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“We had a good car and we had everything going our
way. I guess racing is like a box of chocolates, too. You
never know what you’re going to get.”

-Larry MecClure, Kodak Film team
owner after his team’s car developed
trouble while leading the 1996
Daytona 500.

Menus

Pointing, Clicking
And Having Fun
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Before You Drive,
Configure Your Joystick!

To Set Up Your Joystick
Or Steering Wheel

From the Main menu of NASCAR Racing
2, click on the word Options. This will take
you to the Controls options menu, as shown
below. On the right-side, check either the
Joystick/Keyboard box, or the Wheel box.

Set Controls . :

Driving Aids

Steering ¢ Joy 1 X 8xis &

Acceleration [P Jday 2% axis 4
Braking ¢ Jay 2 X axis »
Shift Up ¢ Joy 1Fire 1 A

Shift bown (@ Joy 1 Fire 2 . Steering ;

Reverse [¢ Jay 2 Fire1

f:Braking Help
O Shifting Help.
O Steering Help,

~OuJaystick/Keyboard
m\Whael
Calibrate
Jaystick 1

OSpaed
& Jayslick 2
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Joystick Calibration

If'you are using a single joystick, click onJoystick
1 with your mouse; calibrate the x and y axis of
the stick. If you’re using a steering wheel (such
as the Thrustmaster Formula T2), mouse-click on
Joystick 1 and steer left and right. Hit the
“ENTER?” key to complete calibration. Next,
click on Joystick 2 and step on each foot pedal,
individually, then press “ENTER.”

Joyidaxs

Set Controls

Finally, click on each control item listed under Set Controls,
one at a time. Now you can assign each control item to your
stick or wheel. For example, ajoystick user might click Steering,
then move the joystick to the left and right. NASCAR Racing 2
will now automatically remember that left/right joystick
movements control the steering. You cannot assign certain keys
that the game is already using. Also, you cannot assign the same
control method to two different actions, for example, you can't
make joystick button A control both braking and accelerating.
If you use a joystick button for throttle control, here’s

something you should know: clicking the throttle button once |

and holding produces no wheelspin; double-clicking and
holding the throttle button creates wheelspin. For pedal users,
wheelspin occurs at about 70% of full throttle.
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A Quick Lap Around
Michigan International Speedway

As you follow the quick start guide below, you may want to
periodically pause the simulation in order to skim the manual. To do
s0, just press the “P” key on your keyboard. Press “P” again when
you’re ready to resume driving.

From the Main menu, use your
mouse to click on the words Quick
Race.

Now, you should see the Quick
Race menu. Click on the Event
button that has the right-hand
arrow, in the lower-right corner.
As you click on this button, you’ll
notice that the current race track
changes. Stop clicking when you
scc Michigan International
Speedway.
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In the center of the Quick Race
menu, you’ll see a setting called
Race Weekend. Click on the pull-
down icon and select Testing. This
will give you a closed course to
take your first laps on. Next, click
on the word Race in the lower-
right corner of the screen.

Now you’ll see the Race Weekend
menu. There’s lots of stuff to do
here, but for now, let’s head to the
track. Just click on the word
Practice, found in the lower-right
corner of the screen.

Are you ready to drive a stock car
at high speed? You should now be
in your car, situated in your team’s
pit stall. Your pit will always be
the first one on pit road. At tracks
that have pit lanes on front and
back straights, your pit will always
be located on the front straight.
Enough talking, let’s go! Give it
some gas and gently steer the car
down pit road. If you’re shifting
your own gears, upshift when the
tachometer reaches 8,000 rpms.
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Don’t worry about embarrassing
yourself- it’s a test day, so the
grandstands are empty. Take it
easy leaving the pits; the transition
from the flat pit lane to the 18
degree banking of turn one can be
tricky.

As you round turns one and two,
you should still be accelerating
gradually. Keep the car in the
center of the track; if you feel the
car begin to lose grip, release the
throttle. You shouldn’t need to do
any braking at this point.

Ah, the back straightaway. By
now, you should be in fourth gear;
if you aren’t, you’ve spent too
much time gawking at the RV’s
parked in the infield. As you
approach turns three and four,
you’ll need to lift off the throttle
and apply a small amount of
braking- you can 't make it all the
way around this track full throttle.
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If you slowed down enough, you
should be able to steer the car
around the banking through turn
three. Stay in fourth gear, butdon’t
get back on the gas yet- wait until
you reach the center of turns three
and four.

You’re now in the middle of turns
three and four, and at this point,
you should begin to reapply
throttle. Don’t “mash the gas!”
Gradually add throttle to full, over
the span of about two or three
seconds.

The front straightaway at Michigan
has a slight arc to it. Just let the
car drift naturally around the shape
of the track here. Cross the start/
finish line, then get ready to do it
all over again. Congratulations,
you’ve taken your first lap of
NASCAR Racing 2!
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The
Main
Menu

The Main Menu screen provides access to all of the features, cars
and tracks found in NASCAR Racing 2. Choose Quick Race to
compete in a single event (no championship points awarded) or do
some on-track testing at the speedway of your choice. For the ultimate
challenge, click Championship to wage an entire season’s worth of
stock car competition on the NASCAR circuit; who knows- maybe
you'll earn enough points to capture the coveted series title. The
Multiplayer option allows you to go head-to-head via modem or
direct connection with other players. Choose Driver Info to log in
as a driver, enter the Paint Shop, or view stats and bios on your
favorite teams and drivers. By selecting Options, you can configure
your wheel or joystick and customize many of the simulation’s
parameters to suit your tastes. And finally, choose Exit when you’ve
finished racing and it’s time to get back to all that word processing
stuff. All ofthese selections are explained in greater detail throughout
the following pages.
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Choosing Quick Race [

Using your mouse, select Quick Race from the
Main Menu if you want to participate in a single
race event (no championship points awarded) or
head to one of the official NASCAR tracks for
testing. Once you have clicked here, the Quick
Race Menu will appear, where you can choose
tracks, sessions, realism options and many other
attributes which control the simulation.

1l//l NASGAR |

31619
Race #4 of 32

Track Records
Meat [eff Gardon
PH

Racsa Length
Number of Opponants

The Quick Race Menu %

Tompersture
Wird Speed
Wind Diraction

You can set a Quick Race up any
way you want, just choose a track-
from the number of laps to the
weather conditions and other
realism factors, the Quick Race
Menu gives you total control.
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3/16/96 £
Race #4 of 32

Track Records

Real: Jofl Gordon
181,532 MPH 41,354 Sec
Player: 183,943 MPH

“Frack Infoz
Lengeh: 1.522 miles
Banking
Turns |-2: 24"
Turns 3-4: 26*

Front Stretch: 8"
Baclc Strotch: 8°

1 When you see the track you want, stop clicking.

Choosing A Track é

Click on either of the two Event buttons to cycle
forward or backward among the official NASCAR
tracks. As you do, the picture and track
information to the left will change accordingly.

S

Track Information

Along the left side of the Quick Race
menu, you’ll see vital stats and an
aerial view of the currently selected
track. The date and race number in
the upper left corner show you where
i the selected track falls within the
| NASCAR schedule. Some tracks host
two events per year, while others stage
a single race each season.

When
on, and selected all of your Race Options (as is cxplained on
the following pages), click the word Race, at the bottom of the

screen. This

return to the

you can begin driving. If you’d like to cancel everything and

the ESCape key. IESc )

you’ve chosen the track you want to race or test

will take you to the Race Weekend menu, where

Main menu, click on the word Return, or press
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Picking Your Race Options E% Race Options

Before you hit the track you’ve chosen, set all of the Race Length: Choose any amount, from 1% to 100% of the actual
Race Options up the way you want; simply use your event distance. Each race is run in real time and requires a minimum
mouse to point and click your way through the length of three laps, however. Note that at some tracks which host
various selections. AdjustRace Length, Opponent two events of different lengths (like Charlotte), the percentage of
Strength and other parameters to your liking. Togale di tance used will depend upon which of the two events you select.
on or off factors such as Yellow Flags and Random ]'ﬂf mber of Opponents Try reducing the number of opponents if
Breakdowns. your computer’s frame rate is too slow or if you wish to race with

ponent Strength Adjust the overall speed of your opponents to
compare with your driving abilities. If you're a rookie driver, you

sl ’;‘ﬁoﬁﬁ Length o may want to slow the other cars down while you learn the ropes.
: “’Qﬁﬂzﬁent"g’t’:ﬂ,’f;‘:: b Seasoned veterans may desire a stronger challenge, requiring a higher
_ Driving Moc ; _ opponent strength level.
- Entry List 6 |
Race Weekend [ Basi e ' Brivmg Mode: Arcade mode is for those who desire a less realistic

rendition of NASCAR competition. Your car is less destructible,
and it has more grip and braking power than in real life. Also, the
computer opponents will drive according to the player’s level. If
: e T you are winning by a large margin, computer cars will speed up in an

v 700 ‘ attempt to catch you. If you are driving at the back of the pack,

T D computer opponents will slow down to offer you a chance to catch

o them. By contrast, Simulation mode offers a highly-detailed version
of NASCAR competition. Opponent strengths and characteristics,
weather, car. handlmg and many other factors affect the outcome of
each event. : .

Once your Race Options are set up the way you
want, click on the word Race, found in the lower
right corner of the screen. This will take you to

the Race Weolkend memn. Entry LlSt Select the ltst Of drlvers you d like to race against.

Available entry lists include those shipped with NASCAR Racing 2,
and those you may create using the Driver Info utilities. You can
create and store as many entry lists as you wish.
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Race Weekend Type: Choose Instant to skip preliminary rounds
and jump straight to the race. You’ll start at the back of the grid, with
all realism settings in effect. Select Full if you’d like to “trade a little
paint” in practice, compete for a NASCAR pole position in qualifying,
and then go racing. Click on Testing if you’d like to “shake the car
down” at the selected track. In Testing mode, you have the
opportunity to drive on a closed course (no other cars on the track).
This is an excellent way to tweak car satups and hone driving skills
wathoul: the bother of traffic.

Yellow I‘lags Toggics cautlon ﬂags on or off If yellow flags are
off; be advised that accidents may still occur; you’ll just have to drive
around the wreckage at high speed. With yellow flags turned on,
expect caution periods to last between 2-4 laps, depending upon how
much carnage has occurred.

Pace Lap: Toggles the opening pace lap on or off. With the pace lap
setting off, the green flag is waved the moment you begin the race
session. With the pace lap setting on, the field will drive one lap at
pace speed around the track before the green flag is waved, This
gives drivers a final opportunity to look over the track, warm up the
tires and prepare to go really fast. Here’s some advice, though: while
on the pace lap, if you see someone you know (like your mom, boss
or friend) in the grandstands don’t wave- it would be embarrassing
to spin out before the race goes green!
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Random Breakdowns: These may be toggled on or off. When
activated, breakdowns may occur randomly to your car, based on
actual NASCAR statistics for such hard luck. When disabled, your
car cannot suffer random failures of any sort, though it is still
suseptible to damage suffered by abuse or accidents. Random
breakdowns are always capable of affecting computer opponents,
I'ngl‘dlebb of this setting.

Dam age: This may be toggled on or off. When this is turned On,
ﬁmur car is capable of suffering damage to the bodywork, engine and
wheels due to impact. Contact with other vehicles, walls or trackside
simcturcs could result in various degrees of realistic body damage,
dependmg upon the severity of the impact. Minor damage could be
repaired in the pits by your crew although a reduction in the
performance of your car may linger throughout the race. Major
damage could greatly reduce the effectiveness of your race car, or
possibly disable it completely, forcing an early end to your race day.
When damage is turned Off, your car is indestructible when it comes
to impacts. However, the tires are still suseptible to wear and must
be replaced periodically, and the engine can still fail if over-revved
excessively.

Weather: Choosing Random weather creates realistic, variant
conditions, based on the time of year and average climate for the
track’s region. Choose Constant weather if you want to pick the
race weekend weather yourself. Set the Temperature, Wind
Direction and Wind Speed. Cooler weather generally creates more
downforce, producing faster lap times. Hotter air is less dense, robbing
cars of needed downforce. Hotter conditions also can cause tires to
wear out quicker, thanks to the blistering pavement.
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The Status Bar

The Race
Weekend
Menu

You cannot directly change the items found on the
Status bar; the information shown here helps
confirm the current track status. You can change
the weather on the Quick Race menu, while the
current session can be advanced by clicking on the
words Next Session, found in the lower-right comer.

Are you ready to drive? Once you’ve chosen the track and other
options found on the Quick Race menu (as previously described),
click on the word Race, located in the lower right-hand corner. This
takes you to the Race Weekend menu, where you can tune the car
for better performance, view instant replays or head for the cockpit.
Remember, you get to the Race Weekend menu by choosing Quick
Race from the Main menu, then clicking on the word Race, found in
the lower right corner of the Quick Race menu. %

Car Setup Rvni.w = a g Gptions  Acg

_ The Command Bar
Now that you’re here, you’ll notice that the Race Weekend menu

has two bars on it. The bar that runs across the top of your screen is
the Status bar. It contains information about the event you are
currently involved in; the current event, session and current weather

Click on any of the items found along the Command bar to
perform an action. Click on the word Practice to head for

conditions are all displayed along the Status bar. At the bottom of the cockpit of your race car. Click on the words Next Session
your screen you’ll notice the Command bar. The Command bar to advance forward, such as moving from the Practice session
contains items that you can select and/or change with your mousc. to the Qualifying scssion. Click on the word Return to jump
Change the current session, view replays or click on the currently back to the previous (Quick Race) menu.

displayed Session to get behind the wheel of your stock car. While
on the track, press the “ESCape” key at anytime to return to this
menu. Just click on the current Session once again to resume the
action on the track right where you left off.

Know Your
NASCAR #1
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Here’s a quick review on how to get to your car from the Main menu:

From the Main menu, use your mouse
to click on the words Quick Race. This
brings you to the Quick Race menu.

The Quick Race menu allows you to
choose a track, select Realism options
and configure other items. Once you’re
ready to move on to the Race Weekend
menu, click on the word Race, found
in the lower right corner.

The Race Weekend menu allows you
to change the session you are currently
participating in, tweak your car in the
garage, view replays and other options.
When you’re ready to go to the car, click
on the word Practice, located in the
lower-right corner on the screen.

Now you’ll find yourself seated at the
wheel of your stock car, on pit road.
Apply some throttle, steer clear of the
other pits and have some fun!
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Race Weekend Command Bar Items:

Current Session: Click on this word (Practice, Qualify, Race, etc.)
to head for the cockpit of your stock car. Whatever selections you’ve
made up to this point concerning sesssion, realism, driving aids or
other items are in effect while you drive the car.

Next Session: Each mouse click here toggles forward to the next
race scssion. The order of sessions is Practice, Qualifying, Warm
Up, and Race. Once you’ve stepped forward to the next session,
you cannot back up to the previous session.

Car Setup: This selection allows you to roll your car into the tcam’s
garage stall for adjustments. Inside the garage, you can adjust the
stiffness of'each shock absorber, the rear spoiler angle, the cross weight
many other items, During Practice sessions, it is common to

nd more tlme in the garage than on the track Whlle you attempt to
your car in.’ For complete mfonnamon on Car Setup, refer to
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Standings: If you’d like to check the current status of the entire
field, choose Standings. You can view and print a rundown that
includes car positions, interval behind the leader and mechanical
status. If a car has retired from competition prematurely, you’ll see
the reason the car dropped out listed here. You can also save or
review results from past races at the current track. The word
Standings will appear greyed out until the Practice Session has

begun.

Options: Click here to return to the Race Options menu. This allows
you the opportunity to change these settings without leaving the
current Race Session type.

Accelerate Tlme' ThlS feature allows. you to View. the rem mder of

e EEET
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Inside Your
Stock Car

r. Detalls of your cockplt are descrlbed below

Warning

Lights Tachomelter

Water
| Temperature

Fuel Gauge

Oil Pressure
Gauge

Temperature

Know Your
NASCAR #2
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Fuel Gauge: The needle on this gauge indicates how revving the motor beyond 9,000 rpms can lead to engine

i much fuel your car has remaining. When the needle points failure. If your oil pressure warning light blinks constantly

= all the way to the right (about 4 o’clock), the tank is filled while in fourth gear at high speed, you probably need to
completely (22 U.S. Gallons). The warning light located readjust gear ratios.

at the upper-right corner of the fuel gauge will begin
blinking when there are three gallons left in the tank. Time
to pit for another tankful!

