The St. Louis BMW Club

Prep List - Preparing for the Driving School

Prepare Your Car

The following procedures are recommended as general procedures for on-track safety and performance consideration. Always consult your car’s Owners Manual for the specific procedure, fluids, and specifications as it recommends. The St. Louis BMW Club, its officers, staff, or event personal take no responsibility for your car’s maintenance and safety preparations.

· Flush your brake fluid. Consider a high temperature fluid that meets D.O.T. 4 specs; for example, ATE Super Blue, ATE Type 200, Castrol GTX, or Valvoline Syntech. This is the single most important task for preparing your car for the school; please be sure and get it done.
· Ensure that your brake pads have at least 50% pad remaining, 75% is even better. Do not come to the track with brand new pads! (If they need replacing, get 50 to 100 substantial “stops” on those pads before coming to this event.)

· Change engine oil and oil filter, making sure the oil level is up to the ‘full’ mark

· Check all other fluid levels and top off if needed.  Have your car inspected by a technician using the Pre-event Technical Inspection Form.  This form is provided in a different attachment on the BMW Club website. Additional information can be found in the introduction letter. 

· Put additional air in the tires before coming to the track. (Although there will be air available at the track, it is best to come prepared)  A rule of thumb; rear-wheel drive cars with high-performance street tires, add 7 lbs to both the front and rear tires over the factory-recommended pressures. Front-wheel drive cars, inflate the front tires up to the maximum inflation pressure stated on the tire, and add 5lbs over the factory-recommended pressures to the rear tires. These are general guidelines - discuss the actual inflation pressures with your instructor before going out on the track, as all cars differ in recommended inflation pressures.

What to wear
· Long pants and long-sleeve shirt are recommended while on the track, however, during a summer event, short pants and short-sleeve shirts are okay. Clothing should be cotton or other natural fiber. 
· Comfortable (but not loose) shoes with flat soles of non-synthetic materials. (Wrestling shoes work very well) You can invest in professional driving shoes, but they're not required.

On the track…

· Helmet - It's important that it fit properly and meets the school's Snell policy.

· Driving gloves are optional. They help you grip the wheel and the shift knob.

Mandatory Items to Bring to the Track
· Pre-Event Technical Inspection form and the Technical Inspection Form For the Track

· Signed Helmet Acknowledgement & Release Form

· Completed Medical Information Form in sealed envelope with your name
· A printed* Student Manual (to be used in the classroom)

· Helmet (Snell 2000 or newer)

· Comfortable and safe driving shoes

· Your BMW CCA Membership number

Note: if you are unable to print these documents noted above please notify us to send you  copies OR you can pick them up at the Pre-Event Tech Inspection.

Suggested Items to Bring to the Track

Good to Have

· Hat

· Sunscreen

· Sunglasses
· Lip balm
· Cooler

· Rain jacket

· Umbrella

· Folding chair

· Window cleaner

· First aid kit

· Paper/shop towels

· Duct tape

· Flashlight

· Cotton glove

Smart to Have

· Torque wrench w/socket for your wheel lugs (bolts/nuts)

· Tire pressure gauge

· Extra engine oil

· Extra brake fluid

· Hand cleaner and towels

If you're mechanically inclined and have the space, and if they pertain to your car:

· Extra brake pads

· Jack stands

· Small hydraulic jack

· Socket wrenches

· Box/open end wrenches

· Screwdrivers

· Adjustable wrench

· Wire cutters

· Vise grips

· Allen wrenches

· Pliers

· Plastic wire-ties

· Plastic container for collecting fluids

· Portable air tank or 12-volt compressor

· Extra fuel in a DOT approved container

· Tube(s) for bleeding brakes

· Pad or old blanket to lay on

Description of the Gateway International Raceway Road Course

Listed below are general guidelines to negotiating Gateway International’s Road Course for the driver school. Keep in mind that these are general guidelines, and the actual line that you take may differ due to differences in cars, drivers, and general comfort levels. Also, your instructor may have you drive slightly different lines.  (A glossary of terms can be found at the end of this section)

Turn 1

Turn 1 can be considered a ‘text book’ corner.  As you approach the end of the main straight, you’ll want to work your way up to the outside wall to set up for your entry into Turn 1. Approaching Turn 1, you will want to brake lightly to set the car, get back on the throttle, apexing near the end of the pit wall (there will be multiple cones set up along the main straight’s outside wall for your turn-in reference) and allow the car to drift slightly to the right edge of the pavement.   If you feel in any way that you are going too fast for a safe entry into the very fast Turn 1, you should use the Oval as an escape road; just keep going straight ahead on the oval, gradually slowing down. Once you have slowed to a safe speed, you should then turn around in the Oval and make your way back to Turn 1. A corner worker be there to guide you back onto the course when it is safe to do so; when no cars are coming. Do not proceed until you get guidance from either a corner worker or your instructor.

Turn 2

For Turn 2, you will be braking very hard, and have to deal with a slightly blind apex.

From the right edge of the pavement, late apex the turn by looking around the turn for the apex cone for guidance, and exit the corner by drifting to the right edge of the pavement. Upon completing Turn 2, check your mirrors for faster traffic for you are now in Passing Area #2.

