Driving Manual In Mario Kart Wii

File Name: Driving Manual In Mario Kart Wii.pdf
Size: 4463 KB

Type: PDF, ePub, eBook

Category: Book

Uploaded: 16 May 2019, 16:17 PM

Rating: 4.6/5 from 801 votes.

Status: AVAILABLE

Last checked: 3 Minutes ago!

In order to read or download Driving Manual In Mario
Kart Wii ebook, you need to create a FREE account.

eBook includes PDF, ePub and Kindle version

Register a free 1 month Trial Account.

Download as many books as you like (Personal use)
Cancel the membership at any time if not satisfied.
Join Over 80000 Happy Readers

Book Descriptions:

We have made it easy for you to find a PDF Ebooks without any digging. And by having access to our
ebooks online or by storing it on your computer, you have convenient answers with Driving Manual
In Mario Kart Wii . To get started finding Driving Manual In Mario Kart Wii , you are right to find
our website which has a comprehensive collection of manuals listed.

Our library is the biggest of these that have literally hundreds of thousands of different products
represented.

Home | Contact | DMCA


http://srwt.ru/mpdf/Driving Manual In Mario Kart Wii
http://srwt.ru/mpdf/Driving Manual In Mario Kart Wii
http://srwt.ru/mpdf/Driving Manual In Mario Kart Wii
http://srwt.ru/mpdf/Driving Manual In Mario Kart Wii
http://srwt.ru/mpdf/Driving Manual In Mario Kart Wii
http://srwt.ru/mpdf/Driving Manual In Mario Kart Wii
http://srwt.ru/mpdf/Driving Manual In Mario Kart Wii
http://srwt.ru/mpdf/Driving Manual In Mario Kart Wii

Book Descriptions:

Driving Manual In Mario Kart Wii

One of the most confusing features, however, is the option to drive Manual or Automatic—a new
addition to the game. Unlike most racing games, where this refers to the cars shifting, this is about
drifting and boosting. Mastering Manual gives you a huge advantage of extra boosts. Begin a new
race game, either single or multiplayer, depending on how many other players you have. Choose the
controller or controller you plan to use. Plug in the Gamecube controller, classic controller or
Nunchuk, or insert the Wii remote into the Wii Wheel. Follow the onscreen prompts to choose your
controller. Racing with Manual Begin the race with your Manual car. Wait for the light to turn green.
Drive toward the first big turn. Press and hold the Hop button, B on the Wii remote or the R trigger
on the Gamecube or Classic controller, as you begin the turn. There are two levels of sparks you will
see Yellow first, blue second. Release the Hop button. Repeat steps 2 through 5 on the next large
turn, for each of your races. Tips The differences between Manual and Automatic are the drifting
and boosting. With Automatic drifting, your car will automatically powerslide around the corner, but
will not boost; with Manual, you can drift as you see fit, and boosts are enabled. References IGN
Mario Kart Wii Guide GameFAQs Mario Kart Wii FAQs and Walkthrough Writer Bio Grahame Turner
has worked as a freelance writer since 2009 and a freelance reporter since 2010 for Wellesley Patch
and Jamaica Plain Patch in Massachusetts. He also works parttime as a bookseller at the
Northeastern University bookstore. From fixing your old devices to catching up on recent
techtrends, weve got you covered. Topics Internet Media Printer Social Media Smart Devices Email
Network Hardware Phone Software Legal About Us Accessibility Terms of Use Privacy Policy
Copyright Policy CA Do Not Sell My Personal Information. Manual is one of the two Drifting modes
you can choose from in Mario Kart
Wii.http://davidfauquemberg.com/home/fauquemb/david/bbdg_site/userfiles/create-dataset-manually.
xml

e how to drive manual in mario kart wii, driving manual in mario kart wii, driving
manual in mario kart wii pc, driving manual in mario kart wii u, driving manual in
mario kart wii games, driving manual in mario kart wii download.

