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LapMaster ð Version 3.18 

 
(Scale carõs ready at the starting line of the authorõs private racetrack.) 

Introduction  
LapMaster is a computer program that handles and controls the execution of a 

slot car race event. 
 
 

 It supports tracks with 1 to 8 lanes.  
 It times and counts the number of laps for each lane and contestant in the 

race.  
 Every lap is timed with the precision of 1/1000 of a second, and high scores 

(Track records) are recorded.  
 It times the duration of each stint and intermissions.  
 It manages the execution of an entire race of up to 256 participants, and with 

the stages of: 
- Registration. 
- Qualification.  
- Heat racing (Several different modes) 
- Final results and statistics, celebrating victory etc.  

 New lap -records, start-of-race and other features of the race are commented 
vocally using the audio speakers of the computer.  

 Temporary interruption of the race, òTrack callsó, can be activated using the 
onscreen òButtonsó, the òspace baró or a Remote control. 
This interruption can both be on a running race (Track call), but can also be 
used to extend a timed intermission between stints.  

file:///C:/Program%20Files%20(x86)/LapMaster/LapMasterHelp/Remote.htm


4 
 

 The screen layout is optimized to use a 1024*768 pixel format, and the main 
screen is designed to be readable from a distance of several meters.  

 Supports optional use of dual -monitors.  
 Celebrate victory by printing result listõs, Statistics, diplomas  and/or 

publishing the result  on the internet.  
 Optional combined òScoreBoardó with additional information for the entire 

race, not just the current heat. 
 Ability to publish real -time status directly to internet ( LiveTiming  ).  
 Ability to store results and statistics directly to internet or print.  
 The ability to WEB-Connect multiple LapMaster systems via TCP/IP (Local 

LAN or Internet) to form gigantic slotracing events, and display all 
information on a combined scoreboard.  

 Pointõs system makes it possible to directly race against other tracks in real 
time, despite the differences in tracks and car performances.  

 Track time seller mode for commercial race tracks.  
 
  

file:///C:/Program%20Files%20(x86)/LapMaster/LapMasterHelp/Statistics.htm
file:///C:/Program%20Files%20(x86)/LapMaster/LapMasterHelp/Diplomas.htm
file:///C:/Program%20Files%20(x86)/LapMaster/LapMasterHelp/Result.htm
file:///C:/Program%20Files%20(x86)/LapMaster/LapMasterHelp/ScoreBoard.htm
file:///C:/Program%20Files%20(x86)/LapMaster/LapMasterHelp/WEBPublishing.htm
file:///C:/Program%20Files%20(x86)/LapMaster/LapMasterHelp/WEBConnect.htm
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Initial installation  
(This section of the help file will automatically be displayed the first time you start the 

 LapMaster program.) 

Software install  

The LapMaster program must be installed on a Windows based computer (Win -
XP, Vista or Windows/7).  
 
Serial -to-USB cable: 
Actual it is not just a cable, but an USB device is hidden inside the cable. 
Therefore you need to install an appropriate driver for the cable.  
The operating system might have a driver that appears to support a generic 
version of such cables, but it is our experience that they can be less stable that the 
supplied driver. So look at the LapMaster CD.  
You should find a folder for òProlific USB-to-Serial Comm Portó inside there you 
should either run the òVista_Win7_Installeró for Vista or Win/7 systems. 
For XP systems you should continue to the òXP USB TO RS232 
Cable(PL2303HX)ó and óPC Driveró, then run the òsetupó. 
 
Note on Upgrade:  

If you are doing an upgrade, you should always remove the previous version 
first. You do this using the standard òControl paneló and òRemove programó.  
This will retain your custom settings and data, so that they can be reused wi th 
the upgraded program.  
To reinstall completely from scratch, without retaining any of your settings, 
history files, race results or any other customizing you might have done, then 

also delete the òC:\ LapMasteró directory before reinstalling. 
 