Turn 3 & 4/The Esses

The Turn 3 & 4 complex includes a challenging situation of a ‘compromise’ turn.  In order to come out of the complex smoothly and quickly, you must compromise, or ‘throw away’, the first part of the complex; Turn 3, by apexing it very late. Approaching Turn 3, brake firmly, late apex Turn 3, and squeeze the power through the rest of the complex, apexing Turn 4 neutrally and exit to the center of the track.

Turn 5

If you do it right, Turn 5 is not really a turn at all. You will be approaching Turn 5 in the middle of the track, coming close to the patch of grass to your left (your first apex), driving for the patch of the grass to your right (your second apex), braking firmly in a straight line, then applying power onto your approach to Turn 6/The Carousel.

Turn 6/The Carousel

Turn 6 is a fun & challenging decreasing radius turn. This turn seems to have as many different lines as there are drivers; each car will have a line through this turn that suits that particular car/driver combination.  The safe way to negotiate Turn 6 is to begin with a very late apex. Driving in the middle of the track but slightly toward the left side, brake firmly, apex the turn very late (no need to apex close to the apex cone marker; about ½ a car width is okay) and exit by drifting to the left edge of the track, right up to the track-out cone

marker.  Upon completion of the turn, slowly bring the car to the right (do not force the car

to the right too quickly) in preparation for Turn 7/The Hairpin.

Upon completing Turn 6, check your mirrors for faster traffic for you are now in

Passing Area #3.

Turn 7/The Hairpin

Turn 7 is a very late apex, very tight hairpin of more than 180 degrees; a fairly traditional slow-in/fast-out turn. Approaching Turn 7, you will need to brake fairly hard to get your speed down. This  is another blind-apex turn of the track; just be looking around the turn for the apex cone for guidance. You will want the car to be settled at the exit so you can apply

power for the long straight ahead (note the Oval is considered a straight, and not really a turn) Upon completing Turn 7, check your mirrors for faster traffic for you are now in Passing Area #4.

The Oval

You will find 4 distinct ‘lanes’ outlined through the Oval by tar strips. You may want to use these ‘lanes’ for reference when driving the Oval. If this is your first time to Gateway, you may find it most comfortable to enter the Oval in ‘lane #3’ (counting up from the bottom of the track) and drive ‘lane #3’ all the way through the Oval. Alternatively, you may enter the Oval in roughly ‘lane #3’, diving down to the lower edge of the track (lane #1) about ¾ the way through and then gently driving back up toward the outside wall upon exit. When driving the Oval, be looking ‘down and around’ so you are seeing where you are headed. It is very easy to stare straight toward the outside wall if you are unfamiliar with the Oval.

The Main Straight

On the main straight, you will want to check your mirrors, relax, stretch your hands, check you gauges, and finally, check your mirrors again for any faster traffic behind you, for you are now in Passing Area #1.

Glossary of Terms

· APEX: The most critical part of a turn. It is the point on the inside of the turn at which the car finishes the entry phase and begins the exit phase. The car should be as balanced as possible and accelerating toward the exit point when it ‘clips’ the apex. Apex is also used as a verb, such as, ‘smaller cars can apex that turn earlier’.

· BMW: The Ultimate Driving Machine manufactured by Bavarian Motor Works of Germany. Also known as a ‘bimmer’ (not to be confused with a BMW motorcycle, or ‘Beemer’).

· BRAKING POINT: The spot on the track before the entry of a turn at which braking begins.

· COMING AROUND: used in reference to the rear end of the car, the result of an Oversteer condition.

· DOWN SHIFTING: Shifting from higher gears to lower gears when approaching a turn, not to slow the car, but to get into the proper gear for accelerating out of the turn.

· DRIFT: the tendency of the car to be carried toward the outside of a turn due to the inertial or lateral force. Drifting often involves a small amount of Tire Slip.

· EXIT POINT: Also referred to as the Track Out Point. The spot at the end of a turn, typically at the outside edge of the track, at which the car has completed turning, eliminating all the lateral force acting on the car.

· FISHTAILING: the result of Oversteer.

· HEEL AND TOE: A technique used in downshifting to bring engine speed up to match the gear being selected while continuing to apply the brakes. This is an advanced technique.

· LINE: The fastest route through a turn, or, in total, around the track.

· OVERSTEER: A condition in which the front wheels have more traction than the rear, causing the nose of the car to point toward the inside of the turn and the tail to swing toward the outside of the turn.  This is also known as being loose, fishtailing, or “the rear end coming around”.

· PINCHING: the act of failing to Unwind the steering wheel while Drifting from the Apex to the Track Out Point. This maintains the lateral force from the turn unnecessarily.

· PLOWING or PUSHING: the result of Understeer.

· THRESHOLD BRAKING: The technique of applying brake pedal pressure just less than the point of lock-up (the threshold). Maintaining the pressure at that point generates maximum braking and allows the ability to steer.

· TRACK OUT POINT: same as Exit Point.

· TURN-IN POINT: The spot at the entrance of a turn at which the driver first turns the steering wheel to initiate the cornering sequence.

· UNDERSTEER: The condition in which the rear tires have more traction than the front tires, causing the front tires to slide across the road toward the outside edge rather than turning or pulling the car into the corner. Also known as Pushing or Plowing.

· UNWIND: the act of straightening out the front wheels with the steering wheel. This is done primarily from the Apex through to the Exit Point.

· WEIGHT TRANSFER: The shift in the distribution of weight on the four tires caused by a change in the forces on the car, as in acceleration, deceleration, and turning.