With this setting, players now have Drift on their own instead of powersliding Automaticly. However,
although it takes more work to perform a drift in the race, the player is rewarded with MiniTurbos
for executing a well rounded drift.While tilting the Wii Wheel assuming thats what youre using if not,
substitute the other controller method, pressing the B button will make either your Kart or Bike leap
up into the air. When it come back down, if you keep on moving in a turning motion, the vehicle’s
tires will start to slide across the track, perpendicular to the treads. In this way, the kart keeps up its
Acceleration, even if it’s curving around a corner.After traveling in a short arc for a while, blue
sparks will shoot out from underneath the vehicle’s engine; a MiniTurbo is charged up, and releasing
the B button will give you a Speed Boost.Another, even more plentiful bonus of using Manual drift is
a Super MiniTurbo, essentially the same but.Orange sparks flaring from the bottom of the vehicle
designate when this extralong boost is ready; of course, it will take more work to gain a Super
MiniTurbo. You have to drift around a larger circumference of a corner, about equal to a hairpin
turn, to receive a one.Mario Kart 64 introduced MinTurbos, and Mario Kart Wii instituted Super
MiniTurbos. Mario Kart 7 and Mario Kart 8 have both of them back.But don’t get your hopes up they
are much smaller, and do nothing but look cool. However, Bikes easily 1up Karts with their special
ability, a Wheelie. Miniturbo is a something you can with Manual, and if you drift long enough When
going around a turn, you can hop and drift to modify the turn. If your drift stays at a sharp enough
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angle for long enough, the sparks flying out the back of your vehicle will change color. When the
color changes, you can release the drift button to get a speed boost. Instead, it automatically
improves your turning by drifting for you and requires a button
press.http://creluxbuildingsupply.com/uploadfiles/200912051437943979sdp1fl.xml

Its probably easier for new players, as they dont need to pay attention to another buttons and the
subtleties of maintaining the drift. The downside is you will not build up sparks and will not be able
to get the drifting speed boost. It simplifies the driving. The miniturbos are invaluable for getting
and maintaining better speeds. You can drive in manual without doing the drift speed boost, but
thats not how you play well ! Bikes instead get a wheelie speed boost, which you normally want to
use on straightaways. I am not certain whether bikes can wheelie in Automatic mode. For example,
in Mario Kart 64 and Mario Kart Double Dash, you actually wanted to alternate steering
LeftRightLeftRight while drifting to get the boost. In Mario Kart Wii, you simply want to maintain a
smooth turn that is as sharp as possible. Only works in Manual mode. Only works in Manual mode
for karts. Only works for bikes. Earn 10 reputation in order to answer this question. The reputation
requirement helps protect this question from spam and nonanswer activity.Browse other questions
tagged mariokartwii or ask your own question. The site may not work properly if you dont update
your browser. If you do not update your browser, we suggest you visit old reddit. Press ] to jump to
the feed.I went to the time trials and was able to beat the normal level ghosts fairly easily. However,
automatic only seems to go so fast, as no matter what I did I could never seem to beat the expert
times. I dont know what Im doing wrong, but my manual driving just seems to be consistently
slower. I have looked some crud about automatic vs manual and all sources say that manual is
faster, but if youre better at automatic you should stick to automatic. That doesnt help me, though,
because I still cant beat in automatic and my manual game is still slower. What am I doing wrong. I
dont know how else Im supposed to know what your doing wrong.

