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Winchester, Virginia

(540) 662-KART

 www.banditkarts.com
bandit12@shentel.net

SETTING UP YOUR NEW BANDIT Y2K CHASSIS

Thank you for purchasing the Bandit Y2K (1 1/4” tubing) or Y2K Roadrunner (1 1/8” tubing) road course chassis.  The Y2K has a winning history at all levels of karting – local, regional, and national.  Following the setup advice given in this document should get you well on your way to finding the “perfect” setup for any track.  Please read this document thoroughly prior to beginning your setup.
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The Y2K is a highly adjustable chassis that is built with top of the line quality to ensure consistency from frame to frame.  In addition to the standard adjustments that can be made on any chassis, the Y2K also features infinitely adjustable caster and camber, adjustable front and rear ride height, and torsion bar mounts.

Note and the following pages detail basic setup advice that has been proven effective for the Y2K chassis.  Due to different driving styles the perfect setup will be different for each individual.  While we can steer you in the right direction, there is no substitute for testing in order to find the perfect setup for your situation.

In order to learn from the changes you make, it is important to keep good records of your setups while you are at the track.  Make copies of the attached setup sheet and take detailed notes throughout the race day.  Put the original in a safe place so you can make additional copies later.

If you are having difficulty with your setup, feel free to give us a call at (540) 662-KART.  We will be more than happy to review your setup and give you advice.  Also, please stop by and say hello if you see us at the track.

The legal stuff:  Karting is a dangerous activity.  Bandit Racing will not be liable for any injuries incurred through the use of our products.  

ASSEMBLY TIPS

Make sure you have no bind in the nerf bars or bumpers.

Ride height:  start with even number of washers on top and bottom of spindles, use top hanger holes for rear bearing blocks (lowest ride height in rear).

Rear bearings equipped with removable dust shields for cleaning.  Lube with Tri-Flow, WD-40, or other lubricant each race day.  Make sure axle rolls freely.  Use supplied axle collars on both sides of left axle bearing.

Fill and bleed brakes with DOT 5 brake fluid only!

If you are mounting a body, make sure it does not bind on nerfs, bumpers, or frame.

Drill and cotter a brake rotor bolt if rules require it.

Verify that all steering components are tight and safety wired.

Make sure the kingpin nut is tight after each race – the nut should be a little more than snug, but overtightening will compress the kingpin bearings and eventually cause them to break.
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INITIAL SETUP

SEAT MOUNTING

Once you have started to assemble the chassis, you will need to mount the seat.  Typically, the seat will need to be mounted as far to the right as possible for senior drivers.  Rookies, juniors, and lighter drivers will need to be farther to the left than senior drivers. The easiest way to do this is to offset the motor as far to the right as possible using the motor mount.  From there, put on the right rear seat strut (don’t drill any holes just yet) and position the seat to the right so that you still have plenty of engine/clutch clearance.  Then move the seat forward, as close to the steering uprights as possible without touching.   Loosely position the front seat mounts so that they hold the front of the seat at the preferred height for ground clearance (typically ½” below the bottom of the frame rails).  Adjust the height of the back of the seat to the minimum allowable seat height for your particular class.  WKA rules are 14” minimum from ground to top of seat for seniors, 12” for juniors, and 10” for rookies.  Next, loosely install the left rear seat strut and then verify that each seat mount is still properly positioned.  Double check the ground clearance.  You may need to bend the top of the rear seat struts to make sure that they are a flush fit with the sides of the seat.

Mark the rear seat strut holes and drill.  Install the bolts (use of rubber washers is optional).  Because the rear seat struts are 2 piece for maximum adjustability, you should bolt or weld the two pieces together once you have the seat installation complete.   

Drill the holes for the front mounts and install the bolts, using the rubber washers provided.  When installing and tightening the bolts make sure that they do not put the seat in a bind – this will adversely affect your weight transfer.  Finally, tighten the bolts that keep the front mounts from sliding.

Verify once again that the seat position meets the rules for your class.  The procedure above should give you a good starting point for seat position and also get you close to the recommended weight distribution.   

FRONT END ALIGNMENT

There are several things you will need to do to the front end to properly align it.

1. set toe (front of the tires pointing towards or away from each other)

2. set camber (top of the tires pointing inward or outward.

