Save to favorites in Evo so you can plop this into your tracks with ease

DON'T FORGET TO DELETE BEFORE UPLOADING TO TRACK CENTRAL
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Attach either an Area Trigger, Hit Trigger, or CP
Trigger (within the CP's menu) at every CP to set
the value of the VDS to that CP's value (eg. ]
reaching CP 3 would make VDS value 3) Idea by: Luthanick
This ensures that you skip forward or back from
your last activated CP. Created by: bobozilla