If I had to guess, then its probably that youre holding your drifts for too long. If this happens to be
my error, would it be something like I drift boost once when I could have drift boosted twice. Or is it
that I wait too long before releasing when I get sparks and should be releasing right when I see the
sparks. Ill do that as soon as I can. My automatic run is 1 second faster. Ill take a video of that run
later if you need it.Try to drift multiple times on the same corner and get multiple boosts on one
corner. All rights reserved Back to top. Dont have an account. Sign up for free! The most common
causes of this issue areUsing GameFAQs regularly with these browsers can cause temporary and
even permanent IP blocks due to these additional requests. This triggers our antispambot measures,
which are designed to stop automated systems from flooding the site with traffic. Continued use of
these apps may cause your IP to be blocked indefinitely. There is no official GameFAQs app, and we
do not support nor have any contact with the makers of these unofficial apps. Please fill out the
CAPTCHA below and then click the button to indicate that you agree to these terms. Continued
abuse of our services will cause your IP address to be blocked indefinitely. FAQ Bookmarks Access
and manage the bookmarks you have added to different guides. Bounty Write a guide for a Most
Wanted game, get cash. Game Companies A list of all the companies that have developed and
published games. Game Credits A list of all the people and groups credited for all the games we
know of. Most Wanted The Top 100 popular games without full Guides on GameFAQs. My Games
Build your game collection, track and rate games. Rankings A list of games ranked by rating,
difficulty, and length as chosen by our users. Top 100 The Top 100 most popular games on
GameFAQs today. Whats New New games, guides, reviews, and more. All rights reserved. By using
our site, you agree to our cookie policy.
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Learn why people trust wikiHow To create this article, volunteer authors worked to edit and improve
it over time.The more tricky part is drifting at the right time.The buttons you press to drift depend
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on this.Start off using Automatic drift to help acquire you to your controller further.Are you going to
be using a kart. Are you going to be using a bike. In addition to using either a kart or bike, you have
innerdrift bikes and outerdrift bikes.Drifting on each controller is different with different buttons to
press.Youre not going to master it off of one try. Continue to practice until you feel you have a good
grasp on it.Once you have a good grasp on drifting, select other characters or vehicles and see if you
can drift just as well as you did before.Snaking can be achieved by drifting back and forth on long,
straight parts of the track. Amid the current public health and economic crises, when the world is
shifting dramatically and we are all learning and adapting to changes in daily life, people need
wikiHow more than ever. Your support helps wikiHow to create more indepth illustrated articles and
videos and to share our trusted brand of instructional content with millions of people all over the
world. Please consider making a contribution to wikiHow today. To create this article, volunteer
authors worked to edit and improve it over time. This article has been viewed 61,042 times.By
continuing to use our site, you agree to our cookie policy. Please help us continue to provide you
with our trusted howto guides and videos for free by whitelisting wikiHow on your ad blocker. If you
really can’t stand to see another ad again, then please consider supporting our work with a
contribution to wikiHow. Mario Kart Wii Guide Drifting and Snaking. Manual Versus Automatic. Very
simple.

Manual means youll have to put your car into a drift manually with the jump 27 Feb 2017 Basics
Mario Kart Wii Note Mario Kart Wii Can Be Controlled With A Wii Last but not least, manual drifting
to do so, you need to press B on 14 Apr 2008 26 Dec 2010 In Mario Kart DS, one must rapidly press
left and right on the dpad while drifting until a red flame appears. All choose manual 1st. All give
you a boost if held long enough. Wii wheel turn and hold B Wii remote and nunchuck turn and hold B
Gamecube controller turn 15 Jan 2012 I bought a gamecube controller to play with Mario Kart Wii. I
read online from You only drift when you set your Kart or Bike to Manual. Does the GameCube
Developer guide integration professional wap, Nhl 08 instruction guide, C sample search visual,
Example bad cover letter, Informational interview sample. Reload to refresh your session. Reload to
refresh your session. All of these forms boast nearidentical functionality in terms of what you can
pull off, meaning your choice of input should ultimately boil down more to whichever feels the most
comfortable to you. However, there are still some minor differences to bear in mind with each.The
main tactic to remember here is to simply avoid the temptation to make huge, exaggerated turning
gestures; small steering movements are all that are needed unless taking particularly sharp turns.
An optional steering wheel attachment is of course included with the game should you require a
more tactile feel. As a pleasing auditory bonus, the Wiimotes onboard speaker will also play
additional sound effects midgame, such as warning sirens signifying incoming projectiles which can
prove invaluable in the more hectic moments.Here is a control guide To accelerate, you can press 2
on the right side of the controller. Last but not least, manual drifting to do so, you need to press B on
the back of the controller and turn the Wiimote in what direction you want to drift.

You can also drift the same with using the 1 button.To accelerate on the Gamecube controller, press
the green a button. To steer, use the swivel on the left of the controller. You can brake with two
buttons the first is the R button and the other is the B button. To use an item, you press either L or
the control pad same deal with control pad on Wiimote. For drifting, use the R button and the
swivel.Bear in mind that when using either of these more traditional controllers, pulling off stunts
will switch to the Dpad though, and youll be without onboard sound alerts warning sirens and the
like will instead play from the TV speakers, somewhat lost amidst the ingame chaos. This is the
process of performing stunts and tricks that reward you with a quick jolt of speed for your trouble. A
skilled player will find ways to keep themselves repeatedly boosting for as much of the circuit as
they can, constantly pulling off tricks, hitting every speed pad and nailing midair stunts
regularly.Rocket Start To kick off a race in style, hold accelerate right after the 2 finishes animating



onscreen during the prerace countdown, giving you an instant speed boost right off the grid. The
better your timing, the greater the boost. However, failing to nail the timing perfectly will cause a
stall, so be careful.You can tell when this is working as blue streaks will appear around your vehicle
pictured. If you can hold this position for a few seconds uninterrupted, youll perform a Draft Boost,
which sends you briefly hurtling forward at immense speed. You wont even need to adjust direction
either, as this increased velocity will knock aside anyone directly in front of you, including the
person you were tailing. Consider it a thank you. Note that the faster you are travelling when
performing this drift—combined with pressing into the direction you are turning—will build the
charge up faster.Each and every corner in the game is a potential MiniTurbo waiting to happen.

