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Introduction

Trans-Am class has become a popular form of on-road RC racing in the Seattle-Tacoma area. For some, Trans-Am racing is a stepping-stone from novice class to stock (17.5 brushless) class. For others, Trans-Am racing is an enjoyable class on its own. Trans-Am appeals because of its realistic looks, because of its slower straightaway speeds and more realistic handling (less traction), and because of its lower costs.
Budgets are tight in today’s economy, so it seems worth expanding on the “lower costs” point. The initial costs of Trans-Am are low because you can be competitive with a less expensive chassis, like the Hot Bodies Cyclone S. The power system is cheap because of the silver can motor and brushed ESC. (And cheaper still at Fantasy World because the rules there exclude high-capacity LiPos.) The tires barely wear; you can get a full season from one set at Fantasy World. Parts breakage is lower because of the lower speeds. And ongoing expenses are low because the equipment does not become obsolete: Brushed ESCs are no longer improving and neither are silver can motors. The up-front cost of running competitively in Trans-Am is much less than running competitively in stock TC, and the ongoing cost is also much less.
In another article I explained why the Hot Bodies Cyclone S is a great car for getting started in on-road racing. This article extends the previous one by explaining how to take a Cyclone S Trans-Am racing. It is simple, really: Buy a few parts, paint the body, glue the tires, then put a good setup on the car. The following section lists the necessary parts. The section after that gives a proven setup for Fantasy World.

Equipment
Body
The USVTA web site lists the set of bodies that are legal for Trans-Am racing. The HPI 7494 Camaro is by far the most popular body locally, but not for performance reasons as far as I can tell. Choose the body you like best.

Part of the fun of this class is in painting your body in a way that’s consistent with how the cars looked “back in the day.” An internet search will give you photos of Trans-Am cars; there are whole books full of them as well.

If you are starting from scratch with the intent of building a Trans-Am car, you can buy the Hot Bodies 66405 Cyclone S kit without body, but you might save only $5 compared to the kit with body (Hot Bodies 66403).
If you started from the RTR or you’ve previously run a touring car body on your Cyclone S you’ll probably need a new set of body posts for mounting your Trans-Am body. Hot Bodies 73513 includes a pair of front posts and a pair of rears, plus other parts.
Wheels and tires

If your are going to race on asphalt, get HPI 4791/4792 Vintage slicks (all race programs in the Seattle area allow slicks); if you are going to race on carpet, get HPI 4793/4797 Vintage treaded tires.

Choose an HPI Vintage wheel to match your body style or personal preference.

The HPI Vintage front wheels are 26mm wide and they will rub on the front shocks at full steering lock. To prevent this, install 2mm of shims on the front axles outside the hex hubs, spacing the wheels 2mm farther away from the shocks. Wheel shims are available from various companies, but a less expensive option is to buy
· Parma 10422 0.040” Lexan sheet

Cut the shims (two for each wheel) from the Lexan sheet. You’ll have a lot of Lexan left over but it will come in handy on other projects, like the pivot block shim needed below.
Rear toe-in block and bushings

If you are going to race on asphalt (and perhaps on carpet – I haven’t tried this car on carpet), you will want to reduce the rear toe-in to free up the car and carry more speed through the turns. You’ll need:

· HPI 75160 Pro4 pivot block 2 degree purple aluminum

· HPI 75121 Pro4 pivot balls 3mm x 5mm (4)

The HPI aluminum pivot block is 1mm shorter than the stock blocks, so you need to place a 1mm shim under it to avoid making the pivot pin lower in the rear than in the front. Cut a shim from 0.040” Lexan (listed above) in the shape of the pivot block opening in the molded chassis. 
Online sources of Cyclone S parts
The on-road market is so fragmented that few local hobby shops can afford to keep chassis parts in stock.

If your local hobby shop employs racers or supports your local racing program, see if they can special-order your Cyclone S parts for you when you need them.

Otherwise, the best online source for Cyclone S parts I’ve found is Stormer Racing Hobbies in Montana. Hot Bodies has its own online shop that you might try if Stormer is out of stock.

Asphalt Setup, Fantasy World
Here’s a setup that has worked well for me at Fantasy World. With this setup, my Cyclone S was quicker than the TA-05 that I’d previously run in Trans-Am class. I’ve run this setup twice and was TQ both times.
Front

Camber
-4.0 degrees (!)

Ride height
5.3 mm

Toe

0 degrees

Ackermann
No shims under ballstuds on servo saver;
2nd hole (of 2) from front on steering block

Width 

193mm (stock hex hubs plus 2mm spacer each side)

Shock 

stock spring (about 17.5 lb); oil 30 wt Associated

Shock mount
upper: 3rd hole (of 4) from inside; 2.5m spacer behind shock


lower: 2nd hole (of 2) from inside

Camber link
inner mount: bottom hole (in column of 2)

Droop
3 mm lift at front bumper from ride height to arms resting on droop stops.
Arms are 2mm above level when resting on droop stops

Diff
balls lubed with Tamiya AW grease, then diff adjusted loose (some slip).
Holding the spur and spinning one wheel, it stops immediately.
Holding both front tires you can move the spur with moderate effort

Rear

Camber
-1.5 degrees

Ride height
6.5 mm (!!)

Toe
2 degrees (HPI 75160 pivot block, with 1mm spacer underneath to make pins level)

Width 

196mm (stock hex hubs)

Shock 

stock spring (about 17.5 lb); oil 20 wt Associated

Shock mount
upper: 4th hole (of 5) from inside


lower: 2nd hole (of 3) from inside

Camber link
inner mount: bottom hole (in column of 2)

Droop
2.5 mm lift at rear bumper from ride height to to arms resting on droop stops.
Arms are 1.5mm above level when resting on droop stops

Diff
balls lubed with Associated Stealth lube, then diff adjusted loose (no slip).
Holding the spur and spinning one wheel, it spins for a second

General

Battery
Team Orion 3600 Race Carbon LiPo

Ballast
Nine ¼ ounce lead squares stuck to outside of right chassis rail, as far forward as possible 

Motor
Tamiya 53698 silver can, broken-in to full brush contact

Gearing
96 spur / 42 pinion = 5.57 FDR

Body
HPI 7494 Camaro

Tires
HPI 4791/4792 Vintage slicks

Sauce
Paragon (black can). Immediately after each run clean tires, then apply sauce. Leave sauce on as long as possible, renewing it if it evaporates; keep tires in the shade. Then 10 minutes before next run, clean with Buggy Grip and let dry. Don’t burn out. First run on new tires is not good, so use practice to break in new tires

Depending upon your driving style you might need to adjust this setup to make the car work best for you. With this setup my car was quite sensitive off-power – it felt on the verge of hooking. The Fantasy World layout had a lot of fast sections followed by slow turns, so this characteristic seemed good to me; I didn’t coast into the slow turns, but used a little throttle to keep the rear planted. If the car is too unstable off-power for you, start by tightening the front diff a little (1/6 turn, say) and see what effect that adjustment has. You might also try lowering the rear ride height, but go no lower than the front.
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