Add More Checkpoints by Spoofing

set to Min for backwards
checkpoints, to set up
set the value in the VDS
hooked to the Two Input
Operator to a higher
value than the end gates
driving line position.

How This Works

This uses the "Player Event" "Reset to Driving line" percentage value that is triggered
by the checkpoints ability to "Also Trigger" when the B button is pressed.

Each 'spoof' checkpoint is made of an area trigger that sets up the percentage used
by the "Player Event" along with some simple house keeping, this is explained in more

detail by each section of the code. Q
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