
• Click the ‘Add a new Class’ button to create a new class
• Enter the Class Name (i.e. Stock Buggy).  You should try to have each class have a unique 1st

letter. This makes entering drivers names/classes easier later. 
• The background color changes to red to show you that changes have been made.



•The pace is used for practice printouts.  If you race 5 minute qualifiers, enter ‘5’ here
•Enter the minimum lap time for this class.  Laps faster than this minimum time are ignored
•Select the start type.  ‘Staggered’ starts are IFMAR starts, each driver is on their own clock.  
‘Tone’ starts are where every racers starts the race at the same time and are all on the 
same master clock
•Enter the length of your heats, and select either ‘Minutes’, ‘Seconds’ or ‘Laps’ from the 
combo box.
•Enter the number of racers in each heat.  
•For the mains, enter the number of racers that you would like in each main, and the length 
of each main.  When you setup the mains, you can override these numbers.
•Enter the number of bump ups (Nitro racing) if any
•If you want to run Triple A mains, select 3 for the number of mains.
•Some tracks run Road Course and Oval on the same night on the same track.  The Oval 
cars may need a different start delay than the Road Course cars. If you need a specific start 
delay for a class, enter it here.  If this value is blank, the Start Delay from the ‘Tracks / 
Racing’ tab will be used.

•‘Add a new Class’ allows you to create a new class
•‘Delete Class’ removes an old class you no longer use
•‘Save Changes’ saves your class information to the database
•‘Cancel Changes’ restores your class to its original state.  This button must be
clicked before you click ‘Save Changes’



•Enter a class called Modified Buggy
•Now we have two classes entered.  If we wanted to run 
Modified Buggy first, we could change the order of the 
classes with the ‘Move Up’ and ‘Move Down’ buttons
•We can enter a picture for each class here.  They will be 
displayed on the results printouts in the future
•If you have already run some races, you can click on the 
‘TQ’ button to see who is the current TQ.  You can do this at 
any time, even during a race
•The ‘In Use’ button restricts the classes that are displayed 
when you start entering racers into the race program.  This 
helps prevent entry errors
•The ‘# Races’ count is an advanced feature and is not used 
for a normal race program.  You can ignore this feature.
•This checkbox shows only the classes where the ‘In Use’
checkbox has been checked.  If you have 20 classes 
entered, but you know only some of those classes will be 
racing today, you can hide the other classes until you need 
them in the future.



Once you have all of your classes entered, click the ‘Move Up’ and ‘Move Down’ buttons to 
arrange the race order.  Notice that I have a different 1st letter for each class name (S, M, 8 
and N).  This will make it easier to enter the class names for each racer because I can type 
just a single letter to select their class.  This will be explained in the next section.

•Try to use a different 1st letter for each class name if 
possible.  This makes it quicker to enter new racers into 
the database.  This is described in the next tutorial.

S = Stock Buggy 
M = Modified Buggy
8 = 8th Scale Buggy
N = Nitro Truck


