
 
GENERAL    INSTRUCTIONS 

 
Rallymaster:  Bowie Gray 
 
Start: This Road Rally will begin in the parking lot of INNOVATIVE BUILDERS, LLC on highway US264-
Alt. in Bailey, NC near the intersection with NC 581.  Check-in and on-site registration will begin at 12 
NOON, with a competitors’ meeting at 1 PM.  Any changes to these General Instructions will be provided 
to competitors as Supplemental Instructions at check-in.  Car numbers will be assigned at check-in.  
Numbers will be provided.  Route Instructions will be issued beginning at 1:20 PM plus your car number in 
minutes.  Each car will start the rally at 1:30 PM plus your car number in minutes. 
 
Classes: 
 
 
 
 
 
 
Competitor Team:  1 driver with valid driver’s license and 1 navigator of any age who is capable of reading 

the route instructions aloud.  Only 2 people are allowed in each vehicle.  (In addition to the 
competitor team, children ages 10 and under may also be allowed in the vehicle with pre-event 
approval from a Rallymaster.) 

 
Rally Roads:  This rally will use only paved public roads in Nash and Wilson counties in North Carolina.  

Each road must be identified by one or more of the following items:  route number, name, 
protection by a stop or yield sign, or traffic light(s).  Private roads, driveways, plant entrances, dead 
end roads, unpaved roads, roads mark “Road Closed” and other roads where through traffic is not 
allowed are to be considered non-existent for the purposes of this rally. 

 
Quoted Material:  Quoted material may be used for route instructions and course confirmations and may 

be taken in whole or in part from a complete sign and will refer to the actual sign. 
 
Speeds:  Average speeds for this rally will be stated in the route instructions in miles per hour.  If an 

average speed higher than the posted speed limit is encountered, adequate distance will be 
provided to regain any lost time incurred by respecting the lower speed limit. 

 
Route Instructions:  Execution of a numbered route instruction must always cause a change in route 

number or road name.  Execution of a lettered instruction will never cause a change in route 
number or road name.  Lettered instructions are used as speed changes, pauses, and course 
confirmations.  All instructions must be executed in the order appearing on the paper, completing 
one before going on to the next. 

 
 

Stock No equipment other than the car’s factory installed dashboard instruments, 
pencil/pen, and paper. 

Equipped Use of any additional equipment from that listed as “non-equipped” puts you 
into the Equipped Class.  Such items might include a hand calculator, a rally 
computer, or other non-factory installed average speed calculating 
equipment. 

TARHEEL SPORTS CAR CLUB   PRESENTS… 
 

50th Anniversary Road Rally 
 

SUNDAY, NOVEMBER 2, 2014 
 



 

50Th ANNIVERSARY ROAD RALLY - GENERAL INSTRUCTIONS - PAGE 2 
 
Order of Priority of Instructions: 

1. Emergency Instructions. 
2. Checkpoint Slips. 
3. Route Instructions with a mileage. 
4. General Instructions. 
5. Route Instructions 

 
Course Following Rules:  The following rules must be considered, in the order given, at each intersection 

to properly follow the intended rally course. 

1. Execute the next route instruction (numbered or lettered) unless Rule #2 puts you 
on the same road. 

2. Follow the present route number. 
3. Continue straight as possible. 
 

Checkpoints:  All checkpoints will be open and marked with the usual checkpoint sign on the 
right hand side of the intended rally course.  If you encounter a checkpoint sign on the 
left side of the road, facing away from you, you have entered the checkpoint from the wrong 
direction, in which case, you should turn around (at a safe location) and return to the checkpoint in 
the proper direction to be timed and sent out on the proper course.  Due to the terrain, the actual 
timing vehicle may be located on either side of the road, but the checkpoint sign will always be on 
the right hand side. 
 At each checkpoint, the driver should pull the car onto the shoulder of the road past the 
checkpoint sign (so other traffic may pass) and one crew member should take their score sheet to 
the timing vehicle.  Your arrival and departure time will be noted on the score sheet and you will be 
given a checkpoint slip for the leg just completed.  Your departure time will not be less than three 
(3) minutes, rounded up to the next whole minute, after the arrival time.  The checkpoint slip will 
contain the official leg time, leg and overall mileage, last completed instruction and the average 
speed out of the checkpoint. 
 

Bail-Out Envelope(s):  Hopelessly lost?  Don’t just quit and go home!  Along with your Route Instructions 
you will receive 2 Bail-Out Envelopes.  Envelope #1 contains detailed instructions on how to find 
the mid-rally break location.  From the mid-rally break location, you will be allowed to rejoin the 
rally.  Envelope #2 contains detailed instructions on how to find the post-rally party location.  The 
cost of opening Bail-Out Envelopes is 1000 points per envelope.  Whether or not you opened an 
envelope, all teams must turn in both of their envelopes to a Rallymaster at the post-rally 
party location. 

 
Penalties:  This rally will be timed to the hundredth of a minute with 1 point being assessed for each 

hundredth of a minute early or late arriving at a checkpoint. 
 

Maximum early or late penalty, up to 10 minutes: 500 points 

Missing, failing to stop at a checkpoint or more  
than 10 minutes early or late: 

750 points 

Stopping is sight of a checkpoint or failing to respond to 
being waved in, unless required by law or route instruction: 

100 points 
(plus timing penalty) 

Entering a checkpoint from the wrong direction: 200 points 
(plus timing penalty) 

Opening Bail-Out Envelope(s): 1000 points per envelope 

Unsportsmanlike conduct, drinking or being under the 
influence of any mind altering substance or receiving a 
traffic citation: 

DISQUALIFICATION 
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GLOSSARY OF TERMS: 

Acute A turn of substantially more than 90 degrees at an intersection where there 
exists more than one opportunity to turn in the direction indicated. 

After Any distance past the object referenced. 

At For turn instructions  =  in the vicinity of 
For speed changes  =  even with 

Bear A turn of substantially less than 90 degrees at an intersection where there 
exists more than one opportunity to turn in the direction indicated. 

Bridge A structure built to carry vehicles over an obstacle with at least one side rail 
extending upward not less than 24” from its base. 

CAS Change, commence, or continue average speed of. 

County Line The imaginary meeting point of two counties as identified by a sign naming the 
county you are entering. 

Crossroad The intersection of two or more roads at approximately right angles so as to 
form a cross mark (+). 

IAS Increase average speed by a specified amount. 

Intersection The meeting of two or more roads where a change of direction can be made. 

Jog To make a turn in one direction followed by a turn in the opposite direction.  
Speed changes are to be made at the second part of a jog. 

Left The direction to the left-hand side of the straightest approach to an intersection 
or the car’s travel along the intended rally course. 

Opportunity A possible place to execute the required action. 

Pause To add the indicated amount of time to your elapsed time for the leg you are 
currently on. 

Pick Up To go more or less straight ahead onto a new route number. 

RAS Reduce average speed by a specified amount. 

Right The direction to the right-hand side of the straightest approach to an 
intersection or the car’s travel along the intended rally course. 

Stop A white on red octagonal sign requiring the rally car to stop. 

“STOP” The word STOP, which may appear on any sign, building, roadway or 
structure. 

T An intersection in the general shape of the letter T as you approach it from the 
stem.  Your current route number must end at the intersection for it to be 
considered a T. 

Turn To make a change of course or direction at an intersection which would not 
have been made in the absence of the turn instruction.  A turn cannot be 
executed by going straight.  A turn can only be executed where only one 
choice of direction can be chosen. 

 


