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Official Entry Form

Pack #:  





Number of Scouts 

 x $5.00
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Number of Leaders 

 x $3.50

(If Leader Wants a Patch)

Total Amount Due:  $



( Check Enclosed

( Charge Unit Account

( Charge: 
     (Visa, MasterCard or American Express)
Card #: 




Expiration: 
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( We will have _____ leaders that can help during race day.     
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Please attach a roster of Cub Scouts attending the Thunderbird PUSHMOBILE
2018 Thunderbird District Cub Scout Pushmobile

General Information

Cost:
$5.00 per scout.

($3.50 per leader wanting a patch)
Registration Deadline: 
October 8, 2018 at the Scout Shop, if unable to register by this date, please bring registration with you to the event. You may also register online at www.fiverivers.org
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Questions: Call: Wendy Kesel 607-281-8492 or email Wendyk99002@gmail.com
Thunderbird PUSHMOBILE
October 13th , 2018
Bath VA Medical Center
76 Veterans Ave

Bath, NY

(Please enter off Gettysburg Ave)
Check-in and Pushmobile Inspection begins at 8:00 AM

Races Begin at 9:00AM
Thunderbird Pushmobile
Official Rules of Entry
General Race Rules:

1. Teams must consist of exactly six (6) Cub Scouts, who will both ride and push. Teams with fewer than 6 may use Scouts from other Packs, but direct arrangements will need to be made between the respective Cubmasters. The race officials will help with introductions but cannot make any arrangements. 
2. The race will be 100 yards in length broken down into three 33 1/3 -yard sections. Two team members will be assigned to each of the three sections and they will be responsible for racing within that specific section. On the downward leg, one Scout will ride while the other pushes. For the backward leg, the Scouts must switch positions. The turn must be completed before the positions change. 

Pushmobile Race Course

	Start------(------(------(-------(-------(-----(Switch
	>----(----(----(------(-----(----(-----(-----(Switch
	>-----(---(------(----(-------(-------(---Switch/Turn

	End (----(----(----(-----(-----(-----(------(------<-
	Switch(-----(------(------(------(-----(-----(------(
	Switch(-----(------(------(------(-----(-----(------(



3. There will be five racing categories: Lions, Tigers, Wolves, Bears and Webelos. Teams may be a mixture of older and younger Scouts. If this is the case, the team must compete in the age level of the oldest participant or you may combine units to create an age-appropriate team.
4. Teams Can be Co-ed.  All Scouts will race in the categories they are registered in. 
5. The race team must be consistent throughout the entire contest. Occasional substitutions may only occur, but these must be cleared through the Race Master.
6. All team members must wear an appropriate safety helmet at all times while racing. This helmet must fit and strap under the chin. Appropriate helmets include bicycle and motorcycle helmets.
7. Racing order will be assigned, by category, in random order.
8. If a pushmobile breaks while racing, the team forfeits that race and will have until their next race to make any repairs. If the pushmobile is beyond repair, the use of other pushmobiles will be permitted, provided the substitute pushmobile has passed a safety inspection and you have permission to use it.
9.          All categories will be run by double elimination.
10. Each registered participant will receive a patch.
11. All decisions of the Race Master are final.

Pushmobile Construction Rules:

1. Pushmobiles must be Scout/Scouter/Parent made. No prefabricated go-carts, wagons, running strollers, etc. will be permitted.

2. Pusmobiles must have four (4) wheels, a seat and push-bar.

3. Pushmobiles may not contain any of the following:

· Wheels with spokes. (Bearings are allowed)
· Breaking Mechanisms

· Steering Mechanisms

4. Pushmobiles may not be powered by any means other than Scout Power.

5. A pre-race safety inspection will be conducted for all competing pushmobiles at 8:30AM

6. The Race Master may deny entry of any pushmobile based on safety concerns or non-compliance of construction rules.
New to Pushmobile: Showing Scouting Spirit:

Pack Scout Spirit Award:

1. Decorate your pushmobile.  Make sure there is nothing hangs loose, nothing that could interfere with the tires or the scout will be a tripping hazard during operation of the cart.  Race Master will asked for things to be removed during inspection if consider a danger or risk. 
2. Create a Pack cheer and use it during the event.  
3. Scouts to show good sportsmanship and cheering their fellow Scouts on. 
4. Bring something to attach to the spirit stick that represents your Pack or Scouting Spirit.  
Judging will be done by Racemaster and Event Coordinator thru a point system with each category being scored on a 5 point scale.   

Winning Pack get to take the Spirit Stick home and enjoy for the scouting year. 
Race Day Schedule

8:00-8:45 am – Registration and Pushmobile Inspection

8:45 am – Opening Flag Ceremony 

9:00 am – Racing Begins

Length of Racing will be dependent on how many packs/dens are registered

Closing ceremony to follow Racing!!!
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Scout Shop Code: 6TBPM
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