2014 Etowah District Pinewood Derby Championship
Saturday April 5, 2014
Hosted by Pack 159 at Windrow Estates Clubhouse
3209 Windrow Lane Matthews, NC 28105
Impound at 0800. Race at 10 am until….
$5 entry fee.
Trophies for the Top Three overall fastest Scouts in Etowah!!
Open to the top three Scout Division Winners in each Pack (or up to three Scout
entries from each Pack- no open class entries) See attached rules.
Snack Bar will be available; Doughnuts and Coffee for breakfast, snacks, and Pizza
and BBQ sandwiches will be available for purchase at lunchtime.
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Etowah District Pinewood Derby Rules 2014- adapted from Pack 515
 The top three finishers in the Scout Division from each Pack in Etowah are eligible to enter
the 2014 Etowah District Championship. In other words, the 1st, 2 nd and 3rd Scouts overall
from each Pack are eligible. If those scouts cannot attend, you may substitute up to three
scouts and their cars in lieu of the first second or third finishers.
 No open class cars may be entered.
 Attendance: The Cub Scout MUST enter his own car. This means that the Cub Scout must be
present at "Inspection and Registration" to enter his car into competition.
 Single Entry per Scout.
 Cars must be newly built for the current Scout year. Reuse of previous cars is prohibited.
 Your entry must use the contents of the Cub Scout Grand Prix Pinewood Derby Kit (e.g.,
wheels, axles, and wood) provided to each scout – or official BSA replacement parts.
 Details such as a steering wheel, driver, fenders, decals, paint and interior detailing are
permissible as long as these details do not exceed the length, width, and weight specifications.
These details do not have to come from the kit. All details must be securely fixed to the car.
Addition of details, especially weights, which reduce the preset undercarriage clearance of the
car, may cause interference with the starting or finish gate.
 Wheel assemblies must be made from the parts found in the kit (i.e., Wheels and nails – no
solid axles). or official BSA replacement parts.
 Wheels and Axles: The car must roll on at least 3 of its wheels from the kit. The wheels shall
turn about the axle nails from the kit. or official BSA replacement parts.
 Lubricants: Only dry lubricants such as graphite or powdered Teflon "white lube" will be
allowed for lubricating the wheels. (ex. Graphite – no oils)
 Block width at the axles must be 1-3/4 inches minimum.
 Overall width of the car shall not exceed 2-3/4 inches.
 The length of the car shall not exceed 7 inches.
 The undercarriage height should be 3/8 inches minimum to ensure that the car will roll on the
track.
 The weight of the car shall not exceed 5.00 ounces. Weights are not provided in the Grand
Prix Pinewood Derby kit. You may add any type of weight to your car in order to reach 5.0
ounces. Weights must be securely fixed to the car.
2

 Affixed weights must not be allowed to shift position during the race. They must be firmly fixed
to the car.
 Inspection and Registration: Each car must pass a technical inspection before it may compete.
 Failure to Pass Inspection: The Inspection Committee shall disqualify cars which do not meet
the rules as described herein.
 Impound: No car may be altered in any way after it has been registered. After a car passes
registration, it will be stored in the Staging area by the Pinewood Derby Race Officials until the
start of racing.
 Gravity Powered: The race car may not be constructed or treated in such a way that the track's
starting mechanism imparts momentum to the car. (For instance, this provision disqualifies
cars with sticky substances on the front of the car and protrusions which may catch on the
starting pin or rocket powered cars)
 Car Leaves Lane: If, during a race heat, a car leaves its lane but proceeds down the track in a
manner that does not interfere with its opponent or the finish line timer, then the race will be
called normally. If the car leaves its lane and interferes with another car or the finish line timer,
the race will be re-staged and re-run. If the same car again leaves it's lane and interferes with
another car or the finish line timer, that car will be judged last place, and the race will be restaged and re-run without that car.
 Car Leaves Track: If, during a race heat, a car leaves the track without interfering with its
opponent, it shall be considered to have ended its heat at that point.
 Car Repair (Without Fault): If, during the race, a wheel falls off or the car becomes otherwise
damaged, then the Scout may, to the best of his ability perform repairs with the assistance of
his adult partner or Pit Crewmember. The scout is allowed 5 minutes to fix the car. The car
must meet all rules standards. The Officials will run the heat again. If the car cannot be fixed in
three minutes, it loses the heat. If this loss is the car’s first and the scout can fix the car before
the start, it may run in its next scheduled heat.
 Car Repair (With Fault): If a car is damaged due to track fault, or damage caused by another
car or person, then the Trackmaster, at his sole discretion, may allow additional repair
assistance to the Cub.
 No Finishers: If, during a race heat, no car reaches the finish line on the track, the car which
went the farthest in its lane shall be declared as the heat winner.



The DerbyMaster will be the final authority on any discrepancy or dispute.

 Do Your Best!! We’ll see you there……Good Luck!
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