3. set caster (how much the kingpin is angled rearward)

All of these MUST be set with the kart on a level surface, resting on the tires with zero stagger, with the corner weights close to the intended “as raced” loads.  This will ensure that the frame is loaded with the weight it will see from each tire during racing.  You don’t race on the kart stand, therefore you can’t setup the kart on the kart stand.  We recommend a set of digital scales and a scale stand, although with some effort you can achieve the same results with shims, a level, and bathroom scales.

INITIAL SETUP (Continued)

FRONT END ALIGNMENT (Continued)

Toe

Using your preferred toe measuring technique (we recommend a gauge such as the Exac-Toe since it also allows you to check camber and chassis squareness), set the toe to 1/16” out.  Once you have the toe set, it is a good idea to check it once it is on the stand – you will usually find that the chassis toes out 1/8”, for a total of 3/16” toe out on the stand.  This will give you a quick baseline to check at the track while the kart is on the stand.

Camber

Using a camber gauge or the Exac-Toe, set the camber to –1/2 degree (top of tires leaning in slightly towards each other) on both the left and the right side.  Again, the tires/spindles must be loaded “as raced” to get proper readings.  Note that camber changes may affect toe.  

Caster

Using a caster gauge, set the caster to 10 degrees.  This is a good midpoint, and will be a critical adjustment feature once you get to the track.  Note that the design of the Y2K chassis allows you to adjust your caster without affecting toe or camber.  Adjustment is made by loosening the 4 nuts that hold the spindle on the frame, and rotating the top of the entire spindle assembly forward (for less caster) or backward (for more caster).

Once you have all of these set, go back and verify your toe.  Changing camber can affect toe slightly.

CORNER WEIGHTS

Now that you have the front end aligned, you can go ahead and work with the corner weights. 

Same as with the alignment process, make sure the kart is on a level surface and that the tires are inflated to the proper pressure and do not have any stagger.

Set the kart up on the scales in the “as raced” condition, i.e. with driver, engine, helmet, suit, lead weights, bodywork, etc.

Recommended starting percentages:

Front/Rear % = 45/55%

Cross % = 50% (none)

Left/Right % = 50/50%

Try to get the fronts even within 5 pounds, and the rears even within 10 pounds.

INITIAL SETUP (Continued)

TIRES/RIMS

We recommend 6” diameter rims.  We have had success with the Firestone tires with the following sizes:

5.0” x 6” fronts on 6 ¼” rims

6.5” x 6” rears on 7 ¾” rims

The Y2K chassis is designed to work well with sticky compounds in the 6” sizes.  Start with the Firestone YGA (sticky) or other brand’s equivalent compound.  For a cooler day, start with the YEX (ultra sticky) compound, and for a warmer day start with the YFF (medium) compound.

For a starting point, set the front rims 1 1/2” away from the spindle arm and the rear rims 2” away from the frame rails.

[image: image4.jpg]




AT THE TRACK

The following is a list of different settings and how they generally affect handling:

STANDARD SETTINGS (FIRST THINGS TO ADJUST)

· Front track width – narrower if the kart is loose, wider if the kart is not transferring weight off the inside rear (tight).  Run very wide if track is wet.

· Rear track width – wider if the kart is tight, narrower if loose (or track is wet) – ¼” adjustments.

· Caster – more if kart is loose (or track is wet), less if tight – 2 degree adjustments.

· Camber – more camber will give a more abrupt turn-in.

· Torsion bar – reduces flex, experiment to determine effects for your situation – results vary depending on tires, track, temp, driver, etc.

· Front/Rear wt. % - more front weight to increase front bite, less to reduce front bite – 2 degree adjustments.

· Seat height – higher to increase weight transfer, lower to reduce.

· Ride height – same as seat height, but at either end of chassis.

· Tire pressure – lower for less grip, higher for more grip (may be opposite for hard club tires) – 1psi adjustments.  Start with 13psi and adjust from there.

· Tire compound – softer for cold days or greasy tracks on a hot day, harder on warm days.

ADVANCED SETTINGS (LAST THINGS TO ADJUST)

· Rim Widths – wider rims increase sidewall stiffness and thus reduce weight transfer.

· Extended hubs – reduce axle flex.

· Axles – reduce axle flex and overall stiffen rear of chassis.

· Offset caster – can help with loose/tight specifically turning one direction (example:  if the kart is loose turning left but not right, increase caster on the left only).

· Cross wt. % - can help with loose/tight specifically turning one direction.

· Left side wt. % - decrease to reduce hopping in right hand corners, increase to reduce bicycling in right hand corners.

· Additional seat struts – will increase weight transfer and reduce chassis flex.
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