LIME ROCK PARK =&

Turn 1 has a standard entry
starting with straight-line
threshold braking into a slightly
decreasing radius double apex
between 1 and 2. Remember
your Double Apex Rule. Avoid a
speed reversal between the two

apexes and for a later 2nd apex,

drive an earlier 1st apex and A" "

vice versa. Turn 1 offers the 3 < The ESSGS

best passing opportunity at Lime - . .
Rock. The exit of 2 leads directly into
the entry of 3. The entry of 3 is
right at the 90-degree limit and
full throttle will be carried well
into the entry spiral. 3-4 is a
chicane and the transition point
will be closer to the turn 4 apex.
Lower-acceleration cars may
only need a slight lift after the
chicane transition.

*Corner close-up on reverse.

S "The Uphill”

Standard corner. Full throttle
will be carried into the entry
spiral before deceleration
begins. You can use a good bit
of apex curbing as it is quite flat.
Some cars may need to lift at
the crest of the uphill to avoid
loss of control from going
airborne.

/ "The Downhill

Standard Corner. Possible
full-throttle corner for

lower-acceleration cars. Avoid
apex curb, but exit curb can be
used safely.

6 "West bend”

Standard corner. Full Throttle
will be carried slightly into the
entry spiral. Avoid apex curbing,
but exit curbing can be used
safely. Followed quickly by 7 so
pay attention to variations in exit
speed as it may affect braking
point for the turn 7 entry.

Deceleration

@ Double Apex
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S Double Apex

Acceleration

There is a lot of information packed into Track Notes so we will first learn how to read and use them effectively by comparing them to the
Corner Close-up. Starting with the striped curb/apex symbols on the Track Notes, these indicate you should optimize to the edge of the track
in that part of the corner. For example, you can see a curb symbol at the corner exit of 2 which means you will optimize to the very edge of
the track there. You can see this with the actual line in the Corner Close-up as well. In comparison, if you look at turn 3 on the Track Notes,
u can see there is no outside curb symbol during corner entry and so you will not be optimizing to the edge of the track there. As welll learn
elow, you instead optimize based on the 90-degree limit for that corner entry.

Each of these curb symbols may contain a number as well. A 1 indicates that virtually any car should use the curb there to widen the corner.
A 2 would indicate most cars should use the curb, but possibly not very low, stiff cars. A 3 would be a curb where you will likely lose as much
as gain by using it. A 4 indicates you should usually avoid the curb as you will most likely lose time, and a 5 would be a severe curb that
should definitely be avoided by just about any car. If there is no number on the curb symbol, while you will still optimize to the edge of the
track, there is not actually a curb in that area. Typically, there will just be grass or some other non-track surface. Next, notice the different
outlined track sections on the Track Notes. Each of these indicate a track section that should be optimized as one. This could be as simple
as one standard corner, or a complex linked sequence. If the sections are separated as in between turns 2 and 3, they are not linked. In other
words, the optimum apexes for 1 and 2 are not affected by 3, but the ideal apex for 1 is affected by 2 because they are linked in one section.

Now look at the green, yellow, and red shaded track areas in each section. The green and red show where the driver should accelerate and
decelerate respectively, while the yellow area shows where the driver should follow the Double Apex Rule and avoid a speed reversal. The
exact placement of the colored areas within the sections is also important. Looking at the corner entry for turn 3 we can see there is an
acceleration area at the beginning before deceleration begins. This shows that we will carry full throttle into our entry spiral before we begin
decelerating. Where the green transitions to red shows generally how deep into the spiral full throttle is carried. In comparison, a solid red
area from the very beginnlng of the section as seen in turn 1 indicates you will need straight-line braking prior to beginning your entry spiral. A
totally green line would indicate the entire turn is taken at full throttle. We should also mention that Track Notes are created based on a
medium-powered car so this is the one area that a driver may need to customize. The acceleration points will remain the same, but the
greater the acceleration potential of a car, the earlier the red deceleration area will need to start. For example, a more powerful car in turn 6
might require straight-line braking prior to turn in because it would reach that corner with more speed. Based on a car’s acceleration potential,
you might need to shift deceleration points earlier or later to ensure that the acceleration points remain the same. Also, if a corner type might
change for cars of different acceleration potentials, this will be explained in the Track Notes and Corner Close-up.

Another important symbol is the one for a corner transition as seen in the Corner Close-up. Sometimes a corner doesn’t begin or end at the
edge of the track and this symbol will show the angle and point that one corner effectively changes to the next. The turn 3-4 chicane, for
example, has this symbol because it is essentially two corners that are oFtimized together and this shows the transition point between them.
Where exactly this transition should be is determined by the Chicane Rule. The red and white curbs on the symbol then show the location and
angle of the virtual track edges we are optimizing for at the beginning and end of the two corners. The corner transition symbol is not only
used for chicanes however. We've also used it between 2 and 3 because turn 2 is not actually over and the driver should not drop below the
limit until after they have reached the track edge and continued turning a bit more. You can see how the transition symbol is angled in
somewhat and not right on the edge of the track. Finding this proper exit angle for turn 2 is important because turn 3 begins immediately and
getting the entry angle correct is key to a good time through this section. Also note that the curbs in the transition symbol are parallel and so
the exit angle and entry angle of the two corners will be the same.

So while turns 2 and 3 are too far apart to use the Chicane Rule and are therefore not linked, they are also close enough together that we
don’t have enough time to move over to the outside track edge before we begin our turn 3 entry. Instead, we must begin our entry spiral to
turn 3 while we are in the middle of the track. You see this situation somewhat regularly when two opposing corners are a certain distance
apart and we call this a “Faux Chicane.” We use this term because although the corners are not close enough together to be a true chicane,
your line will still go diagonally across the track as in a chicane. Sections where you should “Faux Chicane” and be%in or end your corner
angled inward away from the track edge will be indicated on Track Notes by a space between the curb symbol and the end of a section. You
can see this at the exit of turn 2 for example. Again, there is a curb symbol there so you will still optimize to the very edge of the track, but you
will stay at the limit and continue turning until your exit angle matches the entry angle of the next corner.

So how do we go about determining the ideal entry angle for turn 37 Many drivers feel the urge to angle the car well toward the outside of the
track coming out of 2 and take a big circular entry line to 3. This makes the line unnecessarily long and inefficient however. Instead, the
approach angle should be at the 90-degree limit from the apex of 3. You'll know you started out too wide if you find yourself holding a steady
steering angle, which will give you an inefficient circular entry to 3. Instead, you should begin your entry spiral almost immediately following
the exit of 2 and you'll need a slow and steady increase in steering to decrease your radius all the way to the apex of 3. Full throttle will
typically be carried deep into your entry as well and so another important point to remember is that your ideal entry spiral will give you the
highest I_I:I:inal ?peed before needing to begin deceleration down to the turn 3 apex. This would probably best be checked in telemetry or video
afterwards of course.
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