Oil Temperature: This instrument provides the driver
with the current temperature of the engine oil. Normal

: readings are in the 200 degree range (Fahrenheit). Should
Oil Pressure Gauge: Normal operating pressure is 80 the oil temperature rise significantly higher than optimum,

psi. Over-revving the engine will cause the warning light this means the engine is running too hot. Remedies for
at the upper-right corner of the oil pressure gauge to blink, this situation include readjusting gear ratios, raising the
as pressure rises. Continuous over-revving can lead to rear spoiler angle, or altering your driving style to take it
premature engine failure. If the oil pressure warning light casier on the motor. A high oil temperature condition
blinks excessively, you should either upshift sooner, or could also be the result of damage, or a random problem
readjust gear ratios. with one of the car’s critical systems.

Tachometer: The largest instrument on the
dash, this dial indicates current engine rpm’s.
The tachometer digits are read in

Water Temperature: Normal water temperature readings
should be in the 175-200 degree range (Fahrenheit). Water
temperature can increase by abusing the engine, a random

thousandths (1,000 to 10,000 rpms). failure of some sort, damaging the front bodywork (which

NASCAR stock cars do not have can restrict airflow into the radiator) or by drafting for

speedometers in them, so the driver relies extended periods of time. If the water temperature climbs

on the tach for engine speed information. abnormally high, you can slow down or pull into the pits
The driver also reads the tach to know when to shift gears. for repairs. Eventually, your engine may blow if the
Generally, shifts should be made when the needle reaches temperature remains in the critical range.

between 7,000 and 8,000 rpms. The needle points straight
upward (12 o’clock) when the rpms are at 8,000. This is
where it should be, particularly at the end of straightaways;
this indicates optimum engine performance. Constantly

‘Know Your How many seoond place ﬁmghes did Sterﬂng

NASCAR #3
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Cockpit =
feagures

Meet Your
Spotter

NASCAR-Approved

: s Any driver that has ever won a NASCAR event will be quick to
Rearview Mirror

point out that it takes a total team effort. The Spouer is often likened

. . to an assistant football coach statlonedm the press box during a game;
I'he three-way rearview

| mirror provides important

Real stock cars do not have

speedometers in them, but if

you’d like to view the current
speed and gear status of your
race car, press the “S” key.
This toggles on or off a digital
display that shows the current
mph and selected gear of the
car. This may be handy for
novice drivers or those in
testing, though it is available
anytime.

Speed & Gear
/1

information about what’s
going on behind you. Cars
located on your left-rear and
side will appear in the left
panel of the mirror; cars
located on your right-rear and
side will appear in the right
panel of the mirror, while cars
in the center panel of the
mirror are directly behind
you.

Tip: Use the speed/gear
display during practice or
testing to learn how many
rpms equal the pit road
speed limit under your
current setup.

L

he’s the eyes and ears for the driver, providing critical up-to-the-

minute mfo about what’s happenmg on the Lrack P M

Getting Info From
Your Spotter

If your computer is equipped with a compatible sound
card, you can hear the voice of your spotter as he keeps
you abreast of what’s happening on the track. First, from
the Main menu, get to the Sound menu by choosing
Options, then Sound. On the Sound menu, click on the
Speech box to audibly hear your spotter’s comments. If
you do not have a sound card installed, click on the Text
box located on the Sound menu in order to view the
spotter’s comments on-screen instead.
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Tip: You can also access the Sound menu while racing.
From the Race Weekend menu, choose Options, then
Sound. Choose Speech or Text to accomodate your
system’s sound capabilities. You only need to do this
once; NASCAR Racing 2 will automatically save the most
recent selections when you exit the Sound menu.

Listen to what your spotter tells you. He’ll keep you informed of
everything that’s happening out on the track- whether other cars have
spun, stalled or crashed, your spotter can see the entire track, so he
knows about it almost immediately. Below are some comments you’re
likely to hear your spotter utter while you’re in the car:

Keep Digging: Drive harder and try to improve your position.

Car Low: An opponent’s car is located beside you, on the inside.
Clear Low: The opponent is no longer beside you on the inside.
Car High: An opponent’s car is located beside you, on the outside.
Clear High: The opponent is no longer beside you on the outside.
The (Number) Car Is A Lap Down: You are approaching an
opponent who is a lap behind you.

The (Total Number Of) Cars Ahead Of You Are All Racing For
Position: The pack of cars in front of you are all on the lead lap,
ahead of you in the running order.

Let’s Go! Race Back To The Line!: When the caution flag is waved,
you can continue to try to overtake opponents at full race speed (and
they’ll definetly try to pass you) until your car crosses the start/finish
line, completing the current lap; once you’ve completed the lap the
caution appeared on, you must slow down and maintain your position.
You Are On The Point: You’ve taken the lead, Fireball!

CIALLY LICEN.
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Train Your Spotter Right

No doubt, having a spotter’s help is
invaluable, but for experienced racers, too
much of the guy’s advice may seem more
like having a backseat driver. Fortunately,
NASCAR Racing 2 lets you decide how
much spotter info you receive as you
drive.

From the Options/Sound menu, click on
the Spotter Level pull-down icon.
Choose Full if you want to hear constant
chatter about everything from your
spotter. Select Novice to hear fewer
details about traffic. Choose
Experienced to only hear the important
stuff, such as flags that are being waved,
and when you’re clear of other cars.
Select Professional when you really don’t
need the spotter interrupting your
concentration. He’ll leave you alone to
watch pit road speeds and other cars
yourself. Click Off if you want to shut
that guy up and handle it all yourself.

fe Communication |

By adjusting the Speech slider, you can control the volume of the
spotter’s voice, relative to other sounds. Values between 0-50%
adjust the sound level of the spotter’s voice, with 50% being max
volume. Values over 50% decrease all other sounds, collectively,

so the spotters voice is heard above everything else.
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Using The
In-Car
Radio

In addition to receiving information from your spotter, you can
communicate with your pit crew via the in-car radio. According to
NASCAR rules, each caris allowed to carry a two-way radio onboard.
The driver’s microphone is activated with a push button mounted on
the steering wheel; NASCAR Racing 2 simulates this effect by using
function keys on your keyboard. By pressing a function key, you can
receive current car setup information, order adjustments you’d like
made during the next pit stop, or view critical performance
information.

For instance, press the “F1” key on your keyboard as
l you drive. You’ll see a box appear superimposed over
7// \ theright-side of your dashboard. This box contains pit
board information, such as the current lap number,
number of laps remaining, the speed of your most recent
lap, and interval data concerning the car immediately
ahead of or behind you (in this case, you’re on the fifth
lap of a thirty-two lap race; you completed the fourth
lap in just over 46 seconds. You trail car #81 by one
lap, while you lead car #10 by a lap.

OFFICIALLY LICENSED BY
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View Standings

Hit the “F2” radio key to view current session
standings as you drive. InPractice sessions, this
is a handy way to compare your efforts with the
rest of the field prior to qualifying; use this key
in Race sessions to find out who you’ve got to
hunt down, and who is pursuing you.

Use the Greater Than (“>*) and Less Than
(“<”) keys to scroll up or down the list, through
the entire field. Note that this list is constantly
updated as you drive, so if you want to read the
whole thing, you should probably wait for a
caution lap or hit the Pause (“P”) key.

By pressing the “ENTER” key, you can toggle
this display to show you seven primary cars- the
three ahead of you on the track, your car, and the
three cars immediately behind you on the track.
Drivers shown in red are one or more laps ahead
of you in the standings, drivers displayed in green
are at least one lap behind you, while drivers
shown in white are on the same lap that you are.
Your name is shown in yellow.
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Fuel Information

//I-l

Hit the “F3” radio key to receive a comprehensive fuel
mileage report from your crew. The amount of fuel
remaining in the tank, projected laps before you run out
of fuel, and current fuel economy (mpg) are each
displayed. Inaddition, you can adjust the “Fill To” value
to the amount of gas you’d like put in the tank during
your next pit stop, using the Greater Than (“>") or Less
Than (“<“) keys. Your crew chief will conservatively
calculate the amount of fuel you need on each pit stop.
The “Fill To” display shows you how much fuel your
crew chief has ordered the crew to pour in during the
next pit stop.
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View Current Tire Temperatures

You can view the current temperatures of each of your
stock car’s tires, while you drive. Outer, Middle and
Inner temps of each tire are displayed when you press
the “F4” radio key. Temperatures displayed in white
text are within the “safe operating” range. Mildly high
temps are shown in yellow text, while red digits indicate
dangerously hot temperature readings. Looking at the
display as it appears superimposed over your dashboard,
note that the tire temperatures are arranged as if you
were viewing your car from a camera high above. The
left-front temps are in the upper left corner, the right-
rear temps are in the lower right, and so on. Unless you
are on a traffic-free straightaway, you should probably
use the Pause (“P”) key prior to scoping out the temp
readings.




Specify Tire
Changes

b
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Using the “F5” key, you can display a box that

. allows you to relay tire changing instructions to

your pit crew. Any changes you specify will be
carried out during the next pit stop. Deliver tire
pressure adjustments and decide which tires, if
any, get changed. By default, you will always
receive four fresh tires when you pit, so you only
need to radio ahead if you’d like otherwise. A
bar graph beneath each tire shows you the current
condition of the tire. Green bars indicate fresh
rubber, yellow bars mean excessive wear, and
short red bars alert you that you’d better pit for
new tires quickly.

Select each tire with the “SPACE” bar. Use the
Greater Than (“>“) and Less Than (“<%) keys
to raise or lower the air pressures in the new tires
that will be put on. A checkmark appears beneath
each tire that will be changed. Use the “ENTER”
key to specify tire changes as follows: Press once
to remove all checkmarks, thus telling your crew
not to change any tires; press a second time to
select left side changes only; press “ENTER” a
third time to order right side tire changes only;
press “ENTER” a fourth time to reinstate all
checkmarks, thus ordering every tire changed.

ALLY LICENSED
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Specify Cross Weight Adjustments

If your car is in need of a quick chassis wedge adjustment,
use the “F6” radio key to inform the crew ahead of time.
Specify the amount of cross weight you’d like to add or
remove from the car; onc of your crew members will
perform the adjustment during your next pit stop.

Use the Greater Than (“>") and Less Than (“<*) keys
to increase or decrease the amount of wedge desired. If
your car feels too loose out on the track, increasing the
wedge setting in the pit may correct the problem.
However, keep in mind that as you increase the wedge
setting, your right-front tire will also undergo more stress

as a result.
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Specify Rear Spoiler Adjustments
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Using the “F7” radio key, you can instruct your crew to
change the rear spoiler angle during the next pit stop.
Use the Greater Than (“>”) and Less Than (“<*) keys
to select the angle you want the spoiler adjusted to; using
a mallet, a crew member will bend the spoiler to the
desired angle (must be between 40 and 70 degrees).

If you need more top speed, you may want the angle
reduced; if you need more control, you may want the
spoiler angle raised. Try not to call for drastic spoiler
adjustments, as this could have an unpredictable effect
on your car’s handling; instead, work with five-degree
increments.
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Switch on the “F9” radio key to see a list of what
duties your crew will perform during the next pit
stop. If you gave specific instructions regarding
tire changes, fuel or other adjustments, this
information will be confirmed in the lower right
corner, superimposed over the dashboard. If'your
car has received damage to the bodywork, you
will see the phrase Repair Damage displayed.
Use the “ENTER?” key to toggle this phrase to
Do Not Repair Damage if you don’t want the
crew to fix the wreckage. While you are in the
pits during a yellow flag period, your spotter will
keep you up-to-date regarding the pace car’s
whereabouts. If the pace car is about to lap you,
you can press the “F9” key to display Pit Status,
and hit the “ENTER” key to immediately cease
repairs. Your crew will then release the jack so
you can beat the pace car across the start/{inish
line without being lapped. You may then
continue repairs during the next pit stop.
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Telephoto Wide Angle

Arcade Driving Views

By pressing the “F10” key, you can drive from an
Arcade perspective, instead of the realistic cockpit
view. The first time you press “F10,” you leave
the cockpit in favor of an angle overhead and to the
rear of your car. A second press of the “F10” key
widens the angle for better viewing. Press “F10” a
third time to return to the traditional cockpit view.

You can use change viewpoints with the “F10” key
at any time while driving. Using an Arcade View,
you will still receive some instrument data,
superimposed on the screen, but you will not be able
to see secondary gauges, such as Water Temperature.

d@"’&“ P
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..ollowing The Pace Car

On the Quick Race menu, there is a checkbox that enables/disables
the prerace Pace Lap. With the Pace Lap on, the entire field will
(rive one warmup lap before mashing the gas and going racing.
During the pace lap, you must keep your car in double-file formation.
I you pass an opponent, your spotter will try to help get you back
into the appropriate position; if the green flag waves and you’ve
‘eommitted an illegal pass, you’ll be penalized with a black flag.

Likewise, during caution periods (yellow flags) you must remain in
position; the field must follow the pace car single-file. You can enable/
“disable yellow flags on the Quick Race menu. Note thatif you disable
the Pace Lap and Yellow Flags, the pace car won’t appear at all.




Getting A Tow
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If your car is too banged up to make it back to
the pits, you can press “ALT-1” to call for the
tow truck. You must come to a complete stop
before requesting a tow. Your car will be towed
back to your pit at a very slow speed (hey- it’s a
tow truck for crying out loud!); if the engine is
still in good working order, your crew will repair
the car so you can get back onto the track as soon
as possible.

Your spotter will inform you if you are receiving
towing service. Ifthe car’s engine is destroyed,
you will automatically be towed back to your pit,
but your car cannot be fixed in time to resume
the current race. You do have the option,
however, of clicking on the Accelerate Time
feature (on the Race Weekend menu) to view
the outcome of the race. Or, press “SHIFT-R”
to restart the current session.

m’*“

77771- NASCAR

g S N AT 7 T AT R

i EEEEEEEEEEEEEEEEEEEEEEEN

thanks to a powerful replay system. Numerous television cameraa
ire stationed around each track, covering the action from every angle
Amaginable. In addition, each race car has wireless micro-cameras
{nounted onboard for added viewing enjoyment.

You can view replay footage from any of the camera angles provided;
1 addition, you can see all of these camera angles from any car on
the track. This gives you over 300 possible replay angles to enjoy, at
Ny single moment!

Replays consist of video “frames,” up to thirty of these per second
on the fastest computers. The length of each replay depends upon
how much RAM your computer has. Using a VCR-like interface,
you can review daring passes, fantastic spins and heroic
Yictories...”Pass the popcorn, will ya?”
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To momentarily pause the
live action and view replay
footage, press the “ESCape”
key. Don’t worry about
losing your current track
position- when you return to
the cockpit, you’ll pick up
right where you left off.

'Pl'he Instant
Replay Viewer

.610!'.').?-!3

bbb b :
b sociani b | Lt S, |
Cit Save Load Delele Hetum

Track Data

Lap: 33 of 500 e

L VCR Controls %
When you see the Race Weekend menu, click on 153,594 mph Th st lik VCR. P
the word Replay. This will take you to the replay | BeseLap: mhE operatF st “ il S
riewer, where you can watch replays from the ARART isewind or UgshRarwanc ouErsplays ol
v s WACER 5 Vatchi repiays Irom Ll B | spotyou’dlike to view. Click on the Select
current session, or load a “classic video clip from L | Camera pull-down icon to change viewing

the archives.”

B | angles. Click either Car button at the
Mariln Y | bottom center to move to another driver’s
ACRHEUERR L1 | perspective on the action.

Speed:

55 MPH
Camera ¥ T¥1

Replay Editing

0:01:07.33

Know
NASCAR #4
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footage fo the very end.

VCR ConthIS Click here to skip your VCR Keyboard Shortcuts

| Rewind Fast-Forward !;q

Click here to view your . /R

footage from the very { You can rewind the tape You can fast-forward

heginning. Seed | with the Less Than the tape with the
| key. Greater Than key.

