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Pack 1143

Pinewood Derby Car Rules
1. New Cars Only. You may not race a car built for any prior Pinewood Derby.
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Weight. Each car must weigh at most 5.00 ounces.  Any weights must be fixed in place. You may not use moving weights or mercury. Overweight car cannot race. (Tools will be available for last minute adjustments on Friday).

3. Size. The car must be no more than 7 inches long and 2 ¾ inches wide. Leading edge must be no more than 1 ¼ inches above track to stay behind the starting gate.

4. Official Parts Only. Each car must be built using the wood, wheels and axles provided in the official Cub Scout kits. Special axles, wheels or car bodies not provided in the kits cannot be used. 

5. Wheels and Axles. The wheels may be lightly sanded to smooth out mold marks, but may not be narrowed or grooved or otherwise modified. The axles may be filed or polished to remove imperfections. Wheel bearings, washers, bushings, or springs are prohibited.

6. Wheel Placement.   The width between the wheels must be at least 1 ¾ inches. The ground clearance between the body and the track must be at least 3/8 inches and no more than 5/8 inches.  The length of the wheelbase cannot be extended beyond the standard 4 5/16 inch distance.  Wheels must be perpendicular to track and not angled to reduce friction.
7. Lubrication. Only dry, graphite or white, powdered lubricant may be used to lubricate the axles. No oil, silicone spray or other lubricants are allowed. No lubricant may be applied after the car has been checked-in for the race. 

8. Detailing. Cosmetic details using other materials (driver, decals, Lego etc.) are okay as long as they do not violate other rules. Cars with wet paint will not be accepted.

9. Only gravity to propel it. The car must be free-wheeling, with no starting or propelling devices. 

10. Inspection. Each car must pass inspection by the Registration Committee before it may compete. If a car fails to meet the rules, the Cub Scout will be told what problems exist and may change the car to meet the rules. Decisions of the committee are final. (Some tools and spare parts will be available for Cubs who need to make last-minute adjustments).
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Car Check-in and Registration is in the evening of Friday January 20, 2012.
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Rules for the Race 
1. Good Sportsmanship!

2. Promote positive experience for all the Cub Scouts! 
3. If a car jumps the track or interferes with another car, the heat will be rerun. If it happens again, the car will be eliminated from that heat. 

4. If a car breaks down or loses a wheel, the owner will be given 5 minutes to perform repairs and the heat will be rerun. If it breaks down a second time or cannot be repaired within 5 minutes, it's eliminated from that heat. 

5. If a car is eliminated from a heat, it will be judged based on its other three times. A car that's eliminated more than once is eliminated from competition for speed. 

6. Following inspection, a Cub Scout may not handle his car again, except to race it [image: image8.jpg]
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during his heats or to perform repairs allowed in the event of a breakdown.

Race Organization
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The main event is a set of heats and periods:

  HEAT is 4 cars running down the track once.   

  PERIOD is when all registered cars run once each.   

  SET is when all cars have run once in each lane.

We involve the Cub Scouts:

Racers are called up ahead of scheduled heats into the Staging Area, take their car from the supervised “Parking Lot” and place it at the start themselves (with Starter Officials help).

Cub Scout racing in Lane 1 starts the race by pushing the red Start button at the Finish Line (after the green light indicates Heat Ready).

The other Racers watch their cars run the track and after the results are announced they recover their cars and return them to the supervised “Parking Lot” area.

The Racers stay alert for their name, are part of the action and get recognition when their [image: image11.wmf]Max.

1 1/4 in

Max. 7 in

3/8

cars run. They are part of the race, not merely watching the leaders have fun. 

Pinewood Derby Design Hints

The Pinewood Derby Car is your child’s project – help him, but let him do it! Here is a few simple concepts you can share with your child and promote science awareness as well as basic project planning.  This year, Pack 1143 will have a Team Trophy awarded to the fastest den team, so share your ideas with other scouts.  Most importantly, have fun together!

Fundamental principle of Pinewood Derby Car Design:

Kinetic Energy (speed) = Potential Energy (weight, height) - Lost Energy (friction)

Design Strategy for Speed:

1. Accelerate early and hold your speed. 
2. Maximize potential energy and minimize lost energy. 

Design your car so that it runs in the smoothest, straightest line.

Design Strategy for Appeal:
Just have fun with it and be creative, go wild !   (…and mind the size rules.)

Construction steps (Help your Scout plan ahead):

· Prepare wheels and axles 

· Square-up the sides of the block and draw profile of car on side of block 

· Mark locations of axles, if other than slots, and drill holes for axles with #44 bit - test drill in other wood first and check nails for snug press fit

· Cut car's profile 

· Draw top view, including openings for weights 

· Cut top view (scroll saw is good for this) 

· Shape and Sand 

· Weigh body, axles, wheels. Add lead weights to total 5 ounces (you can buy weights from the Scouts Store)

· Glue lead pieces to car body - (5-minute epoxy works well, hot-glue is good alternative) 

· Trim to weight limit; final sanding

· Paint/Decorate (keep in mind where wheels and hubs will touch) 

· Ream slot for axels (or pre-drilled holes). Install and align wheels.

· Add white powder lubricant or dry graphite and work it into wheels.

Always maintain safety!

Don’t let your child use power tools.

Use protective eye-wear.

Additional Supplies can be obtained from the Scouts Store – call 770-988-9912 or go to http://www.scoutstuff.org/
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