Techno Games ROCKET/FUNNY CAR DRAG RACING RULES 

(For Rocket Cars and Funny Cars unless otherwise stated) Dated 28.12.02

Entries: Only one entry per car and per team.  

Min Dimensions:


Max Dimensions:

Length: 15 cm


Length: 90 cm

Width: 7 cm



Width: 50 cm

Height: 5 cm



Height: 40 cm

Please note that tiny cars with protruding aerials and the like (just to get them up to the size limits) will be frowned upon and possibly excluded from racing. 

Min weight: 150 grams (Rocket cars)    200 grams (Funny cars) 

Max weight: 300 grams (Rocket cars)    400 grams (Funny cars)

Weight includes motor. Please note that possible weight checking of the car may occur after races taking into account the spent fuel.

Wheels: Three at least but more are permissible and all must be in contact with the ground on the start line and every effort must be made to keep all on the ground during the run. A car, which is bouncing and/or whose wheels are leaving contact with the track too much, at the judges discretion, will be banned. The wheels can be inside or outside of the car body.

Attachment points: The car will need at least two. One as near as possible to the front and one as near as possible to the rear but both within 25% of the cars length from each end. So if the car is 40cm long you will need one point within the first 10cm and one within the last 10cm.  Alternatively one big attachment tube running the length of the car is permissible. These points must not come off the car and must also keep the car on the guide wire. If your car falls off the guide wire completely during racing it will be disqualified and this includes during the stopping action. The attachment points must encircle the guide wire completely and be integral to the car’s bodywork, preferably encircling that too in some way or going through it. For example, using key rings seems to work well. If one attachment point fails then further racing will be at the judge’s discretion. The car’s design should dictate the best place for these points, such as on the axles or a strong part of the body. As always judges discretion will come into play here. But please design with safety in mind.

Damaged cars: Some amount of repair is permissible. But the main body of the car should be used all of the time. The spirit of this rule is to ensure that whole loads of spare bits are not being used to rebuild in effect a new car every run. Judge’s discretion may come into play here. If after a rebuild the car appears unsafe to run, the judges may disqualify it, so the repair must be sound. Also if too much of the car has fallen apart it may be disqualified.

Motor mount: One of the attachment points must also be linked to the motor assembly in some way, the idea being that the motor cannot fly off the guide wire even if the car breaks up. How this is done is up to you. It may be the attachment point is built into the motor assembly or close to it. It may be the motor assembly is linked to the body that is linked to the attachment point. Just keep that motor on the guide wire. A car that loses its motor may be disqualified. 

Motor hooks: A metal engine hook must be fitted and used. This can be a standard one or one of your design as long as it holds the motor at all times. 

Motor type: Only C6 motors are accepted but with any delay. Only one motor to be used. No clustering or staging. This must be a standard and unmodified black powder Estes or Quest motor. You may remove the ejection charge if you know how to do that safely but it does not make much difference to the motor weight. Do not tamper with motors unless you know what you are doing and seek professional advice first. Our recommendation is to leave the motor alone. Safety first.

Ignitors: Only Standard, unmodified Estes ignitors to be used as different makes can cause problems for the ignition system and usually get let off later anyway. Only one ignitor to be used at a time. No extra powder is to be placed into the vehicle to aid ignition. Any car, which doesn’t fire, will be given another go.

Materials: In the interest of safety please ensure that metal components are kept to a minimum and as safe as possible. So it is OK to have a metal axle but please try to make wings out of other materials such as plastic. We don’t want flying metal or hard bits hitting the audience.

Wings: Up to you but bear in mind that wings may try to make your vehicle fly, so design in such a way your car is stable. Generally wings at the back and weight forward make for a stable vehicle.

Body shapes: Up to you but not just a single body tube. The event demands something interesting to look at and shapes aimed at aerodynamics solely will be frowned upon and may not be picked to race. Formula One style, saloon car, land speed record types, all types welcome. Plus anything new you can come up with. 

Starting procedure: Each racer will be required to set up their own car on the line. It will be the responsibility of the racer to ensure the Techno Games ignition clips are clean, correctly fitted and will not catch on the car and that the car is attached on the guide wire and safe to run. The car must be able to be put on the guide wire and taken off the guide wire with relative ease and please note that the guide wire cannot be untied and both ends of it remain attached to the race track at all times. Your car must be able to be attached on to a fixed wire. About two minutes will be allowed for this procedure. The event organisers will provide the starting ignition power. 

Length of track: The race length will be 50 meters unless space dictates otherwise. The cars will have several more meters (perhaps between 5 to 20) to decelerate.

Guide wire: This is a steel metal wire about 1 mm in diameter. It lies mostly on the ground due to gravity and is pulled very taught. At the ends of the track it may lift up slightly to facilitate putting on of the cars. 

Stopping the cars: A parachute and bungee type of cord will slow the cars initially at the 50 meter line with possibly a sheet or foam being used to catch the car at the end if it gets that far.

Judges: The judges and safety officers of the event have the right to prohibit the run of any car deemed unsafe to run. Any issues arising during the day will be decided upon at their discretion. Their decision in any matter relating to any form of rocket car racing at this event is final. Well, someone has to be in charge!

General Design: Please bear in mind that design will be a key factor in choosing which cars race. A TV show needs variation and good looks in the vehicles. If you design with this in mind you stand a better chance of being picked. Design is crucial. Qualifying will be done by choosing designs.

Funny Car Design: It is particularly important to bear in mind the spirit of the competition in Funny Cars. Imagination and innovation are key. They must be humorous in some way if possible. Aerodynamic cars will be frowned upon.