In practice, however, its an incredibly tricky skill to master, and noticeably harder to pull off in
Mario Kart Wii when compared to previous outings. When coupled with the constant interruptions
provided by enemies bumping into you and taking you out with projectiles, snaking becomes a tactic
that should be relegated almost solely to solo Time Trial mode, and is borderline useless in the
Grand Prix cups and multiplayer races.As he lowers you down, simply hold accelerate the second
you touch the floor, and off youll zoom.If using traditional controllers, pressing up on the Dpad
performs this same function.Bumping into fellow racers while engaged in a wheelie will in fact stun
you, so this trick is best saved for clean, open straights until you get the hang of it.If moving slowly,
it may in fact hamper your acceleration and backfire. Instead, wait until youre blazing along at top
speeds before engaging—or have just previously hit a speed pad—at which point the wheelie will
help prolong your boost even further.Tugging back on the Wiimote once again or tapping back on
the Dpad on a controller as you launch off a ramp is all thats required, but bear in mind, you need
not just stick to the more traditional and signposted ramps of the game to perform such feats; pretty
much any kind of hill or drop will allow for such a stunt if timed correctly. You can even gain some
extra height by tapping the hop button just prior to launching.You will receive a minor boost simply
by hitting these pads, but also a far larger boost if you can pull off a stunt when launching off the top
of them again, by pulling back on the Wiimote at the last second. More often than not, halfpipes
house powerups high above them, making them incredibly worthwhile to seek out.Hitting as many of
these as possible will cut your track times down drastically, so be sure to consult the Circuit Guide
further down for each of their locations.

Both karts and bikes boast their own advantages and disadvantages depending on the circuit in play,
but for the most part bikes tend to offer slightly superior performance due solely to the wheelie
ability. You may wish to bear this in mind in multiplayer games or when competing in Cups that
support both vehicle types. When up in first place with enemies hot on your tail, avoid travelling in a
perfectly straight line. This will stop pursuers riding in your slipstream and performing a draft boost
against you. Halfpipes generally have a subtle path laid out for you to follow if you study the ground
for trails and tyre marks.In fact, the punishing nature of the Al means first and last place positions
will regularly switch at quite literally a moments notice and as such your performance in these races
can be almost irrelevant until the final lap. If youre having trouble securing a win as a result of such
relentless bullying, try falling back and sticking to the rear of the pack for the majority of the race
instead. Save any decent powerups like the Bullet Bill or the Mega Mushroom for the final lap, then
let rip and snatch the win back in the final dying minute. Trust us, it works. When running through
powerup blocks, try to pick up as many as possible. Youll only be able to use one of course, but itll
mean less available for your trailing opponents to grab. Drifting sideways through these powerup
lines provides a fine means of doing this. In multiplayer, try to fool the opponents directly behind
you into thinking youre heading for one powerup, then at the last minute swerve to the side and
grab another. You can often snatch whichever one they were lining themselves up for, leaving them
subsequently weaponless. Note that the Al likes to do this to you too, so try to counter it by
zigzagging a little. Be sure to nab yourself some ghost data via your wifi connection.



Mario Kart Wii offers superb online functionality that includes the downloading and viewing of top
lap times from around the world. Study techniques, watch for the best racing lines and learn from
the games greatest. This is a sure fire way to circuit mastery. Finally, note that although 50cc and
100cc cups limit your vehicles to karts and bikes respectively, you can in fact unlock the ability to
play either vehicle type on all of these cups. See Unlockables later in this guide for more
information. Was this guide helpful. YES NO In This Wiki Guide Mario Kart Wii Summary Mario and
friends once again jump into the seat of their gokart machines for the first Wii installment of this
popular franchise. By default, the simple drift system is turned on, which makes it extremely easy to
perform while getting mini turbo boosts. But not all players want to go that route. Looking for more
actual gameplay and less easy driving. Lets take a look at how to turn on manual drift. How to Use
Manual Drift in Mario Kart Tour To switch from simple to manual, tap the Settings icon in the lower
right corner of the main menu. From there, just scroll down and tap Manual Drift to turn the box
yellow. So how exactly do you use manual drift. With automatic drift, you just drag your finger left or
right and your driver will drift in that direction, eventually initiating a mini turbo boost if you drift
long enough. With manual drift, theres an extra layer and an additional tap required. Swipe either
left or right to start moving, then release your finger to hop. As your driver performs the slight hop
animation, tap your finger back down and hold to initiate the manual drift. So now the real question
why even bother. Whats the point in making the game slightly harder by using manual drift. Other
than playing a bit more like the nonmobile version of the game, manual drift allows you to extend to
a third tier of turbo called the ultramini turbo boost.

