
Physics Olympics Mousetrap Car Event 
 
Objective: build a mousetrap car that is fast and accurate. 
 
The car: 
1) The device must be powered by a single mouse trap. 
2) The car cannot have any additional potential or kinetic energy at the start other than what can be stored in the 
mousetrap's spring itself.  
3) Vehicles must be self-starting. You may not push start your car. 
4) No part of the car may be store-bought except wheels, axles and mousetraps. The chassis, for example, may be 
cardboard or plastic or anything else, but it cannot come from a store-bought (i.e., previously manufactured) car.  
 
The event:  
The car attempts to reach the finish line as quickly  
and as close to the target as possible. 
 
The car’s trial ends when the first of these events occurs: 
• The car crosses the finish line. 
• Any wheel crosses the sideline. 
• 30 seconds elapse. 
 
There are two tiers for scoring: 
Tier 1 --  Cars that cross the finish line before the trial ends. 
Tier 2 --  Cars that don’t. 
Any car in Tier 1 automatically beats any car in Tier 2, 
regardless of which car was faster or more accurate. 
 
 
Tier 1 
If a car passes the finish line in C, score = (avg. speed)*1.0. 
If a car passes the finish line in B, score = (avg. speed)*1.1. 
If a car passes the finish line in A, score = (avg. speed)*1.2. 

avg. speed =   
A car is scored as finishing in the highest value zone if one 
wheel crosses the finish line in that zone. 
 
 
Tier 2 
Score = forward distance traveled at point of leaving track. 
 
Note: this is a change from previous years, when Tier 2 cars 
were judged on average speed. Some cars were very fast but 
went right off the track and earned lots of points. Didn't seem 
fair. 
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