Pack 123: Pinewood Derby Rules for 2011
This handout is intended to be a sample to get you started.  

Race Day

	Pinewood Derby Day will be <insert date here>.

The Race Location is <include address and room numbers as necessary>.
Scouts should arrive with their cars at <30 to 60 minutes before the first race> for Pre-Race Inspection and Official Check-in.
Racing will start promptly at 9:00am.
All Cub Scouts will race against other scouts within their own Rank, starting with Tigers, then Wolves, then Bears, and finally all Webelos.  After all Scouts have officially raced, we will have an Open Class Race for parents and siblings.
Since awards are not handed out until all Scout Races have been run, everyone is encouraged to stay throughout all races to cheer on other Scouts.

Pre-Race Inspection

 All cars must pass inspection to qualify for the race. 

	The car must have been made during the current scouting year 
	The width of the car shall not exceed 2 ¾ inches.

The length of the car shall not exceed 7 inches.
The weight of the car shall not exceed 5 ounces.
Only Official BSA wheels may be used.  These are found in the Official Grand Prix Pinewood Derby Car Kit (WW17006), or Replacement Wheels (WW17007), or the new colored Wheels may be used.
Wheels can be sanded to remove surface imperfections, but the treads must remain flat and retain the full original width and diameter of the wheel.
	Only nail axles may be used that were originally supplied in a BSA kit. 
	Axles can be smoothed to remove burrs and flashing on the head and surface of the nail.
	Three wheels must ride on the track surface.  
	Wheel bearings, washers, bushings, and springs are prohibited.
	The car must be freewheeling with no powered starting devices such as springs, rubber bands, steam or gasoline powered engines or nuclear reactors.
	No loose materials of any kind (such as lead shot) are allowed in the car.

Only one car may be entered per scout.
Only dry powdered graphite lubricant can be used to lubricate the wheels.  Do not use oil or silicone as they can leak on to the track.









Official Check-In

	All scouts must personally check in their cars upon arrival, unless other arrangements have been made with the Derby Chairperson, in advance.

If a scout’s car does not pass inspection, he will be able to work on the car until the races begin to bring it into compliance with the inspection.
Once a car is checked in, it is parked in the “Pit” and cannot be touched, or modified until after the races are over.  All graphite lubrication must be completed before the car is checked in.

Race Rules

	Each heat will be announced.  

The Drivers should report to the end of the track to watch the race.
The Starter will make sure that the appropriate cars are loaded on to the track and will start the race.
The Infrared Finish Line determines who crosses the Finish Line first.
If a car leaves the track, interferes with another car, or looses parts, the heat will be re-run.  If on the re-run, the same car has similar problems, it will automatically lose that heat.
Drivers should take their cars off the track and take them back to the “Pit” for future races.
Lane Assignments for each heat are determined by a computerized Lane Spreadsheet.
Den winners are determined by a computerized scoring spreadsheet based on points for 1st, 2nd, and 3rd place finishes for each heat.
In the case of a tie, a tiebreaker race will be held between the tied cars.
The top three finishers from each Rank will advance to the Pack Championship Heats which will be held after the Open Class races. 

Cub Choice Award

Every car that races in the Pinewood Derby is eligible for the Cub Choice Award.  Scouts may enter additional cars for the Cub Choice Award.
The voting for the Cub Choice Award will take place prior to the Pinewood Derby Championship Heats.
Each Scout gets to pick five cars that he thinks are the best.  Each 1st place vote is worth 16 points, 2nd place: 8 points, 3rd place 4 points, 4th place 2 points, and 5th place: 1 point.
The highest point total will receive 1st Place Cub Choice and so on.
If the point total is a tie, the car receiving the highest number of 1st place votes will win; if still a tie, the highest 2nd place votes, and so on.
	If after all the tie-breakers are exhausted, a coin toss will be performed to break the tie.