LapMaster:  

To install the software, simply click on the òLapMasterSetup3.xxó program on 
the LapMaster install CD, or download the latest version from 
www.LapMaster.dk   
A shortcut to the LapMaster program is automatically place d on the òDesktopó 
and in the òAll Programsó list. 
 
The next step is to connect your hardware (see below), and then customize your 
settings for LapMaster so that it will suit your needs the best.  
During the customization process, LapMaster creates a 
òc:\ LapMaster\ LapMaster.inió file that contains all your individual settings. 
 
Maintenance:  

LapMaster also maintains its list of lap records in 
òC:\ LapMaster\ LapMasterRecords.inió. You can edit or delete this file if you 
want to correct track records after the fact. 
All of your racing history is logged to òC:\ LapMaster\ Historyó You might want 
to clear or archive the history maybe once a year. 

http://www.lapmaster.dk/
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If you use the òPublish to WEBó facilities to automatically publish race results, 
then a copy is also maintained on your harddisk in òC:\ LapMaster\ Resultsó. 
You might want to prune that over time as well. To totally reset the result index 
on the internet, delete the file òC:\ LapMaster\ Results\ LapMasterResultLinkó, 
and the next time you upload a result, it will start on a fre sh new index list.  

Initial program setup  

Before you use the LapMaster program for the first time, you must set it up to 
match you race track. This is done in two parts, first the program setup and then 
the track setup. 
Program setup: 

1. Start the program, I.E. by double clicking on the LapMaster shortcut. 
When it loads, you will start in the Main display  

2. First select the Race Setup button to enter the race setup menu. 
3. Then select the Program Setup button to enter the program setup.  
4. Select the COM port that you have connected the LapTimer-II device to or 
simple press òSearchó to let the program find the COM port. 
The òSearchó assumes that you have a connected a LapMaster device, and 
that it is powered on. Otherwise it will not be able to find it.  
If you already know on which COM port you connected t he LapMaster 

unit, you can set it manually.  
If you manually select ò(None)ó you will be able to run LapMaster in 
simulation mode without the hardware.  
(Note:  Connecting the USB cable to a different USB port on your computer 
is most likely going to assign a new COM port the device.)  

5. Next you should select the language you want. Press the òChangeó button, 
open the directory appropriate directory, and then select the òDictionaryó 
file. 

6. If you change either the COM port or the Language, the program will 
issue a message that it will restart. Just press ok and reload the program 
again. 

 
Track setup:  

After a program restart you will again find yourself in the main display.  
1. You must again enter the Race Setup 
2. Select the Track Setup button to enter the track setup.  
3. Fill out the information about you track, the length, the colour and 

rotation scheme etc. 
Use the òHelpó if you need guidance on any of the track setup 
information.  

 
You are now ready to use the program. See section òRunning a raceó on how to use 
the program.  

http://www.slotcarracing.dk/lapmaster.dk/MainDisplay.htm
http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/ProgramSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/TrackSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/Running.htm
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Hardware  

 
The LapMaster program uses the service of the LapMaster hardware. This comes 
in a 4-lane and an 8-lane version.  
Inside the unit is 1 or 2 computer boards (4- or 8ðlanes) and also a small radio 
receiver for the wireless remote control unit.  
 
Computer connection:  

The LapMaster hardware has a RS-232 (Serial) port. This can connect directly to a 
computer that has a serial port. However this has become rare. Modern 
computers use the much more versatile USB ports. To connect to an USB port, 
you need to use a Serial-to-USB converter. 
One has been supplied with the hardware. Note that you should read in the 
driver for the converter before you use it. (See under Software). 
 