When going from mini turbo to supermini turbo, your sparks will change from blue to yellow. When
you transition to an ultra turbo, you should see a double ring of purple sparks. If you manage to land
these by holding the drift long enough, you earn extra points, which can mean the difference
between hitting that fourth and fifth star for a course. Or it could be the boost you need to get to a
higher tier in ranked matches. Personally, I prefer the simple automatic drift since it keeps the game
simple and fun, but your mileage may vary. Have you managed to hit an ultra mini turbo yet. Let us
know int he comments. Need help with the other Halloween tour challenges. Be sure to bookmark
our other Mario Kart Tour tips and tricks. Please try again.Please try again.Please try again. Then
you can start reading Kindle books on your smartphone, tablet, or computer no Kindle device
required. Register a free business account To calculate the overall star rating and percentage
breakdown by star, we don’t use a simple average. Instead, our system considers things like how
recent a review is and if the reviewer bought the item on Amazon. It also analyzes reviews to verify
trustworthiness. It is the sixth main installment in the Mario Kart series and the tenth overall. Mario
Kart Wii retains the traditional itembased weaponry familiar with the franchise, where players can
select a Mario franchise driver and themed vehicles. As with most racing games, the overarching
goal is to place first among other competitors, through the usage of such items and taking the
fastest routes to secure the leads. Several new key elements introduced to Mario Kart Wii include
increasing the number of racers to 12 racers from 8 racers from previous entries in the series, as
well as introducing a new type of vehicle to the franchise bikes. The game takes advantage of
features unique to the Wii, most notably its motion control capabilities.

A Wii Wheel is included in most Mario Kart Wii packages, though the game is still compatible with
other controllers such as a regular Wii Remote held sideways, the Wii Remote and Nunchuk, the
Nintendo GameCube controller, and the Classic Controller and Classic Controller Pro. Additional
game modes are also present such as the traditional Grand Prix, Versus, Battle, and Time Trial
modes.Also, the game data cannot be copied onto another Wii. The game also includes its own Wii
Channel, called the Mario Kart Channel, which allows players to play in special tournaments and
trade their racing profile with other players around the world. This channel uses 74 to 88 blocks
depending on the games region, but unlike the game data, players can copy the channel onto their
SD cards.If one or more profiles have gotten first place on every Mirror Mode cup, the title screen



will change from Mario and Luigi using the Wii Wheel to individual pictures of Mario, Luigi, Peach or
Bowser. Not all regions registered on the Wii system are registered in the game. Some countries
that have lost their independence, such as Aruba, Sint Maarten and Curacao Netherlands Antilles ,
as well as others that have disappeared or disintegrated, are still registered as separate regions on
the Wii system or the game.Players select a racer from a cast of Mario characters, who are all
divided into size categories in relation to their stats, and they need to select a vehicle from the class
they belong in, all with their own stats. All races start with players at a line corresponding to their
proper position, where Lakitu signals the countdown time. Once the time is finished, players race
three laps around a race course in an attempt to be first of the pack. Once the third lap is completed,
players are ranked points depending on how well they placed in the race. While every previous
Mario Kart game allowed for a maximum of eight racers on each course, up to twelve are on the
course at a time in Mario Kart Wii.

