). If one member 
must leave the course, they must do so at a manned checkpoint (CP) or TA and notify 
race management. If a team leaves a teammate out on the course that team will be 
immediately disqualified and not allowed to continue unofficially. Incomplete teams 
may continue unranked. A single person must join with another team who commits to 
staying with that new racer. Incomplete or single racers must carry the mandatory team 
gear.


5. Maps, Passports, Rules and Instructions must be carried the entire race. PENALTY: 
For lost map, rules or course instructions -- none. Lost passport – only credit for CP’s 
which are punched on passport.


6. Race numbers must be worn on the outside of clothing at all times (backpack 
recommended), except while paddling.  




7. Teams must manually punch passport in correct space at each CP. PENALTY: Failure 
to punch - team will not receive credit for that CP.


8. Teams that mistakenly punch the passport in the wrong box must designate the 
mistake on the passport clearly in order to receive credit.  If unclear, you run the risk of 
not receiving credit for the punch.


9. Teams that miss a CP will be ranked after teams that obtain all CPs provided that all 
CPs are in the correct spot. Missing a CP is defined as not going to a CP. 


10. If a CP is missing, take a picture or video to demonstrate your location. 


11. Final rankings will be as follows: A. Teams will be ranked by number of CPs 
acquired. B. Teams will be ranked by fastest time.


12. Race officials reserve the right to alter time cut-offs or the course itself to 
accommodate changing conditions and to ensure that teams finish on time. If your 
team is re-routed or there are other course changes, teams must sign the check-in 
sheet to acknowledge they understand the course change.


13. Mandatory gear must be carried at all times and will be checked on the course. 
PENALTY: 2 hours for each piece of missing gear.


14. Use of GPS or phone or similar device to assist with navigation is considered 
cheating and will result in disqualification.


15. PFDs must be worn at all times while on the water.


16. CPSC certified Bicycle helmets are required at all times during the bicycle. 
PENALTY: For not wearing bike helmet – Disqualification


17. Racers must follow Rules of Travel as outlined in Course Instructions. Where no 
specific path is designated, teams select their path between CPs. When instructions 
designate a specific route, teams must follow that path. PENALTY: For travel on 
forbidden roads or violating Rules of Travel first offense 4 hours / 2nd offense - 
Disqualification


18. Rear bike lights must be on at all times after dark. Glow sticks may be used to 
replace a malfunctioning rear light. Front lights must be on when entering and 
departing TAs. 


19. Race officials may provide water at some CP's or TA’s. There is no Food / Gear 
Drop unless specified by Race Officials. Teams may receive assistance from any 
registered team in the race. Teams may receive assistance from any unplanned source 
that would be available to any other team in the competition (for example stores, bike 
shops, faucets on the side of a building). Teams may receive assistance from the 



general public, defined as unplanned assistance from people who have no connection 
or affiliation with the race or a competitor in the race (for example assistance in the 
form of mechanical help, food, water, bike parts, directions would all be acceptable). 
Teams may not receive assistance from spectators or friends who are viewing the 
event, event staff or from support persons on the course outside of TAs.  PENALTY: 
Disqualification


20. NO LITTERING! Leave no trace! PENALTY: 4 hrs per infraction.


21. No fires unless absolutely necessary for safety/survival.  If a fire is necessary, keep 
it small, confined by a rock ring and extinguish it completely upon leaving.  Wildfires 
are real here. 


22. Use of cellular phone or Tracker is for emergencies or verification of safety only. No 
other use is allowed. PENALTY: Up to Disqualification


23. Race officials reserve the right to remove a team from the course for health, safety 
or other reasons, at the discretion of race officials and medical personnel.


24. Any team withdrawing from the race must notify a “live” person by checking in with 
a CP or TA volunteer or by calling the race director. Failing to notify race officials will 
result in that team being responsible for all search and rescue expenses.


25. Any protest must be filed in writing within one hour of the team’s finish and will be 
reviewed by the Race Committee.


26. Accepting first aid (other than IV) from a medic is permitted within TA's, Bike Drops, 
or Bike Pick Up areas.  IV's at a TA or calls for first aid outside of the aid station or bike 
drop/pick up areas will result in an unranked finish.


27. All teams must be checked in at the finish line by cutoff time. Teams will lose 1 CP 
for each 5 minutes after the race cutoff.  Teams may skip CP's (except designated 
mandatory CP's) at any time during the race. Teams may take any route to the finish 
line as long as their route does not travel on forbidden roads or through forbidden 
areas.  