Click and hold to quickly Click and hold to quickly
rewind. Short, single mouse fast-forward. Short, single
clicks step the footage mouse clicks step the
backward, one frame at a footage forward, one frame
time. at a time.
Play/Pause fspace l
///ER
T i R You can start or stop the
ick to toggle between real-time playbac :
and freeze-frame. If the footage is moving, | replay tape with the
SPACE bar.

click here to freeze the action for a closer
look. If the footage is paused, you can “roll
tape” with a single mouse click.
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Checking Out The I B' Selecting Vehicles [T V
Best Camera Angle W, /A \__/

In addition to viewing multiple camera
Click on the pull-down icon next to the word Camera to see angles covering your car, you can also
a list of available camera angles. Drag the selector downward view all of these same angles as they
to scroll through the list (there arc more camera angles than i
can be displayed on the list at one time). Choose a new camera
angle, and the replay footage will automatically switch to it.
You can also use the keyboard shortcut to change cameras;
press the “C” key to step forward to the next camera angle,
or press “SHIFT-C” to step backward through the list.

cover every other car on the track. Just
click on either of the Car buttons to
advance to the next car akead, or back to
the next car behind. Keep clicking one
of the Car buttons to cycle through the
entire field of cars. You can also use the
keyboard shortcut key to save time. Press

TheTV1and TV2 angles represent a network-quality telecast;

it’s as if a TV Director were cutting from camera to camera, I the “V* key to advance forward through
in order to follow the selected car. Note that every car on the the field of cars. Press “SHIFT-V” to
track is constantly being filmed by all of these camera angles, step backward through the field of cars.

so “switch around” and enjoy the view!

i
| Finding Wrecks é m

T A ey _ | Click on either Incident button to
f Camera i | skip forward or backward to the next

i ' | wreck. You can also press “I” to
| move forward to the next incident,
or “SHIFT-I” to step back to the
| previous incident. These buttons are
inactive if no accidents currently
exist on the replay tape.

AR LTl What NASCAR race wa
NASCAR #5
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Saving, Loading And Editing Replays l
‘You can Save replays of your greatest NASCAR moments
0 disk in order to impress your friends and settle bets. Just
ick on the word Save, found on the Command bar along
the bottom of the replay screen. You should be aware of the
t that replays can be quite large in file size; a few of these
on your hard drive can gobble up several megabytes faster
than you can say, “Ricky Rudd.” For this reason, you might
want to chop out all the stuff you don’t want to keep in your
replay file; that way, your highlights will only have the
crashes, passes or dashes you want your friends to see over
and over. To edit a replay, cue the footage to the in-point,
| that is, the place you want your edited replay to begin. Click
on the word Cut found on the Command bar; now, cue the
| tape to the out-point- the video frame you want your replay
| to end on. Once again, click on the word Cut. You will be
prompted for a filename to save the edited version under.
| To recall a previously saved replay, click on the word Load.
; ist of all replays saved at the currently selected track will
appear. Simply click on the file you want to review.

Big Screen TV E% m

Click on the Full Screen button to get a bigger view
of your replays. All VCR controls, track data and
other buttons are removed from the screen while
you get the big picture. When you want to return to
the normal replay window, press “ESCape.”

F

" Cut Save Load Delete Return |

Know Your | L . . {(now Your
NASCAR #6 | Peps| 8 IJASCAR #7
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Competing
For The
NASCAR
Season
Championship

elete Season

“Return

There is only one thing each driver wants more than a race- the
NASCAR series championship. The road to the season title begins
in February, and ends in November. At the conclusion of each race
during the year, points are awarded to the top forty drivers, based
upon their individual finish in that event.

The winner of each race is awarded 175 NASCAR series points, while
the fortieth-place finisher only picks up 43 points. In addition, five
bonus points are awarded to each driver who leads at least one lap,
while five more bonus points are awarded to the single driver who
lead the most laps in that event. At the end of the season, the driver
possessing the highest number of total points is crowned the NASCAR
Champion. In addition to a one-million dollar bonus, this driver can
expect life-long endorsement opportunities, excellent race sponsorship
and the admiration of every other driver in stock car racing.

Know Your
NASCAR #8
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| Launching A Bid
For The Championship

From the Main menu, click on the word
Championship to compete in a NASCAR
championship season. This will open the
Championship menu, where you can begin a
New Season, Continue an existing Season,
Delete a Season no longer needed, or Return
to the Main menu.

When you begin a new season, you’ll compete at all of the tracks that
- !' currently installed on your computer, in order of their actual

iccurrence on the NASCAR series schedule. For example, you cannot
.- 11 ahead to the first Talladega race, without first competing at
' tlanta and the other events that are held earlier in the season. Night
aces at Bristol, Charlotte and Richmond will appear in their actual
: der on the circuit, as well.

ach event consists of Practice, Quallfymg, Warm Up and Race
#essions. At the conclusion of each event, points are awarded based
on order of finish. The table on the following page shows how the
points are distributed.
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Before you start a Championship Season, set all of the Realism and
gameplay Options to your liking. Once the season starts, these cannot
be changed. For example, if you set the Race Length to 30%, and
the Opponent Strength to 95% prior to the first race, all races staged
during that season will be 30% in length, with opponents competing
at a 95% skill level. F

You may save as many scasons as you’d like; so if things aren’t going
well during one season, skip ahead to the next one by creating a New
Season. Click on Delete Season to remove past scasons from
memory- something a lot of drivers wish they could do!

O \_ CIALLY LICENSED BY

Beating computer opponents may
satisfy some drivers, but others
may want to go up against the
fresh meat of real live human
competition. To race your friends,
click on the word Multiplayer,
found on the Main menu.

With Multiplayer capability, you
can race a friend head-to-head
using the Direct Connect method,
that is, two computers linked
together side-by-side with a null
modem cable. Or, you can use
your Modem to establish a race
with a friend situated at a remote
location, even across the country!
NASCAR Racing 2 lets you do
either one.
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Mademn Phone Book
HNane Number
© o Deseription |

Mu(.{um =

Hew Entry  Delete Entry | Exit

Setup
- Heturn | the lower-right corner of the Multiplayer menu. Here, you’re
le to enter all of the information about your modem: you can also
e and load phonebook entries for easy recall- no fumbling around

Use the Multiplayer menu to configure and establish your connection. :
or your friend’s phone number.

Choose the method of the connection (Modem, Direct Connect or
Network Play), and whether you’ll be the Dialer or the Answerer.
When you’ve determined these choices, click on the word Setup to
prepare your computer for the type of connection you’ll use.

__her Important Modem Notes

en two players are racing head-to-head, all settings concerning
modem (port speed, stop bits, parity, etc.) must be identical on
player’s machines (with the exception of the modem brand and
nodel).

Once you’ve properly selected and configured your connection, click |
on the word Connect if you’re the Dialer. Your modem will dial the
other computer and establish the connection. Ifyou are the Answerer,
wait for your modem’s phone line to ring; when it does, click on the

word Connect to establish the link with your friend ‘onsult your modem’s documentation for a list of appropriate

ands for enabling/disabling features.
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Gettin g Driver Info é
TO K now From the Main menu, click Driver |I

In'f'o'to access information and C G'm;)-ét-ifo'r- Ltst
The utilities regarding your computer oo g
opponents. From the Competitor

0 p po S itio n List menu you can build and save

i Entry Lists, allowing you to |
compete against any combination of
drivers you want; you can digest
Info and stats on your favorite
NASCAR drivers, as well as ones |
that have been created from scratch;

Vorking With Entry Lists

Efitry List: 'Y96SEASON

e ! ; i BﬁBB&'LﬁéUN?& B
or you can enter the NASCAR il i
Racing 2 Paint Shop to create and _ B8 _
. X ) it _ . WARDBURTON
customize sponsorship graphics and i ! [ JIMMY, SPENCER

'JEFF GORDON
colors on any stock car. -

New List MNew Driver Info Save Heturn

When you click Driver Info from the Main menu, the Competitor
List screen will appear. This menu allows you to put the drivers you
yant to race against into one handy list. Build and save as many
intry Lists as you’d like. When you're ready to go racing, just
._'1 ect the existing Entry List you want 1o compete with- that’s all
here is to it! To find out more about how all of this Entry List stuff

Know Your vorks, just check out the following pages.

NASCAR #9
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Drivers ; Entry List: "T98SEASON

B 5 ALEEARNHARDT TERAY LABONTE
RICKMAST . MARK MARTIN
RUSTY WALLACE § GEOFFBODINE
STERLING MARLIN G HUT STRICKLIN

THE PLAYER RICKY AU DD..
| DERRBIKE COPE

TED MUSGRAVE
WALLY DALLENBACH JR.
DARRELL WALTRIP
BOBBY LABONTE

LOY ALLEN

MIGHAEL WALTAIP

Shuffling Drivers

In the upper right corner of this screen, there is a pull-down list
of all Entry Lists that exist on your system. Click on Entry
List pull-down tab to reveal all of the lists that are currently
available. Select the list you want to use; it now becomes the
active Entry List used when you head for a track. The box on
the left contains the names of all of the drivers currently in
existence on your computer. To make a new Entry List, select
an existing driver from within the box on the left. Next, click on
the arrow icon pointing toward the right- this will move the
selected driver’s name into the box on the right, thus adding that
driver to the Entry List. Select a name from within the right-
side box and click the left arrow icon to remove a driver from the
Entry List. Use the scroll bars on either box to see all of the
drivers available. Note that only one human driver (that means
you, the player) can be used in each Entry List. Each human
driver’s name is preceded with an asterisk (¥).

MICIALLY LICENSED BY
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Checking The Stats

driver’s car current by painting their car.

Click on the word Info, found along the
bottom of the Entry List menu to run the
numbers on your favorite NASCAR drivers.
From here, you can also keep the look of each

Lozd! Spwe  Paint Car Retum

" eck out full color portraits of all your favorite
di ivers- Awesome Bill from Dawsonville, the
Intimidator, Wonderboy, they’re all here.
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Editing Drivers
Team: #3 GM Goodwrench Chewolat : ; .
Hometown: Kannapolis, NG Click on the driver’s Bio and type anything you
Birthdate: 4/29/514 _ s 7
Ol . Ak Childness Roicig want in the box. Select the Skill button and click

Rgardrvons a7 on the ratings that are displayed, in order to edit
Car Drag: o 3 them_

Car Power: - 475
Car Traction: 475

Editing Driver Ratings

To change a driver’s ratings, there is one thing
to keep in mind. Aside from the obvious
strengths of the ratings themselves, each rating
| has a low and a high value (between 100 and
m _ 1 900). The greater the difference between these
values, the less consistent the current driver will
perform. Smaller increments between these two
values will produce very consistent results.

Click on the Bio button to read about
your favorite NASCAR drivers. The
Stats button lets you view career totals
of the selected driver. Press the Skill
button to access the ratings assigned to
the selected driver, for use in NASCAR Click on the word Save at the bottom of the
Racing 2. The Team button gives you screen to record your changes.
information on the current driver’s car . : ro—

owner and operation. Past NASCAR '
Champions also have a replica of the title
holder’s trophy beside their portrait.
And of course, each driver’s car is
displayed alongside in a 3D perspective.

Saving Changes

oad Save PaintCar Retun
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Graphic Details

Improving Frame Rate

To Get To The
Graphics Menu

From the Main menu, choose
Options, then click on the Graphics
button. You can turn graphic items
such as asphalt textures or skid marks
on or off to suit your computer’s
capabilities. You can also adjust
graphic details as you drive, using
keyboard hotkeys described in this
section. Owners of slower computers
may need to turn one or more graphic
features off, in order to achieve smooth
animation.

[/l NASCAR,

/ { IALLY LICENSED 8Y
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Driving Resolution
EAR0X 200

Walts - 15 G0
Horizon I5.0n

it S T B

= I = Sl e w =

o.a

\uto. Textures that are sct to Aute will toggle themselves on or off,
I _ending upon the current frame rate.

( > of the Graphics menu, you’ll see Minimum and Maximum

Knav Your
NASCAR #10

rame Rate settings. By adjusting the Minimum setting, you’re
lling your computer when to begin turning textures off. So, with a
linimum setting of 12, your computer will begin switching off
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The Maximum Frame Rate setting tells your computer at what speed
to begin turning textures back on. For example, you’ve got your
Asphalt texture set to Auto, a Minimum Frame Rate setting of 12,
and a Maximum setting of 24. As you drive into heavy traffic, the
frame rate slows down below 12fps and the computer turns the
Asphalt texture off. You still see the pavement, of course, but it’s a
solid color now. You no longer see the cracks and discolorations of -
the roadway. As you continue driving, let’s assume you reach a point’
where there is very little traffic. When the frame rate reaches 241ps
or better, Asphalt is switched back on by the computer. As you can
see by this example, the Minimum and Maximum frame rate settings
do not tell the computer how fast to run the simulation, but rather at
what speeds to toggle on/off textures set to Auto. Turn on the Show

iproving Your Frame Rate
\lnimation Speed)

\SCAR Racing 2 is extremely flexible, so that you can enjoy the
t frame rate possible on your machine. Below, you’ll see a handy
0f the various ways you can customize the frame rate to suit your

drive.

" Diriving Resolutic
~BE20.X 200 Choose the screen resolution

640X that’s best for you. Slower . . : 1 i
G50 x.4._3.g:. oy Y e. From the Main menu, choose Graphics. Adjust the number of

machines may require 320x200 [ & S
wo o e . - pponents Drawn L
SRS resolution in order to run PP rawn, both Ahead and Behind
Minimum = 13 ' smoothly. Note that this settin - .
"_"f"““‘:"’? i ; Y : g Number Of Cars Heard: The fewer number of engines your
Maximum v 25 8 only affects on-track action, not B st audibly recreate at one time. the fast P
Show Counter o B came menus. You can also mpu Y Al LEELS aster your frame

. From the Main menu, choose Sound. Adjust the Opponents

8| minimize the Opponents : ; ;
Opponents Drawv PP eard setting to the desired number.

S Drawn settings (how many
M@ Crs you can sce on the screen

in _ o Driving Resolution: Use the 320x200 setting instead of 640x480.
at once) to speed up animation.

his only affects track action, not game menus.
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‘he night before the race, we had a bunch of guys
me up to help us on race day and I'll bet we slept 13
‘14 in the motel room. There were bodies layin’

erywhere.”
-Driver Bill Elliott, recalling the night

before his first NASCAR Winston Cup

Graphic Keyboard Hotkeys
tail Shop

Asphalt/Concrete/Grass On/Poly
Sky Textures On/Poly

B8

[
L~

Object Textures (except crowd) On/Oft/Poly

| Crowleexturestmpty Grandstands On/Poly
Wall/Armeo Textures On/Poly
[6 ] Horizon Textures On/Poly
IE Car Decals On/Poly e . 9
_ —E—a
gﬂ Road Lines/Skid Marks On/Off Ll shspitndetboaySnep, iSul ShopiiSave
[g:j Trackside Trees On/Off ®
CRE]  Trackside Billboards On/Off/Poly R a c ln g z
U] People (excluding Pit Crew) On/Off ]
]  Trackside Fencing On/Off | @
s & Paint Shop
[FR{fY]  Infield Vehicles (RV’s) On/Off/Poly

Use the hotkeys listed above to adjust graphic details as you drive.
Using these hotkeys overrides any selections you’ve made via the
Graphics menu.

And Now A Word
From Our Sponsors
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Entering The Paint Shop

To access the Paint Shop, choose
Driver Info from the NASCAR
Racing 2 Main menu...

g i .
Competitor List
= e All Drivers
Linderbody Shop  Import  Ex 5
ALAN HODGES
CHRIS HAMNSON
CARLMAGGIO
L) - JACKROHART
MIKE MARCHES]
intin our otocC ar Rogenr Lot
SEAN CLANCY
SAM SMITH
STEVE VANDERGRIFF
| THE PLAYER

With the NASCAR Racing 2 Paint Shop, you have the power t0
create many different sets of cars and save each car under any filename
you wish. Use the Paint Shop to make all of the current season’y ;
paint schemes or to create your own radical designs; you can make :
and store various collections of opponent cars, or several different
paint schemes for your own car. These cars can then be loaded from
within NASCAR Racing 2, or swapped with friends via disk or
modem.

MICHAEL
W B

List Mew Driver Info Save Heturn

From the Competitor List, select the
driver of the car you wish to paint, or
create one from scratch by clicking on
Since you create Entry Lists from your pool of existing drivers for | the words New Driver, found at the
each race or season, you might wish to create some of the | bottom along the Command bar...

commemorative paint schemes for your own events.

N
0
]
3
(¥




Click on the words Paint Car, located
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Team: #16 Family Chan
Hometown: Frankin, Wi
Birthdatet 1211855
Qwrar: RoushRacing
Agg lon: 250
Car Drag: 250
Car Power: 250

Car Traction: 250

at the bottom of the screen. This will TR TEEE T

take you to the NASCAR Racing 2
Paint Shop...

Now, you should be in the Paint Shop;
the first screen you’ll see is the Detail
Shop, where you can apply decals, car
numbers and other graphics to the
finished product. For now, click on the
words Underbody Shop found at the
bottom of the screen.

# --nﬁ""af,:;‘h- Wﬂ#"’"} T R

Underbody Shop &

Use the Underbody Shop to paint the “base coat”
colors of your car. If you turn Car Textures off,
these base coat colors will show instead; therefore,
you’ll want them to resemble your car’s overall
design for consistency. Also, certain parts of your
car cannot be texturized; the colors of these parts
are determined with the Underbody Shop.