Dead-strip:  

A dead-strip is a small section of track (~20 cm) with the electric power rails 
isolated from the rest of the track. This part of the track carries no power and the 
cars can only òrolló over it, thus the term dead-strip. You should make the 
isolation between the power rails long enough that the guide braid cannot make 
contact on both the power rails and the dead-strip at the same time. 
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The dead-strip is connected using the kind of multi -wire cables also used as 
computer LAN cables. Each has 4 pair of wires. Each pair consists of a solid 
colour and a white with a stripe in the same colour as the solid. The pai r has been 
clearly marked as to what lane, and also the solid colour cable must go to the 
right side of the track. (As seen from above in driving direction. This is also 
known as the plus side of the power). It is very important that the polarity is 
correct. The dead-strip is powered to make sure we can count even if the car 
stops on the counter. However when the car crosses at speed, it act like a 
generator and actual supplies voltage to the dead-strip. When connected 
correctly this voltage adds to the bias voltage, make it easier to count. If the dead-
strip wires are reversed it will counteract, making it harder to count.  
 
The LapMaster delivery include 2 or 4 Lan -cable connector blocks. This allows 
you to extend the length of the wires from the LapMaster box to your dead-strip 
very easy with standard computer Lan -cables. These cables are cheap, easy to get 

hold of and comes in virtual any length.  
 
 
The dead-strip will not function if your track is wired for reverse driving unless 
you reverse the dead-strip  wires as well. The simpler solution is to reverse the 
wires of the car. Then you can run in reverse direction with no problem.  
 
Note: If you use a voltmeter to measure the bias voltage on the dead-strip, you 
should find between 3-6 Volts with plus to the left.  Maybe this will seem strange 
to you, but think on a 2 battery flashlight. To add voltage you need to have plus 
on one battery touch minus of the other. If you reverse one battery, the flashlight 
will not work.  
 
IR-Sensors: 
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To use infra-red sensors with LapMaster, you need an external 
detector/amplifier.  
For a description on the IR-sensor system, see IR sensor for LapMaster.pdf 

 
 
 
Powering the LapMaster unit:  

 
The LapMaster unit need a 12 Volt (minimum 400 mA) power supply for the 
computer boards and build -in relays. 
Connecting your 12 Volt to your track power supply is not recommended, as you 
will be inviting a lot of electrical noise into the computer system.  A separate 
power supply is the better alternative. The 400 mA is a minimum requirement. 

http://www.slotcarracing.dk/lapmaster.dk/IR%20sensor%20for%20LapMaster.pdf
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You can use power supplies with higher ratings, but they are not better though 
usual more expensive. The performance will be exactly the same. 
 
You also need a 3 to 6 Volt, nominal 5 Volt (minimum 50 mA) power supply to 
drive the dead-strip.  
 
You attach the power supplies at the designated screw terminals. Make sure you 
get the polarity correct.  

 
Track power:  

 
LapMaster comes with 8 or 4 output power relays. You can wi re LapMaster to 
control everything from just the #1 relay, or you can use 1 relay per lane 
(Default).  
1 relay per lane is preferred, as it allows LapMaster to control each lane 
individually. E.g. if no driver is assigned to a lane, then there will be no po wer on 
the lane either. 
If you decide to go with a single relay only, you need to configure this in the 
Track Setup 
 
The relays has a maximum rating of 15 Amp. This is usual not enough for a 
commercial grade racetrack. In that case you must provide external high power 

relays. 
Existing tracks have these already, otherwise it is recommended to use 
automobile 75 Amp/12 volt relays similar to these:  

http://www.slotcarracing.dk/lapmaster.dk/TrackSetup.htm
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At any rate it is definitely recommende d to use fuses. 10 Amp for most, or even 
20 to 40 if you race the most power hungry cars like Opens or Eurosport. 
Power like this is no joking matter. Use fuses or risk fire or damage to 
track/wiring/LapMaster/Controllers or your power supply.  
When a short-circuit happens (and it they will, e.g. someone hooking the 
controller up wrong), then something has to give. It better be a 25 cent fuse than 
your 500 USD controller or LapMaster or worse.  
 
This wiring diagram might help you hook up all the wires correc tly.  
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Note that the middle screw terminal is the common wire.  
When the relay is unpowered it is connected to the right screw terminal, and 
when the relay is powered it is connected to the left. 
You would normally use the left and the middle screw terminal .  
However if you want your system so that it has power when the computer and 
LapMaster is off, then use middle and right terminal.  
You will then need to go into Track Setup and set the òReverse relay connectionó 
for the system to function.  
 
