D1RC UK Drift Series 2007:

D1RC UK Drift Series 2007 Competition Rules and Regulations

Qualifying Rounds

Format

Before the qualifying rounds will begin, each competitor will have signed in at ‘Drift Control’ and received their qualifying number. This number will tell you when to go out onto the track to qualify. When it is your turn to qualify, you will proceed onto the track and agree that you are ready with the judges. You will get one practice run of the course, then park at the start line and agree that you are finally ready to begin your qualifying. You will get three judged runs of which you will receive points out of 100 for each one. You will keep your best result and discard the other two. Once you have finished your three judged runs you will agree your result with the judges and depart from the track area.
What are the judges looking for? 


Drifting is a sport that is very similar to that of ice skating and there are certain criteria that the drivers get judged on that determine their overall scores and performance, these include: 


Entry speed -
This is an aspect that cannot be easily proven in solo, qualifying runs but becomes more apparent in the ‘Tsuiso’ battles in the final 16. The entry speed of the drift can determine the result of the drift and a higher entry speed puts the car in more danger and makes the car harder to handle, because of this a higher entry speed will gain more points.

Line clipping - 

This is a feature that the judges look into heavily. This is often judged on how well the driver takes the driving line and if they ‘clip’ the apexes, or not as the case may be. The driving line may not always be the inside curb of every corner but in most cases will involve the driver sliding from the outside of the corner, hitting the apex tip and then sliding back out wide to the edge of the track, maximising the drift’s length. Judges will often prefer to see the nose of the car clipping the inside point of a corner and the tail of the car to be as near to the outside of the turn as possible; this shows evidence of good car control which gains the driver more points towards their score.
Drift angle and counter steer - 

The ‘Drifting Angle’ of a car is based on the direction it is facing against the direction it is traveling. The further the back end of the car comes around to be in line with the front of the car, the more ‘drifting angle’ it has. Primarily the more angle a driver achieves in his drifts, the more points he will score. In addition to this, there are more aspects that determine the score that are in relation to the angle. The angle has to be maintained throughout the drift without cutting back against the drift (straightening out half way through a drift) so that it appears to be one smooth motion. This also means that the drifts have to have high angle for extended periods of time to score heavily, whereas a short burst of oversteer would not get good points even if the rotation was significant. A car that demonstrates extreme amounts of rotation without spinning out will be awarded additional points, although, if too much speed is lost in any drift due to excessive angle points will not be as high.

Presentation - 

Despite the judges marking the drivers predominantly on entry speed, driving lines and drifting angle, another factor that plays a part in the final scoring is presentation. This aspect is based on what the judge thinks of the driver’s technique and whether they think the driver is displaying flare or high amounts of energy in the drifting. Good presentation of drifting will catch a judge’s attention. Even though you may want to catch a spectator’s eye, any tricks or special moves that involve dangerous driving will not be condoned by the Series’ competition and this is only to be done in practice runs and exhibition displays. These tricks may include 360 spins into a controlled drift etc. Anything deemed dangerous by the judges and D1RC officials will be ruled out whilst competition is in progress.
Scoring -

The judges will take all these factors into consideration and give you a score out of 100 points in total. You will get three scores from your runs, one score each run, and your best result will be taken and placed onto the qualifying table in the correct position. This position will determine whether you advance onto the Tsuiso final rounds.
Tsuiso Battles

Tsuiso is the Japanese term for ‘Twin Battle Drift’.

Format
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The Tsuiso battles will be run using the top sixteen qualifiers (the top eight qualifiers will be used if entrant numbers do not allow sixteen) fighting their way to the number one position. The first placed qualifier will be placed against the sixteenth placed qualifier; the second placed qualifier will be placed against the fifteenth placed qualifier and so forth up to the eighth and ninth placed qualifiers going against each other. The pairs will embark on two runs where each car will take it in turn to lead and once a winner of the pair is announced, he/she will continue onto the final eight. Once winners have been decided out of all of the sixteen drivers, they will then create four pairs. The winner of the first battle in the final sixteen will face the winner of the second battle of the final sixteen and so forth. These four pairs will then, again, battle in the same process as before to produce four winners which continue onto the semi finals. The same pattern follows as to who faces who and then the battles are run again to produce just two winners that progress onto the final. The final two drivers will face each other in exactly the same process so that an overall winner can be announced. Here is an example:
How is Tsuiso Battle Judged?