To add realistic shading to your car’s base coat,
click your mouse button a color in the palette; now
click your mouse on one of the five Autoshading
buttons found on the left side of the Underbody
Shop. To view your car’s design in its present
state, drag the 3D Car View sliders left or right;
the 3D picture of your car will rotate accordingly.
The length of the rotate and tilt sliders represents
one full rotation of your vehicle. Check on the
Auto Rotate box to set the sample car in a
continuous spin. For accurate paint matching, use
the Eyedropper (Get Color Tool) to “pick up”
colors from the car’s body shown in the
Workspace.

Workspace .

i’uﬁ: 3“%'4.

Paint Shop
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Adding Decals,
Numbers And
Logos

To add finishing touches to your car, click on the words Detail Shop,
found along the bottom of your screen. The Detail Shop containg
several handy tools to polish off your design, with virtually any design
you could concoct. If you’ve used other computer-based paint
programs, you’ll probably get a feel for the Detail Shop right away,
If you haven’t, fear not- painting cars is easy, and you won’t have to
clean any mess up when you’re done!

Using The Detail Shop Tools

The heart of the Detail Shop is the Tool Bar, found at the top of the
screen. With these tools, you can add and rotate text, artwork, numbers
and car body parts to your design. On the following pages, we'll
examine each of these tools and their functions. '

LI‘CENSED By

'
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Brush Thickness- Click on this button to reveal a pull-down menu
of available brush widths. Simply choose the thickness you'd like
to use.

Tool Setting- Click on this button to reveal a pull-down menu of
three tool types: 1.) Blend, for complete coverage, 2.) Anti-aliasing,
fo remove jagged edges, or 3.) Smear, to help achieve a more
natural look without involving Foreground or Background colors.

Draw Shapes- Use this tool to draw squares, rectangles and ovals.
Click the right mouse button over the Shape button to reveal different
shapes you can choose. Next, position the mouse cursor over the
car part in the workspace where you want to start the shape. Click
and hold the mouse button as you drag the shape to whatever size
you desire, even across several car parts. As with other drawing
tools, holding down the left button to draw the oject produces a
shape with the foreground color; using the right mouse button draws
a shape with the currently selected background color.

Airbrush Tool- Use this tool to create spraycan effects on your car.
Choose a color with either mouse button, position the cursor over
the body part you want to paint, and hold the mouse button down

to apply spray.

Color Selections- Click your left mouse button on the color
palette to load a foreground color, which will be displayed in
the left Color Selection box. Click your right mouse button on
the color palette to load a background color, which will appear
in the right-hand Color Selection box. When you paint, use
the left mouse button to apply foreground color, or use the
right mouse button to apply the selected background color.

Clear Button- Press this button to clear all textures off the car. Use
this when you first start a new car, or want to start the whole thing
over.

Paint Shop
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Undo Button- Click this butfton to Undo the most recent action
taken. Click it once again to change your mind and redo the action,

Flip and Rotate Buttons- Click one of the Flin
buttons to invert the selected item, horizontally
or vertically. Click one of the Rotate buttons to
spin the selection in 90-degree increments,
either clockwise or counter-clockwise.

Text Tool- Click on this to reveal a text window. Inside the texl
window, you can choose from a variety of typefaces and sizes.
The text will appear in the current foreground color. After you type
your text, use the Fiip and Rotate buttons to produce the orientation
you want, then drag the selected text over the appropriate car par,
and into position.

Zoom Button- Click this button to get in close, for fine, pixel-to- 1‘

pixel work. Click on this button again to return fo normal viewing
size.

Fill Tool- Click on this tool to get the paint bucket icon. Position the
icon over a car part, and click the left mouse button to fill with the
foreground color. Click the right mouse button to fill with the
background color.

Get Color Tool (Eyedropper)- Choose this tool, then position the
cursor over a car part that has the color you want to “pick up."
Whatever color is beneath the cursor when you click the left mouse
button will be stored as the foreground color. Click the right mouse
button instead fo “pick up” a background color.

1111/ NASGAR ¥
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Freehand Drawing Tool- Choose a color, click on the pencil button,
and start drawing! Adjust the Brush Width and Opacity with the
appropriate buttons.

Line Tool- Choose a color, click on the line tool and position the
cursor over a car part where you want to start the line. Click once
with the left button to draw with the foreground color, once with the
right to use the background color. Drag the line in the direction you
want, then click a second time to release the cursor and keep the
line. Like the Freehand Drawing Tool, you can adjust the Brush
Width and Opacity levels with the appropriate buttons.

Decal Stamp Tool- Righi-click on this button to reveal a window of
available decals. Select the decal you want to apply, and position
it over the car part where you want fo stamp it. Use the Flip and
Rotate buttons to adjust the decal’s orientation. Click the left mouse
button to affix the decal in place.

Select Tool (Marquis)- With this tool, click the left mouse button,
and drag the marquis over the car part or area you want to copy
into memory. To recall the selected graphic, click on the Stamp
toool with the left mouse button.

gtail Shop Drawing Tips

i can draw matching lines across several car parts at once with the
ne Tool. For example, start a line at the top, on the car’s right-side
il the parts window. Drag the line straight down, so that it crosses
© car’s roof and left-side. Use the Detail Shop tools to draw gas
:1- 8, hood pins, air ducts and other bodywork features on your car.

#{W«*’:ﬁﬂ— MM@ TR e T R
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Paint Shop
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| told our truck driver to make sure he had three
ings on the truck- a backup car, a good motor and a
e of squeeze butter.”

-NASCAR Driver Sterling Mariin, on
going to race at Michigan in August,
when the sweet corn has just been
harvested.

Underbody Shop Deta

Painting Uniforms

Click on the words Suit Shop, at the bottom of the screen to give
your pit crew a fashion look that keeps the sponsors happy. Choose
a color from the palette, and click on one of the Autoshade buttons
to apply it to the uniform. Continue through each item until the crew
is properly adorned.

Tip: Try to use three different shades of the same color '|
for each item listed. This will give you professional results
almost every time.
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0bby Labonte’s Atlanta Pit Notes:

\tlanta’s probably, to me, the track where you get a greater sensation
I'speed than anywhere else we go. You’re in the corners there for a
g time, so your car’s gotta handle real well there. If it doesn’t,
U aren’t gonna be able to keep up.

PIT ROAD
SPEED LIMIT Py i g e el ‘Downforce settings are crucial, but
VRIS L G- you've gotta think about your car’s
Vi3 07 W e el handling quite a bit. You don’t need
CTT AN 5 I Tl 1o worry about drag coefficient on
LYV LR TRCT IRl Your race car, per se, because even
T, ) R, though you’re goin’ at top speeds,
JITIVI RTL TR  You're basically in the corners more
either.” often than not. And every driver
knows that if you can’t get through
l6 corners fast, you’re not gonna be able to go fast down the
taightaways, either.

55

MPH

Atlanta Motor Speedway is located about 30 miles South of Atlanta
in Hampton, Georgia. The track has been a regular stop on the
NASCAR Winston Cup tour since 1960. _
You’ve got to really get your car handling well in traffic, because
ances are, you’re gonna be running with some other cars most of
¢ day. It’s not a track where you run bumper-to-bumper for five
indred miles, but you’ll run close enough to other cars that you
ive to keep an cye on the aerodynamics.”

Computer generated results from NASCAR test sessions at Atlanta
Motor Speedway reveal an amazing insight: cars going around this
oval spend very little time actually traveling in a straight line. The
long, sweeping turns produce high speeds and lots of action. Pit
stalls are located along the length of the front straightaway, and cars
generally roar through a lap on the famed speedway in less than 31
seconds.

Turn 3 Turn 2

Turn 4 Pit Lane Turn 1

Start/Finish

=
£
O
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A Lap Around Atlanta With Bobby Labonte:

istol International

“Atlanta S got wide corners and wide straightaways, so you’ve got a
variation of lines you can run on. But on a preferred line, going into
turn one, start easing out of the throttle as you get to the corner. Rarely
do you use any brake- you might just touch the brake pedal a little
bit, but the banking should hold you. Stay about a lane-and-a-half
off of the bottom white line. The race track has less of an angle of
banking at the very bottom, so you want to ';tay above that through
the middle of turn one.

PIT ROAD
SPEED LIMIT

39

MPH

=
>
£

“You’re flat on the gas again by the time you’re in the middle of turn
one, but you’re still turning the car. As you exit the corner you drift
all the way out to the wall. Down the back straightaway, you’ve got
very little time before you enter turn three. You enter turn three
basically the same way you enter turn one; you kinda dive down
toward the bottom, but you want to stay about a car width-and-a-half
above the white line, all the way around the corner.

pasting the steepest banking on the NASCAR Winston Cup circuit,
ris tol International Raceway has been offering door-to-door big '
e stock car racing since 1961. The track is known as the “World’s
stest Half-Mile Speedway,” though the actual distance of the track
just over a half-a-mile.

“The corner is so sweeping that, if the banking will hold you, you
just stay on your line right there without going too low. When you
exit turn four, drift out to the wall. Watch out for the pit wall on the
bottom of turn four- it kinda sticks out there if you go too low.

fistol’s racing surface is paved with concrete, while the aprons and
{ roads that align both straightaways are asphalt. Bristol is the site
_ZSCAR s oldest night race, and the style of competition found
places an ultimate demand on both driver and machine. Without
pute, Darrell Waltrip has the most impressive resume of victories
mpiled at this track: twelve in all, including seven in a row!

“Generally, as the race goes on, the groove will get a lot wider than a
lane-and-a-half off of the bottom of the race track. When that happens,
you can actually run low, then drift up and pass a car on the outside,
or you can pass a car on the inside coming off of the corners.”
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" Bobby Labonte’s Bristol Pit Notes: -
i —_— |Lap Around Bristol With Bobby Labonte:

“Bristol’s probably one of the roughest tracks we go to, as far as the
overall surface goes. You’ll complete a lap here in less than sixteens
seconds, and at the speeds that we
drive, it’s truly amazing that
everything stays underneath you.

dristol’s one of those places where there’s no margin for error,
iBcause you’re going so fast, and the race track’s narrow. When you
Ick thirty-six cars on a half-mile race track, it doesn’t take long
fore you’re in traffic all day (or all night). Traffic plays a big role;
bu don’t want to get hung up on the outside, you want to stay close
the bottom of the race track because that’s the fastest way around.
e trickiest part is that, even though you might have the fastest car,
U can get collected in an accident that’s a whole straightaway in

“Bristol’s probably
one of the roughest
tracks we go to, as

“You really have to set your shocks
up properly here. It’s a concrete
surface, and the fastest way around
it is on the bottom.”

far as the overall
surface goes.”

At the start/finish line, you’re up against the wall. Dive down, all
-ﬁ(_ay to the apron goin’ into the corner. Just for a split second,
bu’re on the brakes hard- then right off of ‘em and back on the gas
yide open again. You’re still in the middle of the corner, but if the
hocks are tuned right, the car sticks so good that you come off of the

Turn 3 Turn 2

Back Straightaway Pits

As you exit off of two, the car bounces for a moment, then you’re
Il the straightaway; it’s the smoothest part of the track. Dive back
Own into turn three the same way. The car will get a little bit loose
in’ in; tap the brake, then stand on the gas. Drive all the way
irough the exit of the corner, right on the white line, then drift back

Front Straightaway Pits

Turn 4

FAST
FACT:

8
[~

ci
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Obby Labonte’s Charlotte Pit Notes:

PIT ROAD
SPEED LIMIT

“It’s probably one of
the better race tracks
to run on, because you
can change your line to
find something that
suits your tires and

setup for that day.”

95

MPH

Concord, North Carolina is the actual home of one of NASCAR
Winston Cup racing’s finest venues. Charlotte Motor Speedway,
erected in 1960, features a lively schedule of night-time stock car
racing action. Many of the NASCAR Winston Cup teams are based =
out of the Charlotte area, making the track a convenient and popular
testing ground throughout the year.

”

Charlotte Motor Speedway is a fan-friendly track in many respects.
The seating provides an excellent view an entire track’s worth of
superspeedway racing to most spectators, with ample parking and
favorable climates.

Pit Lane

Start/Finish

“harlotte’s a neat place to go. It’s a fast race track, one where you’re
Ways tinkering with your car. It never feels like you have the car
tup just right, because the race track changes throughout the day.

Traffic plays a part here as far
as sctup goes- down the front
straightaway or off of turn two
are the best places to pass.

“The groove moves up as the
race wears on. You'll see
drivers runnin’ the very top lane
up against the wall, and other
drivers down on the white line
around the corners. It’s

ifobably one of the better race tracks to run on, because you can
hange your line to find something that suits your tires and setup for

Turn 2

Turn 1

~
£
(<)
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I s
A Lap Around Char!otte With Bobby Labonte:

- “As you' enter turn one, you're out near the wall. Get off the gas,
touch the brake a little bit, and dive right down to the white line as
you enter the corner. When your car settles, it starts to stick- and
when you know that the car is stayin’ right there, you gently apply
full throttle again. Exit off of turn two, right on the white line.

“Drift out all the way to the fence, and run that way down the back
straightaway. Dive off into turn three. Let off the gas, kinda early-
it’s a little bit longer corner because turn four isn’t as sharp. Let the
car drift up some, and wait for it to settle. This is a corner that, to me,
you shouldn’t be on the white line, but be a car length or two above
the white line instead.

PIT ROAD
SPEED LIMIT

39

“Back on the gas toward the middle of the corner, you want to get
your car as straight as you can coming off of turn four, because the
straightaway doglegs left. You can pick up alotof speed here if your
car works right. Exiting turn four, you’re not on the bottom of the
race frack, you’re in the middle. Drift out to the fence, then dive
back down along the first part of the dogleg and touch the grass. As
you move on toward the start/finish line, you’re in the middle of the

race Frack. Dive down again across the second part of the dogleg Yown as the track “Too Tough To Tame” for its maddening shape,
heading for turn one. _e__.ington Raceway is the Granddaddy of all NASCAR Winston

“Going from day to night racing at Charlotte, the track’s lit up well
enough that you don’t really notice the sun’s gone. If you’re sitting
in the grandstands, you see a big difference of course; but on the race
track, the surface is lit up so well that it feels like you’re still in
daylight.”

£
> ]
£
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- Bobby Labonte’s Darlington Pit Notes... ap Around Darlington With Bobby Labonte:

“Darlington’s probably one of the toughest race tracks to run on,
You have to be alert mentally, every second of every lap, no- every
tenth of a second of every lap. You’ve gotta be on top of things:
everywhere else, but Darlington is designed in such a way that you
always have to know
exactly where you’re
“The speeds at Darlington at, within a foot or two,
have picked up probably ten If not, you’ll end up in
miles an hour in the last two [JRELBENES

or three years, because the %

tires and the track surface | .Dlaﬂul:ll?ngtofl%ilig Spick:t;

have improved.” up probably ten miles
an hour in the last two
or three years, because
the tires and the track surface have improved. It’s still the same race |
track, but your car doesn’t slow down as much now. There are parts
of the race track that you can run two abreast in, and other parts
where you’d better be runnin’ single file. The way the track i
configured, and the way the groove is, you’ll lose too much time
tryin’ to run two-wide.

At the start/finish line, you’re headin’ for turn one. Turn one is a
yrner where you’re off the gas and on the brakes hard, ‘cause the
brner is pretty sharp. As soon as you enter, you want to dive down
ithe bottom, and let your car drift up within a car length of the wall.
8 you’re ‘diamonding’ the corner, get back on the throttle and exit
Itn two. Turn two is one of those corners where the banking falls
near the exit; you’re stickin’ and stickin’ and, all of a sudden
able to break loose on you as you exit the corner. You’ll see a
t of drivers get loose at exit, right out to the fence of turn two.

Down the back straightaway, turn three is the bi gger part of the egg,
it there’s only one groove through turns three and four. Let off of
-%.as goin’ into turn three, touch the brake as you dive down. Let
€ left side tires touch the apron, and that shoots you straight back
it toward the wall. At this point, wait for the car to stop slidin’ and
1en apply throttle, and you’re wide open for probably three or four
lore seconds. Now your car is about a half a car width off of the
utside wall. Run all the way through turns three and four up that
igh, but when you get to turn four you gotta start backin’ off the
18, touch the brake a little bit and get your car turned.

“It’s one of the toughest places we go to, but when your car works
good it can be one of the most fun places to race. A loose car here
will be fast for awhile, but you can’t drive that way all day. A tighter
setup will be more consistent in the long run.”