P.S: Do not use excessive force when tightening the screw terminals. Excessive 
force has been known to break the screw terminals connection to the printed 
circuit board.  

  

http://www.slotcarracing.dk/lapmaster.dk/TrackSetup.htm
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Running a race ð A short g uide  
When you start the programme after initial setup, you will start in the òFree 
practiceó mode, which means power is ON, the counter and timers are running, 
and you can power ON/OFF using the remote control or spacebar. As this mode 
says, this is intended for simple practice on the track. 
 
If you have many drivers that all needs to practice at the same time, you might 
find the òTimed practiseó usefull. In this mode you set a fixed amount of practise 
time. When this time is up, power is turned off, and th e drivers asked to give up 
their practise lane for someone else. After a small break (set by intermission 
time), power is restored and the cycle continues until you take the system out of 
òTimed practiseó. 
 
However to organize a real race, you will have to  work a little more with the 

program.  
A real race involves 4 distinct stages: 

 Preparation. 
 Qualification in order to determine the ranking of drivers into heats.  
 The actual race, consisting of several stints and possibly several heats. 
 Celebrating victory.  

Lets take a closer look at these stages. 

Preparation 

Preparation can again be subdivided into 2 stages, which must be carried out in 
no particular order.  

 Setting the parameters of the race.  

You do this using the Race Setup panel. 
- The first ting to consider is the race type. You will eventually set this to 
òHeat raceó, but if you are planning to do qualification by racing, you 
must initially set this to òQualificationó.  
- Then you should set the racing class, so that track records will be 
compared and classified in the appropriate class. 
- You can optional name your event for reference. I.E. òClub 
championship 2007ó 
- Next thing to consider is the stint time, This determines how many 
seconds you intend to race in each stint. For sprint races ò2:00ó or ò120ó 
for 2 minutes, or ò5:00ó or ò300ó for 5 minutes are good numbers.  

- The Intermission time , is the time between stints that the driver has to 
move to another lane. ò1:00ó (60) or ò2:00ó (120) are common values for 1 
or 2 minutes intermission.  
- Warm-up time, is usual ò1:00ó (60) seconds. The race controller is free to 
issue as many warm-up periods as he pleases. 
- In the qualification group, Qualification time  should be set. It is usual 
ò1:00ó (60) seconds but can be set at any number the race controller 
wishes. 
- Qualification lane  must be chosen. LapMaster will only record the 

http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
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qualification result on the selected lane. However there is also a setting for 
òAll tracksó if your racing rules allow for free selection. 
- Qualification mode  must also be selected. òFastest lapó is the most 
common method, but some race series also uses the òfurthest distanceó 
method. 
- The min lap time  is an important parameter to set. You should set this at 
something like current track record for the class minus 0.5 second.  
- If you want to inspect the advanced options is up to you. For a first 
attempt, I would check òAuto rider track c alló, òAnnounce trackrecords ó 
and ò10 sec warningó, òPling on fast lap ó, and leave all other off.  
- Click OK to leave the Race Setup panel. 
 
 

 Editing the entry list.  

You enter the names of all the drivers using the Entry/Qualify  panel. 
- If not done already click on Clear all . 
- Now click on the top empty box of the driver coloum. This will open up 
a field edit  dialog. Enter the name of the first driver and press enter. The 
system automatically advances to the next driver field.  
- Repeat this for all the drivers.  
- Alternatively you can load a previous stored list, or you can pick from 
your catalog of usual drivers.  
Thatõs it for the entry list. If you want to save this list for later, use the save 
button.  
Click OK to leave the Entry/Qualify panel.  
 

 

Qualification  

Qualification is the process of determining the starting order and seeding into 
race heats. This can be done 3 ways, random by computer, manual  or by racing. 
We will describe here how it is done by racing.  
 
