Set the sale of kits and signup at least a month before the race.  The signup is just for an estimate of how many might race.  We signed up 22 and only had 15 show up.  Three of those were not on the signup sheet.
Check track the week before to note any repairs that need to be made and make them during that week.
Arrive for setup with plenty of time to accomplish the task.  At least an hour ahead.

Make sure to have help.  Two can do it but more is better.

Set ends about 40 feet apart.  String fishing line in one piece for all four tracks.  Doing it this way allows you to pull one end and it tightens all at the same time and makes them the same length.  Tie cloth about 3 feet from the end to stop any ships that might make it that far.

Gather before 7:00.  Start signing up at 7:00 or before if needed.
Use signup sheets that are in the space.xls excel spreadsheet.  There is one for each group.
Place a number on the bottom of each racer for use in judging the design. Write this number next to the name on the signup sheet.

Determine how many you wish to have per race and choose appropriate spreadsheet for each race.  The Space spreadsheet will accommodate from 4 to 16 racers.  It was taken from a spreadsheet designed for pinewood derby.  We had 15 scouts this year and broke it down to Tigers and Wolves using a 7 ship race and Bears and Webelos using a 8 ship race.  We then took the top two from each and ran a 4 ship race to determine the 1 – 4 in the pack.   
During this time have the Scoutmaster or some impartial judge determine the top three designs.  We also had one this year for racer that looked most like it was done by the scout.
Have an opening of some kind. (Star Trek opening is what we did.  It is included here.)

Start racing.

Call first set and give them one minute to wind their rocket.  During this time call second set and tell them to start winding.  Continue in this manner until you have finished.  

Rules:

Only basic materials supplied in the kit may be used. 
There are no restrictions on the weight or design of the rocket. 

The rocket body may be no longer than 7 inches, not including the propeller and fins.
It is the responsibility of the scout to wind their rocket.  Parents may assist the younger scouts (Tigers and Wolves).  Bears and Webelos should not need to be assisted.

Call first set and give them one minute to wind their rocket.  During this time call second set and tell them to start winding.  Continue in this manner until you have finished.  

If a breakage occurs, allow one to two min for repair and winding.  If this cannot be accomplished in that time frame they must take fourth for that race.  

A time limit needs to be imposed to help move things along.  We had long delays caused from parents winding and breaking rubber bands and propellers. It almost doubled the amount of time it takes.
There should not be more than two min between races.  If they start winding during the one min, have a breakage and have repair in the next min or forfeit the race.

You can give a little more time if you wish, after all this is suppose to be fun.  We just don’t want it taking three hours to complete.

Equipment:

Track - stored with pack gear.  This track was constructed using a loose interpretation of the one found in the Cub Scout Leader How-To Book pg 6-31.
Rubber bands – Provided with kit.  The scout shop sells boxes of space derby rubber


Bands # .  Make sure you have at least a box on hand.

Propellers – Provided with kit.  Get a few extra from the scout shop incase of breakage.

Fishing line – I purchased the kit from the scout shop # .  It contained a spool of 50lb

test.  You can either get this or regular fishing line from Walmart.

Carriers – Came in the above kit.  We have eight in the pack kit.

Space derby kits – Purchase from the scout shop.  If you buy in quantity they cost less

This year we purchased them for 4.35 a piece and sold them to the scouts for 3.00.  It gave the boys a little something for their dues.