When your car is turned, apply the throttle back. Exit off of turn
Jur, again right down to the apron letting the left side tires touch.
hat shoots you straight back out to the fence, and the turn four wall
pmes right at you. It’s wider in turn four, but after you make the exit
e race track narrows up. You really have to judge yourself well to
ep the car out of the wall. Turn four at Darlington is probably one
[ the toughest corners we race on the circuit, because you’re goin’
b one extreme at the bottom of the race track to the wall as you
it a fast corner. When you gotta do that for four hundred miles, it
its tough.”

Back Str;
Turn 3 dightaway pigg

Front Straightaway Pits

Start/Finish

Circuits
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Dover Downs
International Speedway

Sy

bbby Labonte’s Dover Downs Pit Notes:

=3

Dover is a physically demanding track, kinda like Bristol is. Five
Indred miles here on a one mile track, along with the banking and
forces that are on you makes for a very long day. You’re not flat-
it all day, but you don’t slow down a whole lot either. It’s another
it race track where there’s not much room for error.

“You gotta have a “When you get here, shocks are

: . one of the most important things
good aerodynamic you’ll work on throughout a

package here with a weekend. You gotta have a good
ol Ao (o) e b b -l B acrodynamic package here with a
help keep your car lot of downforce to help keep your
stable through the car sta‘ple through the corners. If
= you exit off the corners and you’re
cornges: loose or tight, you’re not gonna go
. as fast down the straightaways.
Ou’ll sce a lot of different setups for different people because some
0ple charge the corners, while some people let off the gas earlier.

PIT ROAD
SPEED LIMIT

35

S
N

Ci.

MPH

fou make up more time in the corners than you do in the
faightaways, because it’s hard to pass here. The groove is pretty
ich along the bottom of the race track. It’ll move up as the race
bes on, but not like at a lot of other places- it’s only about two lanes
jide instead of three or four lanes wide.

Resurfaced with concrete prior to the 1995 season, Dover Downs
International Speedway became the first superspeedway in NASCAR
history to forego asphalt. To drivers and fans, Dover Downs is known
as the “Monster Mile” because of the track’s tight corners and steep .
banks. [o.me, Dover is like a bowl. On the straightaways you run on the
)p of the bowl, and in the corners you go down to the bottom of the
owl. It’s not quite like a roller coaster ride, but it gives you the
ime sensation. That’s why it’s more demanding than other tracks
jat don’t have that up-and-down movement.”

Over 60 million people reside within 300 miles of the speedway,
which is located in Dover, Delaware. The track joined the NASCAR
circuit in 1969, and has been a Northeast stop on the tour ever since.

Turn 3 Turn 2

Turn 4 Pit Lane Turn 1

Start/Finish



: -A'lép Around Dover Downs With Bobby Labonte:
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“Goin’ into turn one, you dive from the outside wall all the way to
the apron of the race track. Apply a little bit of brake, not too much!:
You’re off the gas, lettin’ the car roll up the race track a little bit to
kinda ‘diamond’ the corner. When you feel the car take a set position
to turn, start applying throttle and exit the corner right on the white
line off of turn two.

PIT ROAD
SPEED LIMIT

35

MPH

“You’re comin’ up the hill, no- actually you’re comin’ up out of a
hole, and when you get to the wall off of turn two you’re already a
little bit down the straightaway. That’s how far the corners are down
over the straightaways. At this point, you’re car is chatterin’ up and
down because of the concrete surface, plus the fact that you’re goin’
up from the bottom of the hole to the straightaway up high.

=
5

“The straightaways are banked almost as much as some of the other
race track’s corners are, so you’re always turnin’ to the right down
the straightaways because of the banking, then when you get to the
corners you gotta turn left.

“Entering turn three’s the same way as turn one- you’re from the
outside wall, diving down to the bottom. Get off the gas, touch the
brake, let the car drift up and roll to the center of the corner a little
bit; then you can apply full throttle exiting the corner. Get your car
turned, right on the white line on the bottom, and drift all the way up
to the wall goin’ down the front straightaway. Hold the wheel to the
right just a little bit as you pass the start/finish line.”
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Bobby Labonte s Martinsville Pit Notes:

“This place is the toughest track on gears and brakes that we go to.
It’s what I call two drag strips and two stop lights; you gotta make a/
complete u-turn at each end. It’s almost like pullin’ up the emergency
brake! Your engine turns a lot of rpms down the straightaway, then

goes way down in the corner,
and then it picks up a lot more
rpms again. For a thousand
times that it goes through that
cycle, it tends to wear things out
quicker than some other places
we run. ;

“Martinsville has concrete
corners; they’re kinda rough as

the race starts but they actually get even worse by the end of the day,

“From the first lap to
the last lap, you’ve
really gotta be aware of
what’s goin’ on because

this is the best place to
come to get your front
and back bumpers
knocked in.”

so you’ll find yourself changing your line a little bit.

“Traffic is tight at Martinsville all day long. From the first lap to the
last lap, you’ve really gotta be aware of what’s goin’ on because this
is the best place to come to get your front and back bumpers knocked
in. It’s hard to keep your car unscratched because you’re runnin’ so

close together with everybody else all day long.”

Turn 3

——

Back Straightaway Pits

Front Straightaway Pits

Start/Finish

OFFICIALLY ucemsso BY

'_._a_p Around Martinsville With Bobby Labonte:

You’re turnin’ a lot of rpms goin’ into the corners. You’ve gotta
I'.- off the gas pedal, go hard on the brakes, but be smooth so as not
) upsct the car. Dive down to the bottom of the race track around the
irb.  Your car’s really gotta turn good in the middle here. When
bu.exit off, in about the middle of the corner you’re off the brakes
it you’re startin’ to apply a little bit of throttle at a time. You can’t
5t stomp back on the gas hard, because you’ll probably spin the
0. So get back on the throttle easy, but yet when you feel like the
Ies are gonna stick without breakin’ loose you apply full throttle.

iXit the corner; the transition from the concrete to the asphalt is

Nna upset your car a little bit, so good shock settings are important
I that. Exit right out to the wall, go down the back straightaway-

gain, the rpms are comin’ up fast and you’re pickin’ up a lot of
Jeed because of the tight gear ratios that you run here.

AS you enter turn three, get off the gas and apply the brakes hard.
lart lifting off of the brake a little bit and get your car turned down,
Lthe way to the curb, within a foot or two of it. You’ve gotta get the
I turned in the middle of the corner; start pickin® up the throttle

. Exit off of turn four the same way you did in two. Drift out to

¢ fence and cross the start/finish line.

artinsville has really wide corners, but the fastest way around here
along the bottom of the turns. Remember, the groove will change

me during the race, so you’ll have to play with that some.”

)
:‘g !
.§
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pbby Labonte’s Michigan Pit Notes:

Michigan' International
Speedway

dichigan is a very deceiving race track, because it’s so wide and
l0oth that sometimes you don’t realize how fast you’re going. It’s
de enough that you can run down on the white line, or you can run
) towards the wall. It’s a fast, fast place- you’ll probably reach top
eeds here of 195-200 mph in a draft.

PDrafting plays a big role here. You can use the draft at Michigan
ind of like you can at Talladega, but you still have to let off of the
§ in the corners. So, when you’re draftin’ you might actually lose
little bit of speed in the corners, because the drivers in front of you.
It’s kind of a give and take deal,;
ORI LI Ll  You gotta be close enough to draft
vou’ll probably reach fast, but when you get to the
LY ) Ll T 4l corners you can’t be right on the
LR Y B R car in front of you because either
draft.” your car will get upset, or the car
in front of you will get upset.

PIT ROAD
SPEED LIMIT

65

MPH

Owned by the Penske Corporation, Michigan International Speedway:
hosts major events for a variety of racing series, including NASCAR
Winston Cup competition. Since 1969, the best stock cars in the
world have rumbled around Michigan’s high banks twice a year. The
groove at Michigan International Speedway is fast and wide, providing
ample room for three and four-wide racing.The superspeedway is
located 70 miles Southwest of Detroit in the Brooklyn/Irish Hillg
arca of Michigan.

[he front straightaway is so wide that I’ve seen drivers four and
Ve wide here, makin’ moves. It’s a really good place to run side-
y=side at, as far as tryin’ to pass a car on the inside or even on the
litside, ‘cause the track’s so wide.”

Start/Finish

3
o
£
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A Lap Around M:chigan With Bobby Labonte:

BW Hampsh:re

- “Now, the front straightaway here is a ‘D-shaped’ oval, so you nevel
have the wheels straight because you’re always turning. As you entg
turn one, you’re right up against the wall and flat on the gas. When
you start to make that transition left toward the corner, you want to
start easin’ off of the throttle a little bit and maybe apply just a touch
of braking, if any at all.

“If your car’s workin’ just right and you’ve got the front end stuck
good and the rear end stuck good, your car’ll just make a nice arg
around turns one and two. You don’t want to dive all the way to the
bottom in the corner- you want to stay about two car widths off of the
bottom because the banking goes away at the white line.

PIT ROAD
SPEED LIMIT

45

MPH

“Stay in the middle of the race track or a little below, and apply throttle
again off of turn two. It’s so smooth, your car will probably push a
little bit right here because the banking falls off pretty fast. When
you’re out by the wall, the race track’s already flat so the chassi§

plays a bigger role. Try to exit low and drift out to the fence off of
turn two.

e of the newer racing facilities found on the NASCAR Winston
up circuit, New Hampshire International Speedway is a relatively
It, challenging oval. The track is located in Loudon, New Hampshire
d joined the NASCAR schedule in 1993.

“Go down the back straightaway and as you enter turn three, you’ré
up against the wall. Ease out of the throttle and touch the brake for
just a split-second; then you might pick up the throttle just a little bil
to get the rear tires going. You’ve gotta get your car turned in the
middle of the corner. Mash the gas; turn four is a lot longer corner,
because of the ‘D-shaped’ front straight. Again, you’re about two
car widths off of the white line, kind of in the middle of the race
track. As you drift off of turn four you’re easin’ up to the wall. You
can pick up the throttle quicker here because the corner isn’t as sharp, §
Here, you can make a lot of passes because there’s so much room.”

lie general layout of the track itself is tight; fans seated along the
ont straightaway can clearly see the backstretch too, thanks to the
ar ninety degree corners. The entire pit lanc stretches along the
ont straight, and the surface is wide and smooth.

Circuits
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Bobby Labonte’s Y eudon Pit. Notes: Around New Hampshire With Bobby Labonte:

itering turn one, roll off of the gas and step hard on the brake.

“Loudon, New Hampshire is one of the newest tracks on the circ
3in backing off of the brake, and let the car roll through the corner.

It’s a flat race track and you’ve gotta have good brakes like
Martinsville. It’s a smooth track, but you’ve gotta have your shocl 'l want to go all the way down to the apron of the race track,
settings tuned just right- the corners are almost ninety degrees and 1 let the car slide up a few feet in the middle of the corner so that
you go through braking, slowing, stopping, turning, back on the gas, Il can drive a good arc off of the turn. As you’re applying the
slippi ing and sliding off of the corners. So, you go through a lot of ottle You' need to get your car pointed toward the exit of turn two

transitions and your car rolls around a lot; you want to keep it a : -
smooth and steady as possible. ¢ wall in turn two has a tendency to be closer to you than you
licipate because first there’s a rise, then it kinda dips down onto

“You’ll make up a lot of time with back straightaway.

stiffer shocks, because you've got [ESLUN-TR7Jg2171 RR (]

to get your car turned in the center WZSRZEEREIZ{2 LR T ) lown the back straightaway up against the fence, as you enter turn
of the corners, Ot;f' Bl your car rolls around . %ﬂfll out of the gas, go hard on the brakes and dive down to the
;;gglg#i[gdpﬁfr;gu gla;l]: :grzat t)lr];fnr- E::S ?tlai;sy ainngi;o .keeg . ttom of the race track. You’ve gotta get your car turned in the right
turned in the gas without spinnin’ i af: ection again, and then you're back in the throttle early. Try to get
the tires, and go straight off of the steady as possible. I the way down to the white line, then drift up to the wall in relatively

corners, your cornering speed will
carry the strai ightaway speed a lot faster than a lot of other peoples,
That’s how you make a lot of your passes here.

¢ same manner as turn two.

(ou’re always gonna be at the wall here when you exit the corners.
licte’s no way to avoid that because you’d just run out of room.
'only have so much room, and that’s why you can’t get back on
& gas too soon in the corners.”

“Start off with your suspension set up a little bit loose, because the
car gets tighter naturally after 20-30 laps as the tires wear out.” '

Turn 3 Turn 2

Pit Lane
Turn 4 Turn 1

Start/Finish

cuits

Cin
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No rth Ca rolina Motor by Labonte’s Rockingham Pit Notes:
Sp ee dwa y ockingham’s probably one of the neatest places to run, I think,

pause there’s a variation of grooves you can drive throughout a
Be. It’s wide enough to go fast, yet slow enough to have good side-
sside racing for many many laps.

he Rock’s got a “D-shaped’ front straightaway, like a Michigan or
harlotte, and it’s got a front straightaway that’s kinda flat. It’s got
e good banking in the corners, o you can run around the bottom,
or you can run around the top.

“At Rockingham when “Turn two 1s critical because
it gets so narrow in there. Turn

four is kinda wide open

PIT ROAD
SPEED LIMIT vour car handles good,

v, J ‘

Fous € gonna have one of  ENGSSRNSIEIIN way the front

the most fun days straightaway’s configured.
MPH possible anywhere.” Downforce means a lot, and

braking’s pretty important.

\l Rockingham when your car handles good, you’re gonna have
¢ of the most fun days possible anywhere. It’s a tough track to get
gur car set up for, but when you get it right you’re gonna have a
pat day. When you can run your own preferred line, usually you’ll
i d'up going pretty fast. You're car’s gotta turn really good here to
Perhaps better known as “The Rock P \Iorth Carolma Motot t down to the bottom.

Speedway is located on the outskirts of Rockingham, North Carolina,
The track has a storied past, having joined the NASCAR Winston
Cup circuit in 1965.

HIRHT

With the variation of lines you can sneak up on somebody. It’s a big
ough race track; when you put forty cars out there it’s not bad, but
J're always inside of somebody that you want to keep your eye
. You want to make sure that they know you’re down there. So,

Ju’re in traffic all day long, but you should always have enough

Another ‘D-shaped’ oval found on the NASCAR tour, Rockingham'
om for error in case something happens.”

wide pavement and generous banking actually produce a tricky drive, §
This is largely due to the distinct arcs and fast straightaways thal
punctuate the track’s overall design.

Back Straightaway Pits
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A Lap Around Rockingham With Bobby Labonte:

orth Wilkesboro Speedway

“At the start/finish line you’re not up against the wall; you’re in th :
middle of the race track. As you enter turn one you drift out to tlj
wall. Get off the gas and pretty hard on the brake because the frof
straightaway’s a little longer. Still on the brake, move down to th
white line and let the left side tires touch the apron. Let your car gii

up the race track in the middle a little bit. As the car sets, you’re back
on the throttle; the banking’s steep enough to hold you.

: PIT ROAD
| SPEED LIMIT

“Exit off of turn two right on the bottom. This is where the tricky
part comes in- the race track gets real narrow off of turn two an(
down the back straightaway. You have to be on the preferred line
come off along the bottom of the race track, then drift up to the wa
and down the back straightaway.

35

MPH

8
]
£

“The back btl’d.igh'[dey at Rockingham’s got some banking in il
like at Dover; you’re kinda turnin’ to the right a little bit all the way
down the back straightaway. As you get down to turn three, go hard
on the brake one time, back off of it and let the car roll through th
corner a little bit. Get back onto the throttle; you’re back down to th
white line all the way off of turn four.

srter and flatter than the cylinder head on a ‘51 Chevy, North
Ikesboro Speedway was builtin 1947. The oldest charter member
k in NASCAR racing, the famed short oval is slated to be removed
m the Winston Cup schedule following the 1996 season.

5

“Let the car drift up, and this is where you’ll find shock tunings pla§
a big part at the Rock, because the race track’s got some waves in |
up and down off of turn four. If your shock settings aren’t right, it
hard to stay full throttle; sometimes you might have to let off a littlg
bit to get your car set. If your shocks are set right, you’re full throttl
off of turn four. You’ll come right out to the fence off of turn fous
probably one of the faster parts of the track because you picked uf
the throttle so early in turn three.”

th Wilkesboro Speedway is located in North Carolina 70 miles
h of Charlotte. The two straightaways take drivers on an uphill/
mhill jaunt, and an untimely visit to pit road can easily knock a
npetitor off the lead lap, since each orbit here takes about 20
nds to complete.

