
Pack 167 Pinewood Derby  
 
Two Competition Categories: 
 
Race – Scoring based on cumulative time of each car, which will race in all lanes 
of the track.   
 

1st, 2nd, and 3rd Place trophies awarded by rank.  1st and 2nd place finishers  
of each rank advance to Blackhawk Area Council competition to race Pack  
winners across council. 

 
Design  – Judged by a random selection of 3 or more guests/parents that are not 
affiliated with a scout in the rank being reviewed.  
 

1st Place trophy awarded to Overall Best Design by rank and winner will  
advance to Blackhawk Area Council competition to compete against Pack  
winners across council. 

 
1st, 2nd, and 3rd Place certificates awarded by rank for each of the  
following:   

− Creative/Theme 

− Paint Job 

− Race Body Design 
 

 
Pack 167 Derby Times & Race Rules 

 
Event Rank Starting times 
Registration Webelos II (7)   8:30 am 
Race Webelos II   9:00 am 
Registration Webelos I (26)   9:00 am 

Race Webelos I   9:30 am 
Registration Tiger (14) 11:00 am 
Race Tiger 11:30 am 
Lunch  12:30 pm 
Registration Bear(17)   1:00 pm 
Race Bear   1:30 pm 
Registration Wolf (24)   2:00 pm 

Race Wolf   2:30 pm 

 



You must register before the first race starts.  After that, you will not be 
allowed to enter the race.  All drivers (scouts) must be there to register 30 
minutes before race time.   
 
Starting time:  The above starting times will allow for all scouts to register. 
 
Attendance:  The Cub Scout MUST enter his own car.  This means that the 
scout must be present at Inspection and Registration to enter his car into 
competition. 
 
Inspection and Registration: Each car must pass a technical inspection before 
it may compete.  Technical inspection and registration of cars occurs on Derby 
Race Day.   
 
Late Registration and Inspection: If a Scout fails to register his car prior to the 
start of the race on race day, his car may not be registered.  No exceptions. 
 
Failure to pass inspection:  The Inspection Committee shall disqualify cars that 
do not meet the rules as described herein.  If a car does not pass inspection, the 
Scout/Parent will be informed of the reason his car did not pass.  Cars which fail 
the initial inspection may be modified and brought back prior to the start of the 
race for final inspection and registration. 
 
Single entry per person:  Only one car may be registered by any one Scout in 
the Derby. 
 
New work:  Construction of all entries MUST have begun during this Cub Scout 
year.   For example, last year’s cars cannot be reused. 
 
Car leaves the lane:  If, during a race heat, a car leaves its lane, the race will be 
restaged.  The car will be checked out again and the race will be re-run.  If the 
same car again leaves its lane, that car will be judged last place and the race will 
be restaged and re-run without that car. 
 
Car leaves the track:  If, during a race heat, a car leaves the track, the race will 
be restaged.  The car will be checked out again and the race will be re-run.  If the 
same car again leaves the track, that car will be judged last place and the race 
will be restaged and re-run without that car. 
 
Car repair (without fault): If, during a race heat, 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 Crew member.  The 
race will be paused for a maximum of 5 minutes.  If the car can be repaired, the 
race will be re-run with that car.  Otherwise, that car will be judged last place and 
the race will be restaged and re-run without that car. 
 



 
 
 
Car repair (with fault):  If a car is damaged due to track fault, another car or 
person, then the Trackmaster, at his sole discretion, may allow additional repair 
assistance to the Scout.  Time for this repair will be at the discretion of the Derby 
Master.  
 
No finishers:  If, during a race heat, no car reaches the finish line on the track, 
the car that went the farthest in its lane shall be declared the heat winner. 
 
The race area:  Only race officials may enter the track area.  This rule will be 
strictly enforced.   
 
Race day rules interpretations:  On race day, the Scout must make all 
questions of rules interpretations and procedures to the Derby Master or Race 
Officials promptly.  Decisions of the Race Officials on questions of rules 
interpretations and procedures may be appealed to the Derby Master.  All 
decisions of the Derby Master are final.  Decisions of Race Officials on questions 
of fact (i.e. the result of a specific race) may not be appealed beyond the 
Trackmaster or Finish Line Judges.  Unsportsmanlike conduct by any participant 
or spectator will be grounds for expulsion from the competition and/or race area. 
 
 



 


