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SplitterThis will allow the player to reset to a 
previous checkpoint for sections where a 
track might actually go backwards, like 
reverse wheelie sections.
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When you go by the third check point it is 
activated, so the second checkpoint can't be 

used normally anymore.  So to make the 
previous checkpoint work you need to use either 
an area trigger or a hit trigger to trigger the set 

value event.

Variable Data 
Source

0.00

Set Value Event
Set 
1.00

The data source is just a way to keep track of if 
the second checkpoint has been reached.
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Reset on 
Checkpoint 

Restart turned 
off

Comparison 
Value 2

When you hit the third checkpoint it checks to 
see if you have hit the second one yet, if you 

have then it resets you to that checkpoint. If not, 
then it does nothing.

Player Event
Reset to 

Checkpoint

Checkpoint 
triggerArea Trigger 

placed exactly in 
front of 

checkpoint 2

Reset Physics 
turned off

On Hit

CP1

CP2

CP3

Example Driveline 
for this setup.

Checkpoint 3State Event
On

Area Trigger 
Disabled

The other thing the third checkpoint does is turn 
on the area trigger so that the second 

checkpoint will "work".  The light and sound 
won't activate when you get to checkpoint two, 

but you will reset to checkpoint two when you hit 
B.

checkpoint 
index = 1  

(Checkpoints 
start at 0)

This prevents 
the extra fault 

from the player 
event.