N

Turn 2

b -

Turn 1 -

Start/Finish
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B-i;bby Labonte’s North Wilkesboro Pit Notes: Lap Around North Wilkesboro With Bobby Labonte:

“The last race I ran here was probably my best race at Wilkesboro SESid
Then I heard they’re gonna take it off of the schedule and I thought l’re actually goin’ downhill into turn one. Up in the mountains of
‘Man, just as I was figurin’ it out!” Wilkesboro I don’t guess there’s much flat land, so the way
¢ built the race track the front straightaway’s downhill and the
ck ‘st‘ratghta\_va-y’s uphill. So, when you enter turn one you’re
fryin” the most speed that you have on the race track. You gotta
yeéyou’re car set up for turn one; turn three is slower and you gotta
set up for the fastest corner of the race track. :

“Your qualifyin’ setup and you
“If y ou get on t_‘he race setup are really two completely
outside, you’ll find different modifications on the rac¢
that’s not the place car, because the tires will stick yous=
to be. It’s real hard here for a lap to make a fasii _
to pass on the qualifying time. During the race, 8 you enter turn one, you’re up against the wall. Roll out of the
outside, so you things slow do“fn S0 much becaust 2o ha;d on the_ brakes, and turn the car down to the bottom of the
want to stay on the no matter what tire they bring there s HGE track in the middle of turns one and two. You wanna arc the car

= it still wears out fast. But i1 e ll_ttl'c bit wider than just diving down to the bottom, so that when
bottom. qualifying, you wanna go fast; [F 40! ‘re in the middle of turns one and two your not facin’ straight.
mean- who cares about tire wear!s 40U re actually still turnin’ to go up the hill, up the back straightaway.
But for the race, it’s exactly opposite...you wanna get the best tir¢hs ! lose some speed goin’ up the hill already, and if your car’s not
wear possible. : in’ straight and you have to keep turnin’ it you lose more time.
(hen you exit turn two you’re right on the apron of the race track.
“It’s an important element to get your car set up to go fast and get
good startin’ position, because once the race starts it’s hard to pass:
Everybody’s slippin’ and slidin’ and the groove is right on the botton|
If you get on the outside, you’ll find that’s not the place to be. It'{ESiEnt
real hard to pass on the outside, so you want to stay on the bottom 8 bottom. You can stay lower here longer because it’s a rounder
Everybody’s single file down there, and if you get up outta line they. #0mmer. Start to apply the gas; the car gets more upset here than
that causes you to go to the back, so you want to stay on the bottom Ml here else on the track, so go easy on the throttle. You’re exiting
I the apron of the race track, actually. Back up to full speed, drive
wn the front straightaway. Before you ever get to the wall your
It will probably lose grip as the banking goes away. You’ll pick up
ims as the tires spin, heading out to the wall to go into turn one.”

“Your car’s gotta really turn good here. At the same time, the tirel
wear out and the car gets looser and looser; so you wanna start out
little snug so the rear tires won’t be spinnin’ on you. Whatever youl |
car does at Wilkesboro on the first lap, it magnifies over the coursg
of a pit stop.”

2
>
§
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Phoemx International
Raceway

bbby Labonte’s Phoenix Pit Notes:

Phoenix is a fairly flat race track with a unique design as far as that
ick straightaway dogleg goes. You’d think that’d be on the front
taightaway instead. Still, it’s a really really neat place to run; you
I run side-by-side and it’s pretty distinct that you can have a car
fup that goes around the bottom, or you can have one that goes
lound the top just as fast. So it’s a good race track to run at where
you don’t have to worry about
single file racing too much.

PIT ROAD
SPEED LIMIT

45

“Traffic here 1is
critical at different
places on the race
track- you slow

“It’s a smooth race track; shocks are
important but you don’t have a lot
downlel ot moietl of dips, bumps or anything like that.

turn one than you do Basically, your braking upsets the
in turn three.” car more than any bumps on the
race track, or acceleration.

MPH

Phoenix is a pretty fast place, for as flat as it is. Traffic here is
itical at different places on the race track- you slow down a lot
j0re in turn one than you do in turn three. That’s where you’ll find
bu gotta really be careful not to be runnin’ too close to somebody in
irn one, because if somebody gets on the brakes it’s harder to slow
Own in time.”

Situated smack-dab in the middle of the Arizona desert, Phoenix
International Raceway hosts Winston Cup action on an anual basig,
And since the desert only sees 15-20 days of rain per year, driver§
and teams are almost always greeted by clear skies and higl
temperatures (but as they say, “It’s a dry heat.”).

Phoenix International Raceway presents some unique challenges for
competitors: the median climate tends to make the groove
unpredictable, and the distinct track shape creates three corners thal
must each be driven differently.

-é Turn 3
FAST
FACT: -
! ? Turn 4

Turn 2

Turn 1

Pit Lane

Start/Finish

>
§




~ “Down the front straightaway into turn one, roll off of the gas, ha

~ straightaway that ends before the dogleg. You’ll come really close |

QFFICIALLY LICENSED BY
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" A Lap Around Phoenix With Bobby Labonte: ocono Raceway

on the brakes; down to the apron, let the car drift up some.
track’s so wide and it’s got good grip because it’s been repavil
recently. You actually can let the car do what it wants to do rigl
here. If you don’t want to turn it down to the bottom you can kin(
stay up towards the middle of the race track.

PIT ROAD

“Back on the gas, you’ll exit turn two and there’s a wall on the back SPEED LIMIT

65

MPH

this wall, and you’ll wish there was more race track to use. Once yal
get past this wall there is more race track available, but then you’
gotta worry about the dogleg.

“When you exit turn two you’re right out to the wall. Down the bacl
straightaway you’ve got a pretty sharp dogleg that you cut down rigl
to the grass in. You’re wide open still, the dogleg’s not a place (i
even let off of the gas. You can run two wide through here withou
turnin’ the wheel too much. Then you drift right back out to the wa
in turn three. Turn three is a sweeping corner, compared to turn ong
You’ll enter it on the bottom of the race track on the white line. Ral
out of the gas, step hard on the brake and drift out a few feet off of th
white line. Your car’s really gotta turn good here, but it can’t be ta
loose exiting the corner.

W it as a superspeedway. Still others see it as an overgrown short
K. Whatever your impression, Pocono does offer a favorable

 track’s design incorporates three straightaways, each a different
gth, along with three turns, each a different banking and radius. It

“When you exit the corner you’ll be comin’ off the part of the ract
track where pit road starts, so there’s a little bit of a dip here. You'
want to exit off right at the edge of the pit road entrance and drift oul
to the wall. The race track’s really wide off of turn four, so you'l
wanna exit off of the bottom, drift up against the wall to the starff

Tl CX1. ated in the Pocono Mountain resort area of Pennsylvania, in Long
finish line. !

The track has been a part of the NASCAR schedule since

ts

:
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| Bobby Labonte’s Pocono Pit Notes:

Lap Around Pocono With Bobby Labonte:

“Another newly repaved race track on the circuit, shock settings a
real important at Pocono ‘cause the race track’s smooth but yet it}
got a lot of dips in it. Pocono’s one of the toughest race tracks to sl
up for on the circuit because there’s basically three corners, all banked
differently and all shaped differently.

bu go down a long straightaway, which takes awhile so you’re
min” speeds of 195-199 mph goin’ into turn one. At the start/
ish line you’re shiftin’ to fourth gear because we’ve got the
Nsmission set up for that. Enter turn one up against the wall, step
i on the brakes for a split second and come down the banking to
M ottom of the race track, which gets a little flatter. While you’re
‘the gas, downshift to third in the middle of the corner. Pick up the
Ottle again; the car’s really gotta be ‘shocked’ well here. Come
of this corner as fast as you can.

“You carry a lot of speed into turn one, but you also have a sho
track setup in the other corners. Turn one is probably one of the
more hair-raising corners that wi
have; you’re not really set up for II
“You gotta make because you’ve got to get your cif
some sacrifices on set up for the other two corners jusl

. as well. You gotta make somi
AL sacrifices on this race track to gel

8 you come up out of the bottom of the race track you kinda go up
your car to be the best it can be %0

hill a little bit on the banking. As you exit turn one drift out right
i galmt the wall- you carry a lot of speed off this corner because
i've already downshifted, which is gonna turn the engine a lot of
s down the back straightaway.

your car to be the
LR AN R R (g Tl ] three corners. You can set youl'

three corners.” car up for one corner, but you won'l
be very good through the other twa,

“Drafting is very important hcre down the front straightaway, and
even on the back straightaway as far as passing goes. You can reall
feel the draft pick your car up as you slingshot past drivers into turmi
one and two, more than turn three. The race track’s real wide, §0
there’s a lot of room to pass down the strai ghtaw ays if you have to,
The corners are narrow; two abreast racin’ is not the way to do If
‘cause the groove doesn’t move up that much during the race. If
your car’s working good through the corners you can lay back and
set up the driver in front so that as you exit the corner you’re able {i
pull away down the straightaway.”

§ you go down the Long Pond Straightaway, as it is called, you’re
iding for the Tunnel Turn. The Tunnel turn is a flat corner that
| carry a lot of speed in. Ease out of the throttle, apply a little bit
brake and get your car turned. You wanna enter turn two a little
T- er than normal so that you can exit off straight. When you get
lir car turned and set, apply the throttle wide open. The car will
ft out to the wall; it’s a triagular corner so you gotta really be just
hton your entry and exit off of turn two to make a good fast lap. A
of time is made up or lost here.”
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_“Exit turn two and head down for turn three. It’s a shorter distance
between two and three; you’ll enter turn three up against the wall, off
the gas a little earlier. Apply a little bit of brake and drive down (0
the white line at the bottom. This corner is the flattest corner on the
race track. When your car takes a set, apply throttle but not too much
too quick, because if your car’s loose it’ll spin the tires. If the car's
pushin’ it’Il push worse so you gotta apply throttle easy. As soon af’
you can you get back to full throttle and you hug the white line around
the corner off the last turn. Use up all of the race track gettin’ to the
wall because the more track you can use, the faster you’ll be going,
This is the most important corner on the race track because you’ve
got a long straightaway ahead. So exit off turn three to the wall and
down the front straightaway. As you get to the start/finish line you
shift back up to fourth on your way to turn one.”

uits

PIT ROAD
SPEED LIMIT

Ci.

45

MPH

Turn 2, “The Tunnel Turn”’

Ace was rede31gned in 1988 to become a three- quarter Imle ‘D-
ed’ circuit. The track staged its first NASCAR race in 1953.

( h year, the first race held at Richmond International Raceway is
n in daylight, while the Fall event is contested under the lights.
ie speedway is located in Virginia’s capital city, on the State
irgrounds. The stadium-like grandstand seating provides an
eilent v1ew of the track from any angle or locatlon -

Pit Lane Turn 1

Start/Finish “The Drag Strip”
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Bobby Labonte’s Richmond Pit Notes: | P Around Richmond With Bobby Labonte:

not along front straightaway, but because of the ‘D-shape’ you’re
lcally up against the wall all the way down into turn one. So
len you enter turn one the trickiest part is you want to be goin’
ight when you apply the brakes because you’ll upset your car

“Richmond’s another ‘D-shaped’ oval, a kind of a fast, fast shotf
track. It’s got some banking in turns one and two; three and four art
a little flatter, but not much. You gotfi
have a lot of brakes, good downforce and

“Ninty-nine
o good shock combinations to do well here,

percent of the
time, the track

3 “It’s pretty much a two groove race track i up against the wall and you’re drivin® hard into turn one

etls slippery as | ) b . ;
f.he r&iﬁ ?‘: es you can run high or low, but the fastesl cause it’s got some banking to hold you when you get there. Roll
on.” way around’s probably on the bottom, f'the gas and apply a lot of brake goin’ into one. Over the bump the
: Ninty-nine percent of the time, the track I settles back down; release the brake and start rollin” through the

gets slippery as the race goes on. Thet #Brner. You wanna be right on the bottom on the yellow line. In the
tires wear out quick at Richmond, so the way you drive the car i (
important as far as not wearing out the tires before a gas stop goes,
You can spin the tires and really lose a lot of time, or if your car’s tog
tight and won’t turn you’re gonna wear out the front tires a lot faster
and you’ll have to make more pit stops.”

bu feel like the car’s gonna stick with you apply full throttle and
it off turn two right on the bottom. This is where turn two becomes
je narrowest part of the race track. You’ll exit out to the wall- this is
ne of the hardest points on the race track to judge because the fence
Jmes up on you so fast.

Ljo down the back straightaway flat and smooth into turn three. Roll
I the gas up against the wall; apply a pretty good amount of brake.
0 into turn three keepin’ it a little high as you enter. When you get
the middle of the corner you wanna be turnin” down a little bit
jore. Release the brake and apply throttle. Wide open throttle as
bu exit turn four- the ‘D-shaped’ oval lets your car drift all the way
it to the fence in a sort of a four-wheel shde as you go off of turn
ur to the start/finish line.”

Pit Lane

Start/Finish
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ing technique is a big factor at Sears Point; downforce is real
portant, too. Second and third gears are the most predominantly
bd- T don’t think we change to high gear more than once. So really,
Ir gear ratios in second and third are the most critical.

“This track has a lot of corners,

PIT ROAD

SPEED LIMIT ‘There aren’t many RIS EUSEIE NPT T
3 5 ZELLLA IR T S L/l anticipate things because a lot
LeloB CURE L LR of the corners here are blind.

MPH pass, you need to take
that opportunity while
it’s there.”

You really have to be smooth
to go fast, but you also have to
be aggressive when it comes to
passing. There aren’t many
ices here to pass; when you are able to pass, you need to take that
TR i portunity while it’s there.
Added to the NASCAR Winston Cup schedule in 1989, Sears Poinl
Raceway is twistier than any grapevine found in the surrounding
NAPA Wine Valley. The course has many facets rarely found on th¢
NASCAR circuit: right-hand turns, blind corners, rising and falling
terrain, curbing, and tight hairpins.

]

Vhen you take drivers that don’t road race week-in and week-out to
ars Point or Watkins Glen, they still adapt short track racing
hniques to the road course. You don’t enter the comers like, ‘apex
I8, apex that.” You don’t enter the corners real wide, ‘cause if you
 somebody’ll get up underneath you and make a move by you.”

Sears Point Raceway is difficult for drivers to master; for this reason,
you might see a team or two bench their front-line drivers in favor of
a road course expert. The first time you lap this track, it would be
wise to do so at a very slow speed, in order to note things like brake:
markers and passing opportunities. '

8
=

Ci.
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Lap Around Sears Point With Bobby Labonte:

8 you cross the start/finish line, you’re in third gear, goin’ under
bridge and turnin’ left the whole time. Change into fourth gear as
)l pass the start/finish line. Turn one is a left-hander, a corner that
oks like it’s never gonna end. As your car straightens out a little
ift to the outside of the race track goin’ into turn one-A. As
o under another pedestrian bridge, you’re off the gas and on the
es pretty hard, goin’ uphill. Downshift to third in one-A, and
ly to the left side of the race track; before you get to turn two, you
wnshift to second gear as you still go uphill and start turnin” right.

Al the top of turn two, turn right across the curb, get back on the
ttle and drift to the outside. Upshift to third goin’ into turn three;

e

il] in second gear, you go down three-A into turn four. Step hard
) the brake, then get back on the gas offa turn four and drift back
it to the curb. Shiftup to third gear headin’ for the turn five Carousel.
liis is a corner that you can’t take flat out- you gotta ‘feather’ it
joughout the corner. You’re just kinda workin’ the gas pedal in
( out, ‘cause turn five is pretty flat. When you come outta turn
Ve you start to go uphill a little bit; this is another part of the race
ick where you can’t see what’s in front of you, because at the top of
hill, the race track starts turnin’ left around number six.”
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“You enter turn six on the left side of the corner, and you just hug th
inside all the way around. Through all of turn six, you're goin'
~ downhill, downhill, downhill. When you hit the straightaway, it gets
flat all of a sudden, so your car rolls over a lot through six, and whan
Gets flat and stays there.

“Goin’ down the long straightaway, shift up to high gear. There’s |
little kink to the left before you hit turn seven; what you do is, get of
the brakes hard, downshift to third, let the car slow down a little bil,
then downshift to second for turn seven. Turn seven is one of th
trickiest corners on the race track. If you hit it just right, you can
pick up a lot of time coming offa number seven. You can enter turil
seven hard, but if you don’t exit right you won’t gain as much speed

PIT ROAD
SPEED LIMIT

65

MPH

8
=
£

“Exit turn seven right on the bottom of the race track, and head for
turn eight. Shift back to third before you get to turn eight; you’re o
the right-hand side of the race track. This is the start of the ‘esses+
eight, eight-A and nine. Enter turn eight in third, off the gas and i
little bit on the brake. Back on the gas, then off again to get the righ
hander, eight-A; you gotta be smooth through both corners.

nply put, it’s the biggest, fastest superspeedway in the world.
ladega Superspeedway was built in 1969 by the father of NASCAR
Inston Cup racing, William H. G. (Bill) France, Sr. The track was
nally dubbed “Alabama International Motor Speedway” before
ing on its current name.