If you have setup the computer as described above you are now ready for doing 
qualification. You should be at The main display  and the top left corner should 
say nn/mm Qualification  where nn is the latest entry number, and mm is the 
total number of entries. The first driver should be assigned to the lane selected 
for qualifying, and the next in line also displayed to the right. The race controller 
must now ask the first driver to prepare himself, and we are ready to do 
qualification.  
 
1. If the race controller so chooses, he can provide a warm up  period by pressing 
the òWarmUpó button. When the warm up is over, he can again hit òWarmUpó 

and allow the driver t o drive to the starting line. The òWarmUpó button has now 
become a ò(Cancel)ó button, and when the car reach the starting line, clicking on 
ò(Cancel)ó prepares us for race. 

http://www.slotcarracing.dk/lapmaster.dk/AdvRaceSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/Entry.htm
http://www.slotcarracing.dk/lapmaster.dk/MainDisplay.htm
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2. The race controller must now click on the òStartó button. This will start the 
count down announcement in the speaker system, and then turn on power etc. 
When the allotted time is over, the result is automatically recorded in the 
Entry/Qualify  list.  
Alternatively you can start the race from the remote by pressing òOffó (to go to 
òtrackcalló), and then press òOnó to start. 
 
This is repeated until all drivers have raced their qualification. The progress can 
be examined using either the Result or the Entry/Qualify  panel in the 
intermissions. 
 
 
LapMaster has an optional feature to support òBuy-roundsó during qualification. 
This means that a racer can break off qualifying, to come back later, at a cost of a 
given amount of qualification time. If you select òBuy roundó, the racer is 
automatically placed at the back of the qualifying order, and the remaing 
qualification time is calculated and au tomatically controlled.  
 
When qualification has been completed the race director have one more task to 
do, and that is to assign the heat and starting lane numbers for the main race. 
This is again done in the Entry/Qualify  panel. 
- First the entries need to be sorted according to result. You do this by clicking on 
the òQualifying resultó heading. The first click sorts with lowest value (best 
time) in the top. A second click reverses the order to have the highest number 
(Longest distance) on top. 
- Having sorted the entries, you click on òAssign heat and lanesó, to have the 
computer do this for you. If you forgot to sort, you get a warning. There are 
several options that you can use to distribute how many drivers you would want 
in each heat, but for this advanced option you will have to look it up in the 
Entry/Qualify  chapter. For now we will use the standard heat and lane 
distr ibution.  
- Click OK to return to the main panel.  
 
- The final step before racing is to enter the Race Setup panel and change the race 

mode from qualifying  to Heat race. Click on OK and  we are now set to go 
racing. 
 
-You could also have used the shortcut òGo raceó button from Entry/Qualify  
and skipped the entry into the Race Setup panel. 
 
 

Racing 

The main display should now show that we are ready for racing. The name of the 
drivers on each lane is displayed. 

http://www.slotcarracing.dk/lapmaster.dk/Entry.htm
http://www.slotcarracing.dk/lapmaster.dk/Result.htm
http://www.slotcarracing.dk/lapmaster.dk/Entry.htm
http://www.slotcarracing.dk/lapmaster.dk/Entry.htm
http://www.slotcarracing.dk/lapmaster.dk/Entry.htm
http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/Entry.htm
http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
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- The race controller has the option to grant a Warm-up  by clicking on the button.  
- Then when ready the race controller must initiate the first stint of each heat by 
clicking on the Start button. However for the rest of that heat all stint and lane 
changes are under program control. 
- Should a situation arise that requires a track call, the race director can click on 
Pause, press the space-bar, or use the remote control.   
- When all heats have been raced, the race is over. During the race, the progress 
can be monitored on the main display or scoreboard. 
 

Celebrating victory !  

We hope you have enjoyed your first race. ! 
 
You can now display and print the result using the Result panel.  
You can display and print the track records using the track record button on the 
Main  display.  
 