In Grand Prix and VS mode, player characters always start out on the latter positions; once they
finish the race, their position is saved as they move on to the next race. Like Mario Kart Super
Circuit and Mario Kart DS, Mario Kart Wii shows a rating of how well a player performed after the
trophy presentation, , , A, B, C, D, and E E being the lowest ranking and being the highest.Players
can receive these items at random from Item Boxes scattered around the track. The quality of the
item received depends on the position of the racer racers who are further down the line receive
stronger items to help compensate their poorer performances. For examples, lower racers receive
Mushrooms as speed boosts, Stars for faster invincibility, etc.When players receive an item, they can
stop the item roulette faster by pressing the corresponding item button.Players can drift through
tougher curves to maintain speed; players can perform a MiniTurbo when players receive colorcoded
sparks from drifting, which depends on how long players can hold the button for drifting and the
angle at which they drift. Introduced in Mario Kart Wii are two drift modes Automatic and Manual.
Automatic drifting allows players to automatically drift when turning very sharply, though players
cannot perform MiniTurbos regardless of how well they drift. Manual mode requires players hold
down a button to drift, but releasing the button may release a MiniTurbo, the strength of it
depending on the color of the sparks. Players are now able to perform tricks when they driver over
specific types of ramps. When drivers perform a trick and land successfully, they gain a momentary
boost of speed.Motorbikes can perform wheelies to increase top speed on straights, though
motorbikes cannot perform the most powerful MiniTurbo that karts can. Motorbikes also come in
two classes drift type and hangon type. Drift type bikes drift in a similar way to karts, while hangon
type bikes commit to the turn instead.

Users can send prewritten phrases to other users before the series of races starts.Also, 4th and 5th
place are not losing positions. The following chart shows the difference of the point spreads from
previous games to this installment. If the racer fares this badly four times, the Grand Prix must be
started over. In Mario Kart 64, 5th or worse forces the player to retry the race, but without the
restrictions on how many times the player can retry a race. In Mario Kart Double Dash and other
installments after that game including this installment, the Grand Prix normally goes forth.By tilting
the remote, players can steer their karts. Since the Wii Remote is designed to be inserted into the
Wii Wheel for better grip, players can also play without the Wheel if they choose to. Mario Kart Wii
can also be played by connecting the Nunchuk Controller or the Classic Controller, or using the
GameCube Controller. Controlling the vehicle is divided up into two sections Basic and
Advanced.Accelerating time depends on the type of karts Lightweight karts have a high acceleration
but low speed. Heavyweight karts tend to have a low acceleration but a high top speed.
Middleweight karts tend to have an average top speed and acceleration. If a vehicle reaches
maximum top speed, the vehicle will drift instead. If the player tries to accelerate while going in
reverse, the vehicle will start to build momentum. When blue sparks start to appear, the player can
release the brakes to get a small speed of boost. In this way, drivers can be alert from other drivers



incoming to steal their place. Drivers can also use this feature to see where they are going while
backing up, or to aim a weapon at an opponent following up. This feature once appeared in Super
Mario Kart. The feature can be set to happen automatically or when a button is held.

However, if drivers hold down the button for too long, when the final beep is heard, their engine
bursts and they get an even worse start than a regular one and take a few seconds to recover.
Releasing the drift button gives them a short burst of speed. In a kart, drivers can keep drifting for
longer periods to get orange sparks and a longer boost. However, orange sparks cannot be created
on bikes. The amount of time the player must drift also depends on the vehicles drifting stats. This is
helpful for vehicles with slow acceleration, as it will get the vehicle to top speed. A MiniTurbo cannot
be performed when drifting is set to automatic, but the standing MiniTurbo can. Drivers can perform
a trick by flicking the Wii Remote, pressing on the Classic Controller, or pressing on the GameCube
Controller in any direction when going off a ramp or hill. They obtain a speed boost when landing.
Drivers can increase their speed by lifting up the fronts of their bikes. While drivers perform a
wheelie, the bike cannot be easily steered. The wheelie can be ended by braking, hopping, waiting
for the wheelie to end, or simply setting the Wii Wheel or Wii Remote back down or pressing. If
drivers are bumped into while they are performing a wheelie, they lose most of their speed. If they
wheelie again right as their wheelie runs out, they can get a chain wheelie. The range may differ for
every part of a track. There are eight cups to choose from, ranging from the most to the least
difficult. Drivers earn points by placing within twelve positions see chart above . A driver with the
most points at the end of the four races wins the cup. The driver will be awarded a grade for their
racing performance at the end of the cup. The fastest record is saved as a Ghost and can be raced
against at a later time.The driver may choose a Solo Race, where they try to win for themselves, or
Team Race, where two teams, red and blue, try to win by gathering the most points and beating the
other.
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