“Exit eight-A all the way to the grass on the outside, and then folloy
turn nine right on the bottom and shift to high gear right in the middl
of it. Drift out a little bit- when you get to turn ten, downshift to third
and make a hard right. Get back on the gas, drift all the way back oul
to the left to turn eleven. Pit road’s right on your left-side; go dowi
into turn eleven, hard, hard on the brake. Downshift to third, let th
car slow down, then downshift to second- let the car slow down soni
more. Still on the brake, get a smooth entry, and exit number elevell
right up against the wall. Get back on the gas and go through secon
gear to third gear, and then after you pass the start/finish line you'§
back into high gear.” -

)

| Elliott’s qualifying speed of over 212 mph represents a world
ord for stock car competition. Since that record was set, top speeds
lalladega have been slowed somewhat with the addition of the
frictor plate. Expect lap speeds of between 187-195 mph, with
nty of door-to-door action.
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Bobby Labonte’s Talladega Pit Notes: Lap Around Talladega With BEobby Labonte:

“Here at Talladega, the less drag you have the faster your car will go
You’ve gotta have adequate downforce but not too much, or you wotl
go fast. Braking here is pretty minimal- it’s restrictor plate racing
It’s a fast race track that you run pretty much flat out all the way
around.

“Drafting is the most important thing at Talladega because two cay
. can hook up in a draft and pull away faster than two cars runnifl
- side-by-side can. You’ll see a lot of slingshot techniques, and for the
high speeds that we run you’ll see a . :
lot of bumpin’ here like you would at
the shorter tracks. Everybody’s so

ns three and four, you do the same thing as one and two. Again,
“Braking here is l're right on the bottom of the race track. As you exit turn four,

close together and tryin’ to get in front p :;etty Jinuumaj- R o thewall.
of each other. These aren’t intentional [EEIEEECIELZIEI b ‘
bumps, just close racin’- a few tire racing.” 10 down the front straightaway into the tri-oval; dive back down to

marks. & bottom of the race track in the middle of the tri-oval. Drift back

o ) It to the wall and cross the start/finish line.
“Qualifyin’s kinda got one setup and then the race has got anothe

setup. For qualifyin’ try to get your car as soft as possible so it squat
on the race track so as to let no air under the car, and the frontal are
of the car stays out of the wind to go fast. The drivers that do thif
with their setups tend to qualify better.

fyou mess up your front bumper at Talladega even a little bit, it’ll
fect your speed quite a bit. Fortunately, a lot of times you can draft
nebody with your nose wrinkled a little bit- and the damage doesn’t
fect your car when you’re draftin’ behind somebody as much as

“For the race setup, your car’s gotta handle a lot better than it doe wd think. Out in the open, you'’re liable to slow down as much as

qualifying ‘cause you got more cars around you.”

Turn 3 Turn 2

Turn 4 Tum 1

Pit Lane =
A
2

8
R
.§
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bby Labonte’s Watkins Glen Pit Notes:

i 7 “An engine is real important here
L R B A el because you've got such long
LA AR T A ATl straightaways, and you’ve gotta carry
LU AT R ET7 95 8 some speed uphill through turns two,
I3 B A B 707, -l three and four, and that really takes

) ” some power.
PIT ROAD xample of that. p

SPEED LIMIT “You’ve gotta have a good handling

I} being smooth is the key to any road course, and Watkins Glen is
prime example of that. Smooth driving is faster than if you
Jercharge the corners too much. The best places to pass somebody
e are goin’ into turn one, and goin’ into turn five.”

Back Straightaway
‘an:F' “’

Loop

3
i~

Ci

Opening in 1948, historic Watkins Glen International was one of the: (2 P Ecses
world’s prominent race courses. The track hosted Formula One actioll
among other events, but to the surprise of many, the circuit w4
befelled with economic problems, and filed for bankruptcy in 1981,

(10]

. . : . , Pit L
However, in 1983 the late Jim Riesbeck, a Corning, Inc. executive, =k

pursuaded the manufacturing conglomerate to purchase the track in
a partnership with the International Speedway Corporation. The
weed-plagued racing venue was restored, and now stands as one of"
the most breathtaking facilities in the United States. Watkins Glen
International 1s located in upstate New York, fifteen miles North o y
Elmira. It is surrounded by lush forest land and vineyard acreage.

Start/Finish ’ o
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A Lap Around Watkins Glen With Bobby Labonte: !
test corner to the slowest corner in the span of the back
faightaway. Downshift to second gear and enter turn five. Put the
Iright on the bottom as you turn to the right. Swing the car around
the left in turn six, without slidin> out too far between six and
ven in that short straightaway. Get back on the gas before you get
turn seven, just a little bit. Straighten out turn eight by runnin’

the curb and goin’ straight offa turn eight i into turn nine. Through

of this you’re still in second gear.

“As you go past the bridge to the start/finish line, and then into turn
one, you're kinda goin’ downhill the whole time. You're in third
gear goin’ down the straightaway; as you enter turn one, get on the
brakes super-hard and downshift to second. The rear of the car gefy
very light right here- I mean, it has a lot of front-to-rear weight
movement here. The rear end gets real light while the front end gefy
heavy, ‘cause you’re on the brakes so hard, plus you’re goin’ downhill,

Vhen you exit turn eight, drift all the way out to the outside of the
¢ track. The entrance to turn nine is a place where you can make
of time up if you don’t overcharge the corner. If you can exit
turn nine fast, you’re gonna pick up a lot of time. Turn nine is a
hundred-and-eighty degree corner; you’re kinda goin’ downhill
| in second gear. You let the car drift up in the middle of the
fner as you wait on the turn. As you get back on the gas, you exit
i nine on the bottom curb, on the right-hand side. Exit out to the
48s offa turn nine and shift to third about the time you get straight
[a (urn nine.

“Enter turn one as wide as you can and arc it down in the corner;
you’re in second gear. In about the middle of turn one you’re back
on the gas- drift all the way out to the grass offa turn one and shift to
third gear. As you enter turn two you gotta ‘breath’ the throttle just &
little bit to get the front end set. Turn right and get back on the gas|
you’re goin’ uphill at the right-side of the race track.

“Take turn three right on the curb, and as you make the exit you'll
come out to the right-side of the race track and shift to high gear al
the exit of turn four. When you exit turn four, you’re up against the
guardrail on the right-hand side, haulin’ butt onto the back
straightaway. This is the fastest part of the race track here.

gave it in third gear all the way to turn ten. When you enter turn
) you’re at another pretty fast part of the race track. Enter ten hard
the brake, get the car slowed down and downshift to second. Turn
It, get back on the gas and drift on out to the grass. Turn back to the
[ before you enter turn eleven; it’s a short straightaway here and
_',’ll be back on thc brakes to slow the car down Turn nght into

“Go hard down the back straightaway until you start to see the markeny
on your left, goin’ into the inner loop. You’ll start seein” markers al
about six hundred feet, and about the time you see the six hundred
foot marker you need to start gettin’ off the gas and hard on the brake
while you’re downshifting as hard as you can.”

_ eleven you try to get it as straight as you can to make a straight
ot down the front straightaway. As you exit turn eleven, before
Ul get to the start/finish line you shift to third, and that’s where you
Ve it until you get back to turn one.”

the inner loop’s one of the slowest corners, so you go from the

3
|
.§
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“It was a heckuva wreck.” " II MSBAB o < |

-NASCAR Driver Dale Farnhardt, 1
recounting an on-track incident, b

asic Chassis Behavior

fore you begin turning wrenches on your race car, you may want
take a moment to review routine handling conditions that may or
y not be desirable to your team. There are two terms commonly
to describe a race car’s present handling- Oversteer and
dersteer. '

Tuning Your Stock Car
For Better Performance
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Entering The NASCAR é
Winston Cup Garage Area

Minor adjustments to your car’s chassis can be made
by the crew in the pits, but you’ll need to roll your car
into the team’s garage stall to make major changes. The
average Joe needs an act of Congress to enter the
NASCAR Winston Cup garage area, but you can get
there with a single mouse click. To enter the garage,
click on the words Car Setup, found along the bottom
of the Race Weekend menu. This action will take you
to the Setup Development Sheet, where you can load
or save various car setups, as well as specify settings
for the many chassis components that affect your
NASCAR Winston Cup stock car’s handling and speed.

Dglate  Rolurm

ASCAR Winston Cup teams almost never race a car in the condition :
rrives at the track in. The largest part of the race weekend is spent

o, tinkering, tweaking and timing for more speed and better
tiormance. Typically, each driver will run a preset number of
ictice laps, bring the car in for adjustments, then repeat the process.

en the best built cars spend more time in the garage than they do
the track during this phase. Thorough notes about each setup are
ot in case the most recent adjustments need to be “thrown out the
idow” because they are making the car worse. Using the Setup
velopment Sheet, you can specify adjustments on your team’s

€ car, make notes about the setup, and save settings to your hard
ve for later recall.

"ing Tip: Before you begin to setup your car, load the
settmg file on the car. Drive 10 laps, make changes
ne component, drive 10 more laps, make more

anges, and so on until the car performs the way you
Int.
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SETUF/DEVELGPMENT SHEET

DEFAULT SETUPS.

GEAR RATIOS

STEERING LOCK
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Print Load Save
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Using The Setup
Development Sheet

new settings.

from disk.

Each adjustable item on your NASCAR Winston Cup
stock car is represented on the Setup Development
Sheet. Related items are grouped in boxes for clarity.
Click on each item you wish to change, and specify the
The Command Bar along the bottom
allows you o Print setups, Load previously saved
setups, Save setups to disk, and Delete unwanted setups

FICIALLY LICENSED BY
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Pointing And Clicking %

decrease values. In this case, clicking on the part of the
\arrow icon pointing upward increases the tire pressure, while
clicking on the part of the arrow icon pointing downward
reduces the tire pressure. As shown below, you can also
click directly on an item and use the flashing cursor to make
changes; simply enter the new value (within the allowed
range) with your keyboard.

SO LF AF 52 =

@ﬁi Fﬁ-ﬁi
&7 LR AR 47 =

ﬁ:sz- @e
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race I+

DEFAULT SETUPRS

Setup Notes %

To make notes about the
current settings, click on the
Comments line and begin
typing. To Name the current
setup, click on the pull-down
Setup icon and enter a new
name.

b |
1
auaL 5 race M i 1
SETUP T Dave 1
COMMENTS 9
o |

Working With Chassis Setup |._

Files -

Loading Setups é

You can load two setups simultaneously- one to Qualify with,
and the other to Race with. Click on the pull-down icons to
select the settings you want to use. These settings will be
automatically loaded on your car each time you visit the current
track, during the appropriate sessions- the Qualify setting will
be loaded for the qualifying session, and the Race setup will be )
loaded when you move to the race session. You don’t have to femove old, unwanted setup files
use these- if you select None for each of these setups, then the | ffom your hard drive.

current settings will be in effect instead.

festore the car to a previously saved
setup file’s adjustments. The
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Reading Tire
Temperatures

When your car has just been
rolled out onto the track, the tire
temperatures will read much
lower than they will while the
car is being driven. As you
drive the stock car at
competitive speeds, however,
the temperature inside each tire .
rises dramatically. Each racing tire’s optimum operating temperature
is two-hundred twenty-five degrees Fahrenheit. If the tires are rur
hotter than this for extended periods of time, they tend to wear oul
much quicker. Generally, the hotter a tire is, the more stress it i
enduring.

Tire temperature readings provide the crew with detailed information
about the current setup. Therefore, you should always check the
current tire temperatures before making any adjustments to the race

car. NASCAR crews always take temperature readings from thre¢:
locations on each tire’s racing surface: The Outer (O) edge, T}m
Middle (M) of the tire, and the Inner (I) edge. The part of the tir¢
that is spending the most time touching the track will be the hotte;et,
while the part of the tire that makes the least amount of contact witl
the roadway will be the coolest.

u want?

res w,st apprommatafy $1 200 per I
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 one tire’s temperature readings are significantly hotter than the

s, then that tire is undergoing the most stress with the current
sis setup. You’ll probably have to soften the suspension or reduce

ic weight at the hotter wheels, while you’ll need to stiffen the
Ispension or add weight to a wheel that is too cold. As a rule of
wumb, you'll also want the outer, middle and inner temperature

dmgs of each tire to be as close to identical as poss.-:b!e If the

ner edge of a tire is very hot, while the outer edge is cool, then

1l need to make chassis adjustments to evenly distribute heat
that tire: Remember: if the temperatures read evenly all across
that means the whole surface of the ttrf: is touchmg the pavement,
mg maximum grlp and tire life.

 One final note about

o M 1 I ® o | firete res-
120 120 120 120 2o w30 [N temperatires- As a
3 ;‘ g LF o ;”‘ 23 tire heats up, it provides
0 W 1 SHZWREZS ;1 . o ‘better grip than a tire
20 120 120 P P07 120 120 120 that is cold. A cold tire
i i Y | S

pmbably notice that as you io g the ﬁrst few laps of practice or

-éce_ the car handles unpredictably. After a few laps, however, the
[€s warm up and the car’s handling gets better. This is also true

wing extended caution periods (the tires have time to cool

ignificantly, and must be warmed up again), or right after your crew
laces the car’s tires during a pit stop (the new tires must be warmed
p before they grip acceptably).

Remember, you can get instant tire temperature

admgs while on the track. Just press the “F4” key as

u drive. Normal tire temps are shown in white. Tire

dmps that are mildly high are shown in yellow, while
langerously hot tire temps are shown in red.
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Reading Tire
Pressures

Tire pressures in each
wheel play a key role in
several areas. First, the
> of a tire
(whether it’s “saggy” or
firm) can dictate the
level of performance for the whole chassis. An under-inflated tire
will tend to sag in the middle (indicated by hotter temperatures on
the edges), while an over-inflated tire will protrude in the center
(indicated by a hotter middle temperature). Generally, more inflation
produces a stiffer tire, capable of faster speeds, but sometimes less
grip. Less inflation in a tire means the tire will be softer, slower
(because of the increase in “rolling drag”) but perhaps grip in a more¢
forgiving manner.

ires are perhaps the most critical part of the equation when it comes
Lrace car handling and performance. Each tire must be treated
idually in order to enjoy maximum grip and horsepower. Before
ng any ad]ustments on your car, you should always drive some
L i v - warmup laps first. Then, take
1!"1:8 i s temperature readings and
Qoo o, 20w w0 (ERCHfOrm a single adjustment.
NASCAR Winston Cup stock car tires are filled with nitrogen, rather soumps , , , | Dfivemore warmup laps, take
than compressed air. That is because nitrogen is more stable inside further temperature readings
the tire. Air is 78.06% nitrogen anyway, but its humidity changes \and repeat the adjustment
with the weather, making it an unreliable inflation source. As the ce%s as necessary. ItlS not vital that you use identical pressures in
humidity levels at the track change, so would the pressure readingy § Hach tire; in fact, it is rarc that a team would.
inside your tires- and that would make for a headache powder-filled ’T 0: While on the track, you can radio tire pressure
day. Nitrogen, on the other hand, is relatively inert (inactive) and - tructmns to your crew by using the “F5” key. Pressure
remains unaffected by humidity. Your crew can fill your tires to ._’r anges will be carried out during the next pit stop. This
exact levels of pressure, and know within a few psi what the pressurcs S8I8 one of the most common raceday handling adjustments
will read after thirty laps. erformed on the NASCAR Winston Cup circuit.
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“uel Information
Tire Setup Summary

our NASCAR Winston Cup
tock car burns a very high
ctane blend of gasoline.
)ctane ratings indicate the
s ability to resist premature
tonation and burn evenly
de the engine. The higher
I¢ octane rating, the more anti-knock additives found in the gasoline,
must for high-performance racing engines.

Temperatures: Even temps all across each tire generally provide
the best grip.

ccording to NASCAR rules, each car must be equipped with an
proved fuel cell, which is located in the trunk of the car directly
shind the rear axle. Tt must have a capacity of 22 U.S. gallons. The
Kterior of the fuel cell is made of steel; a bullet-proof bladder located
de the steel casing actually houses the fuel. The bladder is stuffed
ith an absorbent foam material in order to prevent the fuel from
loshing around” during a spin.

o the Setup Development Sheet, you can decide how much
L you want in the tank during Testing sessions by entering the

ge via the Car Setup option found along the bottom of the Race
kend menu.

lote: You cannot remove fuel from the car as you drive
vho’d want to siphon it out, anyway?). Also, you can
Iy choose fuel amounts during Testing sessions. All
ther sessions begin with a full tank of gas, with your crew
-'w ief handling fuel estimation tasks.
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While driving your stock car, you can radio ahead to your crew if
otder to find out the amount of fuel they’re going to pour into the
tank during the next pit stop. Press the “F3” key to see comprehensive
fuel information, including the “Fill To” setting, which is decided by
your crew chief. In the late stages of a race, he will automatically
calculate the amount of fuel you need to “splash and go,” in order to
finish the event.