You still have the option to celebrate the victories, by printing nice diplomaõs for 
the 1,2,3 or who ever you want, from the Result panel. 
You can also save the result or even publish it on the internet using the òSaveó 
and òWeb Resultó options on the Result panel. 

 
  

http://www.slotcarracing.dk/lapmaster.dk/Result.htm
http://www.slotcarracing.dk/lapmaster.dk/MainDisplay.htm
http://www.slotcarracing.dk/lapmaster.dk/Result.htm
http://www.slotcarracing.dk/lapmaster.dk/Result.htm
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Program setup 

 
On this screen you setup program parameters. This is usually only done once. 

You can navigate to the Program Setup from the Race Setup panel. 
After having made changes to this panel, the program might issue a message that 
calls for a program restart. 
 

 The LapTimer -II device is connected to serial port:  
You can chose COM1 to COM20 as the serial interface for the hardware.  
Alternative you can chose òNoneó in which case there is no input to the 
program.  
You can however still use emulation mode, i.e. to test the program.  
If you do not know which COM port the LapTimer -II device is connected 
to, press the òSearchó button, and LapMaster will try to locate the 
LapTimer -II device for you.  
 
 

 LapTimer version:  

If a LapTimer-II device is connected, an identification of the firmware will 
be displayed in this field.  
 
 

http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
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 Use dynamic score board. 
If you check this option you will enable the use of a second page of 
additional race information. The ScoreBoard is designed to work together 

with the XP, Dual -display configuration.  
When running with two monitors, you will have the space to display both 
at the same time. Alternatively if you have 4 lanes or less, you might have 
room for the ScoreBoard in the unused space of the main display. 
The ScoreBoard is a real-time ranking list of all drivers in the race. (Not 
just the ones on the track). 

 
 Language.

http://www.slotcarracing.dk/lapmaster.dk/ScoreBoard.htm
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This is the language used by the LapMaster program. Both on the menus 
and as the spoken language over the loud-speaker system. 
You can select between: 
-  English ð Andy Wasserman 
-  English female voice 
- Dansk herre stemme (Danish, male voice) 
- Dansk dame stemme (Danish, female voice) 
- Deutsche weibliche Stimme (German, female voice) 
- Svensk manlig röst (Swedish, male voice) 
- Norsk herre stemme (Norwegian, male voice - Actual Norwegian text, 
Danish voice) 
When you press the óChangeó button, you can select the directory that 
contains the language customization. Inside this directory you need to 
select the òDictionary.txtó file to activate the new language.  
If you change the language you will need to restart the program.  
 
It is possible to add another language yourself. To learn how this is done, 
read the òCustomized languageó chapter. 
 
 
 
 
 
 
 
 
 

 
  

http://www.slotcarracing.dk/lapmaster.dk/Language.htm
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Track setup  
 

 
 
This screen is typically only used once, to define the physical characteristics of 
the track to which the LapMaster system is connected. 
You can navigate to the Track Setup from the Race Setup panel. 
 
 

 Name of your raceway:  

Enter the name you use for your track or club. This will be displayed on 
top of the Main screen, unless you fill out the òEventó on the Race Setup 
panel. It will also be available on printed diplomaõs and WEB result lists. 
 
 

 Length of track in meters:  

Enter the length of the track in metres. Currently not used for anything. 
Might later be used for speed and statistical purposes. 
Valid data is from 1 to 200 meters. No decimals are allowed. 

http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
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 Number of sections on track:  

Number of laps is usual not enough to determine the winner of a race. For 
this reason tracks are usual subdivided into a number of sections. 
LapMaster accepts a section count between 4 and 100. Based upon the time 
elapsed from last lap-count until power goes off, LapMaster estimates the 
number of sections for a driver. This must however be verified before use. 
I.E. if the driver falls off the track on the last round the estimation will be 
way off.  
The value in this field defines how time is converted to sections and 
displayed as lap decimals. If you have 25 sections, lap counts could be i.e. 
from 134.00 to 134.24. One section more would be displayed as 135.00. 
However section time can never convert into the whole part of the lap 
count.  
If however you are running in the òChallengeó mode, totals are 
accumulated, and then in this case, sections can add up to be carried into 
the whole number of laps.  
It is recommended to use either the number of real sections marked on the 
track, or 99 to give a decimal appearance. 
 
