
SVE
Decrease 

1

SVE
Increase

1

Controller
LB

Controller
RB

VDS
Value 0

Uncheck 
Reset on CP 
Restart box

On False

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

Idea by: Luthanick

Created by: bobozilla

Pressing Y returns you to the start

NOTE: you can use any button you want

Controller
Y

On PressOn Press

In RTCP menu, press Y on Checkpoint Index, select the above VDS

Uncheck RESET PHYSICS box if you don't want added faults when you 
press LB / RB (NOTE: Hold / double-click setup does not work properly 

it you uncheck the RESET PHYSICS box)

Player Event
Reset to CP

Trigger at 
CP 1

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)

This ensures that you skip forward or back from 
your last activated CP.

Trigger at 
CP 2

SVE
Set 
1

SVE
Set 
2

OPTIONAL

Comparison Value 1 Comparison Value 1

On True

This Generic Filter's Comparison Value 2 should 
match the number of the rightmost CP (the one 
BEFORE the finish line). For this example I used 

10. Meaning the finish line is 11

Generic Filter
0 Equals 10

Comparison Value 1
(From VDS)

Generic Filter
0 Greater 0

OPTIONAL

SVE
Set 
0

Generic Filter
0 Greater 0

On True

Open menu, go down to 
STATE, change it to 

DISABLED to prevent 
bailout.

On Press

Generic Filter
0 Greater 0

Impulse Clamp
Impulse to: 2

Impulse from: 1
Wait ticks: 20

On Down

Hold / double click LB to return to start

NOTE: Does NOT work if Player Event's Reset Physics box is 
unchecked.

On True

On Release

OPTIONAL