This head to head drifting is judged on the same aspects as the solo qualifying was based on; however there are a few more principles that come into play. Strategic drifting has a role in Tsuiso and the high level of competition and energy gives a good show to the spectators. The precise judging of this type of drifting is hard to explain but there are some outlines to go by.

Scoring -
When scoring a Tsuiso battle the judges allocate each driver 5 points before the run starts and then depending on what happens in the run, they then add or subtract points from the competitor’s totals so that when added together they still total at 10. For example, one driver could be awarded 2 points for superior drifting whilst the other would then loose 2 points. This would make the score 7 to 3 and the first driver would be winning by a margin of 4 points. After a first run, the loosing driver can try to make up his points in the second run to win back the lead so that they advance to the next round whilst the winning driver would try to defend his points lead. Point scores can range from 0 - 10 to 5 - 5 and even a score of 5.5 - 4.5 can appear if the judges feel that one driver had a very slight edge over the other. If one driver spins, crashes or goes off track in a Tsuiso run the other competitor is most like to get a 10 - 0 advantage. If the judges still have a 5 - 5 score after both runs, they will ask the drivers to run again in a sudden death situation.
The Offensive Car - 

The offensive car when Tsuiso drifting is the chasing car. A good way to put it would be that the chasing car has to ‘hunt’ down the leading car. Driver’s have to use their drifting ability to try and get as close to the leading driver as possible as to put immense pressure on them so that a mistake is made. The chasing driver must demonstrate better drifting in order to keep pressure on the leading driver whilst still keeping good angle and speed. The driving line is not as important for the chasing car as it is trying to follow the lead car and keep with it as much as possible, unless the lead car displays a bad driving then and then chasing car can continue to hit the clipping points and show a good drifting line. If the chasing car cannot keep up with the lead car whilst drifting this is to be looked at as inferior driving and points will be deducted for letting the lead car get away. If this is due to not having as much power as the lead car, there are certain measures you can take to increase your speed such as decreasing your drifting angle although this may play against your point scoring. Under no circumstances can the chasing car come in contact with the lead car in a way that disturbs the lead car’s driving. Any crashes of this manner will result in a Judges decision as to whether the Tsuiso is to be run again or the ‘victim’ car going through to the next round automatically. Overtaking is allowed but not necessarily supported by the judges and under no circumstances must the cars start ‘racing’ as this is going against the idea of drifting.
The Defensive Car - 

When a driver takes the lead in a Tsuiso battle the idea is to perform their drifts faster with a good line and a bigger angle to try and shake off and distract the car behind them. If the leading driver does mange to pull away from the car behind and still manage to display good drifting technique then they will be awarded more points. Attempts to distract the chasing car whilst still maintaining a good line will also be looked at by the judges and could affect the final score in a positive or negative way.

Trophies 

Trophies will be awarded as available. It is D1RC's aim to award to 1st, 2nd & 3rd places in the Drift Competition and to the Best Drift Shell and Best Drift Chassis. Please note that any one shell and any one chassis may only win once per season. If a shell or chassis wins an award it may still be entered in subsequent rounds (for public viewing) but cannot win. 

Rounds to qualify 

All rounds of the 2007 D1RC Drift Series are to count towards the championship. No rounds have been scheduled for the August school holidays.
Please Note:

It’s important to understand that the concepts discussed in this article are general guidelines for scoring the drift events and are meant to educate the competitors and general public. They do not provide a guarantee of results and should not be used to compare to results from drift competitions. Drifting is still a subjective competition and the judges at an event are the final authority.
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