 

 Starting from section:  

By definition the counter positio n on the track defines the starting point of 
sections. However the starting line on your track might be located 
anywhere on the track relative to the counter. In this field you define in 
which section the starting line is located.  
Note: This value will no t have any influence on the counting. It will 
however be used by the statistics system.  
As a sample; if you start the cars right after the counter, the counter is in 
the òmaximum number of sectionsó section. On the other hand, if the 
counter is located, a few meter in after the starting line, you will probably 

be in section 5 or 10 or something like that. 
 

 
 Number of lanes:  

This is the physical number of lanes on your track. Any number between 1 
and 8 is accepted. 
Note: If you change this value you should usually also change the Lane 
Rotation. 
 
 

 Prefer lane numbers over colors:  

By default, the verbal announcer will attribute, I.E. a new track record to 
the lane colour selected. However if you check this field, the announcer 
will use lane numbers rather than  colourõs. 
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 Reverse remote trackcall: 

Depending on the actual model of the remote control, òstartó might either 
be the right or the left button. This can be annoying. However with this 
option you can revert the On/Off, so that it corresponds to your 
preference. 
 
 

 Control power to each lane individual:  

(This option is only available if the LapTimer -II device is running the 
Version 1.4 (or greater) firmware.) 
 

By default the Laptimer -II device controls track power through a single 
relay.  
However by clicking  this option the LapTimer -II device will use its 4 
relays to control power to lane 1-4. By means of a second LapTimer-II 
device, (Dual version) lanes 5 to 8 can be controlled as well. 
By controlled, means that power is only being supplied if a driver is 
expected to be driver on that particular lane. Also by having individual 
relays for each lane, your might not need additional lane relays, provided 

that the 15 Amp relays on the LapTimer -II device is sufficient.  
 
The use of the òTrack time selleró feature requires by nature that 
individual power control is being used.  
 
Note: A bug in version 1.4 prevents certain function using the individual 
power control to function as expected. If you have a version 1.4 board and 
want to use the individual power control, pl ease contact the author for a 
chip upgrade.   
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 Reverse relay connection: 

Normally the LapTimer -2 track power relay(s) are wired so that when the 
computer is powered off, the track power is removed. (Connection 
between COMMON  and NO is used).  
However it is p ossible to use the connection between COMMON  and NC 
instead. This have the effect that track power will be on, while the 
computer system is powered off.  
If you use this wiring scheme, you need to tell LapMaster that it should 
reverse itõs use of the power relays to match the wiring. You do that by 
checking this option.  
 

 
Fig 2: Normal wiring would use the red and gray wiring, reversed wiring 
would use the red and green wiring.  
 
 

 Lane color: 

Assign the colour you want associated with each lane on your track .  
 
 

 Lane Rotation - Normal:  

Assign the lane rotation scheme you whish to use. Lane rotation is the way 
you change lanes between stints. Simple rotation is to move one lane to the 

right or left, but also the more complicated òEuropeanó rotation can be 
used. A sample of òEuropeanó rotation for an 8 lane track is 1-3-5-7-8-6-4-
2. This has the advantage that you are not riding next to the same person 
all through the heat. òEuropeanó can also be done the other way around, 
and possible other schemes can be implemented. However you are not 
allowed to assign a rotation that involves lanes not physical on the track. 
(As determined by Number of lanes above.) 
When òround robinó is used, you have more drivers in a heat than you 
have lanes. This implies that new drivers  enter on lane-1 and drivers that 
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normally would be switched to lane -1 will enter the pool of drivers 
standing over in the next stint.  
 
