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) speed shifting

(Pedals)

( ) heel-toe downshift

Accelerator (gas) -
Brake -V

Clutch -

Rest (dead pedal) -¢
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' Gradual application of the accelerator

just prior to the apex, with full throttle
' being applied at the cormer exit point.

Steady state throttle to maintain rpm

Gradual release of brake forca
to prevent lockup, and o ease
the change in weight transfer

Full force limit braking

Hapid, but not instant application
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(Complex Corner Sets)
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turnin

apex

exit point

Turn=In
Paint

Brake -

Paint

Ui

Exit Paint

These are the four stages of the changing
eve path through a corner. Priorto each
rrajor reference pointin a corner, the driver
rriust shift focus to the nest reference point.
The current reference point is viewed with
peripheral vision. Approaching the braking
point, the driver focuses on the turn-in point.
Before reaching the turn-in point, the driver
nestfocuses on the corner apex. Just prior

to the apex the driver focuses on the exit
point, and then prior to reaching the exit
point, the driver looks down the next straight.

turnin - )
turn in point - ¥

turnin
apex - ¥

apex






apex

exit point

(Reference Points)

apex

Racing line

Reference Points

Apex ,



Sy

U

turn in

turn in

turnin
; apex
racing line
apex
lap time
apex ;

reference point



Spl 7

, bump markers

corner markers apex

apex
markers

apex
(exit markers)

reference point

turn in turn in

, turn in point



&yt L 19

time qualifying, . reference points
) trialing
turn-in , ) braking reference point
)
(.
apex : point of reference reference point
exit turnin
raceing

( driving line ) line



Spl 7

(Passing)

driving line -

( )blocking :
blocking 1 1

blocking



Spl 7
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Racing line
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Racing line
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blocking
passing lines
Handling Handling

GoingFaster! Mastering the Art of Race Driving
Driveto Win, The Essential Guide to Race Driving
Speed Secrets, Professional Race Driving Techniques
Winning, A Race Driver's Handbook

turnfast.com



