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SCORING SYSTEM

JUDGE I Line 60 points (Rasmus)
JUDGE 2 Line 60 points + Commitment 5 points (Tarmo)

JUDGE 3 Angle 20 + Fluidity 10 + Initiation 5 points (David)
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SCORING SYSTEM

Both line judges evaluate the entire track; the final result is the
average of their two scores.

The scores for Commitment , Angle, Fluidity, and Initiation will be
added together .
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TRACK LAYOUT
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DRIFTING INITIATION

V  During qualifying the vehicle must be sideways , as it passes the Start of the
scoring zone line.
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INITIATION IS OPEN

Handbrake

Clutch kick

Weight transfer (Weight transfer/ Clutch kick scores higher)

On this round should be used smooth initiation without deceleration
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celeration/ Orange zone:

-

£ Green zone: Vehicle must be accelerating or at very maintaining :

&= Orange zone: Vehicle may be on partial throttle or minor speed adjustment in

5 these zones, but may not be heavily using the handbrake or footbrake
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LINE 60% it
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Keep trailing wheel (left front) in the inner part of the 1Z1 box

Close to the wall at OZ2,

Maintain outside line until end of OZ4 with steady arc, then transition towards OZ5
Close to wall all OZ5 and transition to OZ6

Close to wall at OZ6 and keep outside line till OZ8 with steady arc

Maintain wide line until finish
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ANGLE 20% s

Avoid angle corrections ypobbles 1 affer initiation

Consistent angle through OZ2/3/4, no adding angle before transition to OZ5
Smooth transition from OZ4 to OZ5

Maintain angle through OZ5, no adding angle before transition to OZ6

Quick transition to OZ6

Consistent angle through OZ6/7/8

Maintain angle until finish
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STYLE 20%

V INITIATION= 5%
V  Early ¢ Initiation cones will be used for reference
V  Rate to angle - Quickly getting to the desired angle
V  Smooth & no corrections
V  Speed
V  FLUIDITY =10%
V  Smooth transitions
V  Lock to lock angle
V  Car is settled and flows through the course
V  Throttle application
V  Accuracy
vV COMMITMENT = 5%
V  Aggressive on throttle to initiation
V  Consistent throttle application
V  Approaching outer track edges with confidence
V  Maintaining proper pace throughout the course as per the

Decel map
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Points Deductions:
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Double initiation

Tire off course

Missing zones and clips

Short Straightening (correction)

Off line

Lack of Angle

Z€ero score:

If a driver does any of the following mistakes in a qualifying run, the driver will not
receive a score for that run.
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Spinning Out

Opposite drift - Drifting with the opposite angle required at that point on
course

Hood and/or doors opening during a run

Stop drifting

Three wheels off

Unchasable Run & Run which contains errors too large to chase
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DM 2026 TANDEM JUDGING CRITERIA

A Lead runs will account for 10 points per judge for the battle score, and chase runs
will account for 9 points per judge for the battle score.

A Scores are not shown during the livestream ,only accesible upon request
A Adriver is less likely to have a good chase run, if the lead run is not well performed
A An example of how this scoring system will work is as follows :
LeadScorgMaximum 30) Chasescorg(Maximum 27) Total (Maximum 57)
Driver A 28 25 53
Driver B 24 26 50

In the above scenario Driver A would winthe battle and proceed tothe next phase of
the competition
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START LINE & INITIATION METIEthS

Vv

The Lead should accelerate in the righthand lane,
the chase car may accelerate staying in the leftthand lane.

The chase car may be slightly ahead of the lead after the start line but must be behind the lead
before start of scoring zone

Cars should accelerate all the way to the initiation point
Penalty's will be applied to any lead driver that slows or lifts before initiation
This also includes handbraking in the incorrect direction to the corner

The chaser is allowed to start from a position further back than the leader, with a designated
line marking the maximum permitted distance.

Start of Scoring Zone |
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The TANDEM INITIATION PROCEDURE for this round is recommended single file WASTSS®
The lead driver should use smooth way of initiation without deceleration.
Both vehicles must be sideways as they pass the single standing cone in the o
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The lead car must leave when the start light turns green.

V If the lead car leaves early (before green light) they will receive a strike.

V If the lead car leaves late (1.5s) they will receive a strike.

V  No chicane. (False starts are monitored using a photocell system at the start line.)

Battles are scored by comparing assessing lead runs and chase runs by point system.
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