 

 Temporary disabling of tracks:  

It is possibly to temporary disable a track from service by removing it 
from the rotation list. (Setting it to òN/Aó). 
This can be very useful, if you for instant want to leave out the two outer 
lanes for a specific race, or if your track suffers from a damaged lane. 
 
 

 On Deck Lane:  

In Round-Robin racing, you have more drivers that there is l anes, racing in 
the same heat. The principle is that for each stint, one active driver leaves 
the track, and one driver from the queue enters the track. This rotation 
continues until all driver have raced on all tracks.  
The driver that exits from the activ e set, is the driver that otherwise would 
have been assigned to drive on the On-Deck-Lane. The new driver enters 
on the On-Deck-Lane. 
Traditionally the On -Deck-Lane has been the first active lane. However 
you can now specify this lane using this option. De fault is lane-1. To be 
compatible, if the selected lane has been disabled, LapMaster finds the 
next available lane, and makes that the On-Deck-Lane.  
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 Lane Rotation - Half track:  
This option allows you to setup a lane rotation scheme that will only cycle 
you through half the lanes on the track. In some race organisations, the 

initial racing rounds is done in a short form, where a given driver only 
races the odd (1-3-5-7) or even (2-4-6-8) lanes, thus giving a faster turn 
around. If you check this option a he at will only have stints equal to ½ of 
the tracks number of lanes. (Rounded down, should your track have an 
odd number of lanes). The rotaion itself must be programmed in the òLane 
Rotationó settings, i.e. with the help of the speed setup buttons. 
Whether or not you use Half or Full track rotation depends on a setting in 
the Race Setup 

 
 On Deck Lane A / On Deck Lane B  

When you race in Half -track mode, you have two sets (A and B) of drivers 
on the track that rotates individually. As a consequence you also need two 
On-Deck-Lanes. You can specify each. By default the A set will use lane-1 
and the B set will use lane-2. 
You can however specify this as you like. E.g. If you run 1-2-3-4 as A and 
5-6-7-8 as B, you will need to specify something different than the default 
of 2 for the B set. 
Unlike On -Deck-Lane for full track mode, there is no automatic 
reassignment of A/B lanes, should you chose to disable the lane assigned 
as On-Deck. 

 
 Quick rot ation setup buttons:  

To aid you in setup of the lane rotation a number of òQuick setupó buttons 
has been provided. Using these you can quickly select a rotation scheme: 
Simple up:    Simple ascending rotation. (1-2-3-4-5-6-7-8-1). 
Simple down:   Simple descending rotation. (8 -7-6-5-4-3-2-1-8). 
European up:   Alternating ascending on odd lanes and 
descending on even. (1-3-5-7-8-6-4-2-1). This has the advantage that you 
do not have the same racer at the right and left all race long. 
European down:Like òEuropean upó but rotating in the other direction. 
(2-4-6-8-7-5-3-1-2). 
Half heat up:   Checks the òHalf feató option and set the rotation 
as follows: (1-3-5-7) and (2-4-6-8). Note that you either drive the odd or the 
even lanes. 
Half heat down:   Like òHalf heat upó but rotating in the other 

deirection. (7-5-3-1-7) and (8-6-4-2-8) .  
 
 
 
 

 
 

 

http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
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The main display  

 
This display is the one that the drivers should be viewing during the race.  
 

Header 
In the center portion of the header is the name of your racetrack , the 
LA PMASTER brand name, or the name of the Event. (See Race Setup ) 
To the left you will find a description of the  Racing Class (See Race Setup ) that 
you currently are racing.  
You will also see the Racing Type  (See Race Setup ) and possibly the stint, heat 
and round number you are racing.  
By the way, Racing Class and Racing Type can be clicked as buttons and used as 
an alternative way to open the Race Setup  
 
To the right you see the òRacing clockó. Either a real time display, or a down 
count clock for the stage of racing you currently are engaged in. 

http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm
http://www.slotcarracing.dk/lapmaster.dk/RaceSetup.htm









































































































































