
Pack 356 
2020 Pinewood Derby Official Rules 

 
 

Behavior: Good Sportsmanship and Behavior is EXPECTED by all – that includes Scouts, siblings, adults, and 
guests. Race officials may ask anyone not following this rule to leave the event.. 
Dress Code: Scouts & Leaders should be in Class A uniforms during the competition. 
 

Contact Information: Any questions prior to race day can be sent to: fcs356scouts@gmail.com 
 
Specifications / Rules: 
a. Cars must be made from an official Boy Scouts of America Pinewood Derby Car kit. The official pine wood block must 
    be used. The block may be shaped in any way that is desired as long as it meets the rules below. 
b. Width must not exceed 2 3/4”. 
c. Length must not exceed 7-1/8” (including wheels). 
d. Height must not exceed 5”. 
e. Weight must not exceed 5.0 ounces. The official race scale that is used at car check-in shall be considered final. 
f. There must be at least 3/8” clearance under the car. 
g. There must be at least 1 3/4” between the wheels so it fits over the track guide bars. (measured from inside of wheel) 
h. No loose material of any kind (such as lead shot) may be used. 
i. No part of the car, nor any attachment to the car, may come into contact with the track other than the wheels. 
j. 100% of the car must be behind the starting pin. Front end must be a minimum of 1/2” wide (¼” on each side of the car centerline) to 
rest on starting pin.  Pointed noses on the cars are not allowed. 
k. No bearings, washers, bushings, or springs. 
l. No liquid or loose parts (other than the wheels). 
m. The car must be totally freewheeling and propelled solely by gravity. 
n. The chassis of the car must be the official pine wood block, additional details / parts made of other materials can be added to the cars. 
o. Weights, paints, decals, decorations, glue, and wood putty are allowed to modify the car. 
 
Wheels: 
a. Only official BSA wheels from the supplied kit may be used. 
b. The profile of the wheels can not be modified. The official BSA markings must be visible on wheels to meet rules. 
c. There must be 4 wheels on the car but it is not required that all wheels make contact with the track surface. 
d. Wheels may be lightly sanded and polished. This is the only wheel modification allowed. 
 
Axels: 
a. Only official BSA axles from the supplied kit may be used. 
b. Axles may be lightly filed, sanded and polished. This is the only axle modification allowed. 
c. Use of the original axle slots is not mandatory, but the car must meet the size requirements listed above. 
 
Lubrication: 
a. Only dry powdered lubricants, such as graphite or white powder Pinewood Derby Car Lubricant, may be used. Oils and silicone sprays are 
prohibited. 
 
Inspection: 
a. Each car must pass inspection by the official inspection committee before it will be allowed to compete. 
b. The inspection committee has the right to disqualify those cars that do not meet the specifications listed above. 
c. Once a car passes inspection and is entered into the race, only race committee members will be allowed to touch the car. No additional work 
is allowed on the car at this point. 
 
Repairs: 
a. The Race Committee may authorize repairs to a car in the event damage occurs (loses a wheel, jumps track, collision, etc.) during the race. 
The Cub Scout is in charge of making all car repairs, with guidance from an adult encouraged. The authorization of repairs will be up to the sole 
discretion of the Race Committee. The extent of the damage and any delays that it may impose on the race will be some of the factors in the 
decision. 
 
Track Jumping: 
If a car jumps off the track, the heat will be run again. If the same car jumps off the track a second time, it will 
automatically lose the heat. If a car leaves its lane and interferes with another car, the heat will be run again. If 
the same car leaves its lane a second time and interferes with another car, the heat will be run again without the 
interfering car. The interfering car will automatically lose the heat. If a car suffers a mechanical problem and a repair can be accomplished within 
2 minutes, the heat will be run again. If not, the car will automatically lose the heat. If a heat results in a tie between two or more cars, then 
those cars/lanes will re-race until the tie is broken. Cars/lanes not involved in the tie will not be part of the rerace, 
and will keep their finish positions from the original heat. 
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