1l Tank: The

Note: You cannot select the amotmf of fuel for Qualifying,
Warm Up and Race sessions. NASCAR rules state that
the tank must be topped off prior to quaﬁfymg, during all
session types other than Testing, the fuel level section
found on the Setup Development Sheet wm appear “greyed
out.”

FUEL LEVEL

Tip: Instead of using a full tank, try driving test laps with
only 10-12 gallons of fuel. This will give you a better
“average” of how the car behaves under the current
conditions, allowing you to make more accurate decision§
regarding chassis adjustments.
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lake spoiler adjustments while in the garage by clicking on either
tow to achieve the desired setting. ‘Higher values indicate a steeper
igle, while lower values reduce the e '

joiler angle. You can also click
) the angle itself, and usc the o
irsor to type a new value directly 2Lz I
. While on the track, you canuse :
© “F7” key to radio ahead a new ahgle value you
adjust the spoiler to during the next pit stop.

Playing With
Spoiler Angles

REAR SPOILER

Your car is equipped with a "d like your crew
wind-resistant spoiler
“ mounted on the rear decklid.
The spoiler extends across the
decklid in two halves, with a
small opening down the center, between the two sections (0
accomodate insertion of the body template during inspection. A crew 3
member will tape this small opening shut just prior to the race, per

NASCAR rules.

] gher angles g
cklid, because the s
s also increases dra
The actual height of the spoiler is dictated by NASCAR in order to L Gl
achieve fair competition between the different manufacturers. The
spoiler’s angle of attack, however, is up to you. The steeper the spoilef
angle, the more drag and downforce that is created at the rear of your
stock car. With a steep spoiler setting (higher values) your car may
lose overall top speed because of the additional drag (the spoiler i§
striking the wind “dead on”). However, your car will also have mor¢
downforce at the rear end, a factor that often means better handling
in the corners, because the rear end doesn’t become too loose
Conversely, should you choose a flatter spoiler setting (lower values),
your car may gain more straightaway speed while trading off som¢
cornering performance. '
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Suspension  JEEES d B Front Wheel

he term camber
ir ply refers to the
pright angle at which
our front wheels rest
1 relation to the roadway. A camber value of zero indicates that a
iven wheel is exactly perpendicular to the pavement; negative camber
alues mean that the top of the wheel is closer to the framework of
le car, while positive camber values are used to describe a wheel
lat is further from the chassis at the top than it is at the bottom.

Casual observers of
NASCAR Winston Cup e .8 ;

| racing might think the engine deserves the most attention from the
crew in the garage. However, the better part of a race team’s v?feekend
is actually spent tweaking the suspension. Tire life and grip meall
everything to the success or failure of the race team during a weekend’s
action. Afterall, what good are seven-hundred horses under the hood
if their hooves can’t get any traction as they gallop?

Chassis setups are likely to vary from track to track, and driver to
driver. Trying to devise a winning chassis setup that accomodatey
the weather, track conditions, driving style and overall speeds can ‘pe.
a mind-boggling task. Fortunately, NASCAR Racing 2 comes with
some basic car setups that are developed for each track; until you
become a suspension wizard yourself, it is recommended that you
start by tweaking one of these setups instead of building from scrz.ltch.
Remember to take it slowly, and adjust one component at a tlm.e.
Check the results, then make more adjustments if necessary. Keep in
mind that the weather can greatly affect your car’s performance. A
chassis setup that’s unstoppable at Darlington in March may not cul
the mustard in September.

0 why would you want your car to have any camber setting other
lan zero (wheels pointing straight up)? To answer this question,
five a few laps, then check the tire temperatures. You’ll probably
btice that on some or all of the tires, the outer, middle and inner
mp readings are uneven. This means that as your car is rolling
found the track, its tire surfaces are not pinned flat against the
yadway. Speedway banking, high-speed maneuvers and intense
awnforce all exert stress on your car’s suspension. As downforce
[esses down on your car, one or both of the front wheels may pitch
lightly at the bottoms (negative camber). Stecp speedway
ing may cause the left-side tires to overheat along the outer cdges.

Il of these conditions can be compensated for by making camber
ljustments to the front wheels.




‘your stock car. The camber diagram on the Setup Development
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Make cambér adjustments based on tire temperature readings, i

Remember, camber adjustments only apply to the front wheels of { eigh t
Lifting
=xercises

Sheet represents a view of the front-end of your sto.e:_lg_q:ar. Clif:l’< on
—— ' : cither “plus” icon
1 to add positive

] camber to the
appropriate
wheel. Click on
either “minus”
AF 200"  LF +050° icon to add
Wf«mm@aﬁﬁ »s%a 5 : Sl negati\‘fe camb(?r
to the appropriate wheel. The numerical value of each adjustment 1
shown at the bottom of the diagram.

CAMBER

s ;'rou drive your
tock car, its
ieight  shifts
tantly in various directions. For instance, as you accelerate, more
fthe car’s weight transfers toward the rear. When you hit the brakes,
e car’s weight comes forward, pressing the nose of 'your stock car
Own. When you turn left, weight shifts toward the right. When you

irn right, the load transfers to the left. The greater your action, the
eater the weight of the car’s reaction.

ccording to the NASCAR rulebook, your stock car’s total weight
ust be 3,500 pounds. NASCAR’s special scales not only detect
our car’s total weight, but also the distribution of the car’s weight at

plete standstill. Neither side or end of the car can weigh more
an 1,900 pounds. Your team has different methods of controlling
i car’s weight, however, to compensate for the various load shifts.

itself, a stock car’s weight falls short of the 3,500 pound minimum,

s anchor blocks of lead to the chassis to make up the difference.
his extra weight is distributed in a variety ways, depending upon
‘ere the team determines the extra baggage is needed.
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Left-Side Bias
Adjustments

On NASCAR Winston Cup oval tracks, your car spends a great deal
of time enduring left turns. This means a great deal of your car’y
3,500 pounds shifts, or transfers to the right side of the car ground
corners. However, this can be offset by positioning more weight on
the left side of the car before it’s rolled out onto the track. NASCAR
rules allow either side of your car to weigh as much as 1,900 pounds;
since you won’t be making any “planned” right-hand tgms on ovals,
you may want as much of that extra weight on the left side as you can
get. From the Setup Development Sheet, instruct your crew to mo_ve
the extra weight to the right or left, as you wish. This is callled a E.JIGS
or ballast adjustment. Tt is quite common to set the left-side weight
to the 1,900 pound limit. NASCAR Racing 2 prevents you from
exceeding this limit- heck, if we dldn tdl those \IASCAR tech
inspectors would be all over you' e

WEIGHT DISTRIBUTION

Left Bias Adjustment

o

Front -
Rear

Click on the arrows at | | near
either end to shift weight in e
the direction you’d prefer. \ -
Or, click and drag the slider PP S S 3
to the desired position.

Laft - Right
50.0%
AFSD Lbs
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Eront-To-Rear
Bias Adjustments

As you accelerate, your car’s weight tends to shift toward the rear.

Unbridled, this can cause the car to handle in a very loose manner as
it'is driven around corners at high speeds. However, if you have
nore weight in the front end of the car to begin with, the load that
ransfers toward the rear will be minimized, thus balancing the car
inder high speed conditions. Sometimes, it is desirable to have a car

hat is slightly loose to begin with; so you’d probably shift more

weight toward the rear via the Setup Development Sheet. For
Xxample, large superspeedways are generally better suited for a car

hat is neutral, or pushes slightly. For these tracks, try setting more

veight at the front of the car to begin with. Smaller, short ovals may

equire sharper chassis response in corners, so settmg more weight at

he rear of the car may prove beneﬁczak :

WEIGHT DISTRIBUTION .
-~ 1% :.brnas @
. [ Fan” [l ¢ —
ear Bias Adjustment || r.0s I |
1645 1bs i 18
R E75] |/
Click on the arrows at | w ' f
either end to shift weightin || * pr—
B L A F Left « Right
the direction you’d prefer. o
Or, click and drag the slider |«

to the desired position.
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ach wheel’s spring on your stock car has a
ap on top. By exerting pressure on that cap,
he sprmg is compressed slightly, and becomes
nore responsive. In turn, the car’s weight tips
n the direction of the shortened spring. Wedge
djustments are performed by moving that cap
ip or down, compressing or expanding the
g. Each rear spring’s cap is controlled

by a long, threaded rod that extends up from

he spring, through the rear windshield. These

fod & cap combinations are called “screw

;;.;.; " The front wheel springs have screw jacks that extend up to
e engine compartment, but because the hood must be opened to
ach them, they’re rarely adjusted during a race. The rear screw

icks protrude through the rear-window glass, however, so they’re
asily accessible at all times.

Cross Weight
- (Wedge)

Adjusting the front-to-rear and left-to-right weight ratios prqvide a
certain measure of chassis control. But you need a way to adjust the
weight at each wheel individually, not just end-to-end. That’s wh ere
cross weight, or wedge as it is more commonly called, comes nto

play.

Since most of the corners on the NASCAR Winston Cup circuit are
left-handers, it would be ideal to position more weight on the car’s
left-rear wheel. This would help the rear wheels grip the pavement
better as the car races through corners at high speeds. However., in
every adjustment there are tradeoffs, and in this case, the more wc.:Lghl
you set on the left-rear wheel, the more weight you set on the ri ght-

front, an already heavily-stressed tire. iach complete revolution of a screw jack is called a “round.” If you

icar an announcer say that a crew member “put two rounds of wedge

1 the car,” that means the technician tlghtened the ieﬁ:—rear screw
two full revolutions.

Wedge adjustments are made by “tipping” one corner of the car up o
down. As the chassis is tipped in the direction of the left-rear corner
of the car, the weight at that wheel becomes greater. One (_:-f the best
features of wedge adjustment is that, unlike other weight adjustments,
the cross weight can be adjusted in the pits as well as the garage. So,
if your car is too loose, or too tight during a race, simply use the
“F6” key to radio wedge changes you’d like the crew to perform
during the next pit stop.

| WERGHT DIBTRIBUTION

Cross Weight Adjustment n (| llEm

Click on the arrows at cither end | = - .""'”'—h"_'ﬁ :
to shift weight in the direction | ***™ VT
you'd prefer. Or, click and drag

the slider to the desired position.

Left « mignt
50,0%
1750 1hs
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Left/Ri ents: Sliding this value toward the
left puts more weight on the left-side of the car, helping balance
the chassis as you turn left on ovals. When this is correctly set,

tire grip improves. Road courses may require different tactics.

You may need to move the extra weight to the right-side for a
circuit that features important. rlghtvhand turns. A neutral setting
may work better at a trac,k witl '*1 variety of come‘rs

Front/Rear Bias AdjustmentS’ Shdmg th1s value forward puts
J -'mﬂre weight on the front of the car, increasing the amount of
i rsteer. Sliding this value toward the rear places mote welghl
thé.b_ack of the car, 1ncreas1n_g the amount of Qversteer_'_ i

o Wedge Adlustments : Increase this setting with positive va_lues
| ﬁghtenthe r up ifitis “too loose.” Decrease this setting to
edm:e understeer. Wedge adjustments work diagonally: as
dge values the left—re.:u corner gams weilght _!

jv

C(}Ilbl d ered_ _ _ﬁne acﬁustment

: ‘ﬁé' wedge adgustment shnuld be -
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_:_«:ock Stiffness

Your stock car has a gas-filled shock absorber
nstalled at each wheel. In addition to
linimizing all of the little bumps and jounces
Xperienced on the race track, shock absorbers
lay a key role in stabilizing the car’s chassis
luring high-speed turns.

Vhen you turn your car left, centrifugal force
auses your car’s chassis to shift its weight toward the right.
conversely, right turns cause the chassis weight to transfer toward
¢ left. When you mash the gas, the car’s weight shifts toward the
ar end, while stepping on the brake pedal causes the weight to
bruptly transfer toward the front of the car. With each transference
if weight that occurs, you could be losing grip somewhere.

fou can counteract these wei ight shifts and improve cornering
briormance by adjusting the stiffness of each shock. Stiffer shocks
he chassis “reset” quicker after a shift in weight. This added
nsiveness can sometimes lead a driver to overcorrect, however.
'u the other hand, softer shock settings cause the chassis roll to last
nger as the weight transference gradually dampens out.

tting Your Shocks To Work For You

.:a ou adjust one shock absorber to a stiffer setting as compared to
© other three, more weight will transfer at that wheel, adding
sponse while diminishing its grip. It’s likely that you’ll want the
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rear shocks to be set slightly softer than the front, in order to keep the
car from getting too loose. Typically, you should begin the setup

phase at each track by setting the front shocks up relatively stiff |
compared to the rear ones. This will create enough understeer, or d |

push to give you maximum control as you attempt to dial your car’s
chassis in. As you make shock adjustments, consider the track
temperature, tire conditions, top speeds and amount of banking- these
factors all play a role in what your shocks must accomplish for you.
You don’t have to set front wheel shocks to identical values. It is
quite common to use different scttings on each wheel, since each
corner of the car undergoes a different degree of load transfer during
1acmg action. : -

SHOCKS To adjust your car’s shock
Development Sheet to
= 35% s mR S¥% 3| specify desired values,

Click on the accompanying

arrows to increase of
decrease shock snfmeqs higher values indicate stiffer shocks, while
lower values result in softer shock absorbers. You can also click
directly on a shock value, and enter the desired amount of stiffness
with your keyboard.

Some folks in the garage area believe that using extremely soft rear
shocks on the big tracks, such as Talladega, will result in better
performance. The thinking herc is that the rear end of the car will
ride lower at high speeds, due to the soft shocks. If this were true,
then the rear spoiler angle would drop slightly as well, reducing drag,
This theory has not been proven, but hey- it’s your race car!

S JO0% LF AF /00% = settings, use the Setup

over- con‘ectlon
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u_r-ca'r' handle in"*a more fo
er-correction.

- .ttmgs and glve you qu;cker times, but they ca:h aisb 1e'ad to

te: Because shock absorber work can be time consuming
acrew, ‘and these adjustments affect a sensitive area of your
ck ¢ ar _chassm, you’ll have to specify these settings in the

' the Setup Development Sheet. Shock adjustments
not something routinely handled by the pit crew on raceday.
w1l haye to try to correct any in-race handling problems by
{ wedge ad}ustments or ’clr pressure changes instead.

member, each "‘s_hdck ébsdﬂier ma

adjusted to individaal
l:zes mdependcnt Of one anot :
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Steering Lock

"djust the steering lock on your stock car, open the Setup
velopment Sheet and click onit! to the current
_-valt;c;. Higher values indicate faster, s arp Eenngwhxle lower
gles call for controlled, slower steerin -:;"-'You-cah'- 1 Click s

ur keyboard to enteranew | STEERING LOCK

rr =

By changing the gear ratios in the steering box, you can alter the tur
rate and steering radius of your stock car. Superspeedways place i
higher demand on control, with very little steering performance an
issue because of the steep, sweeping turns. On the other hand, short
tracks and road courses require greater steering response in order to
negotiate tight corners. '

lluc on a cumulative
ge of the mostimportarntcemrsﬁ
that accomodates the tightest hairpin.

It is important to understand that a loose car will still be loose after
adjusting the steering lock, just as a tight car will still be tight after a
lock adjustment. In other words, tweaking the steering lock will nol
correct other problems that surface within your chassis setup. So,
don’t waste time trying to compensate for handling errors by changing
the steering lock.

Try to select a steering lock value that you can drive comfortably and
consistently with at the current track. One factor to consider when
setting the steering ratio is your control device. As Bobby Labonte
explains, “I think sometimes it has to do with what you re using as &
controller. You know, a bigger steering wheel is slower; one thaty
real small revolves fuster, so you need to slow the steering down(lowe
angle). The same amount of turning on a big steering wheel is different
than the same amount of turning on a small steering wheel. But yes,
you’ll go to a track like Talladega, Atlanta, Charlotte- where yoll
need to slow the steering down because of the faster speeds; and yo
don’t have to make a 180-degree corner runnin’ 80 mph. You'ré
makin’ fast corners with banking. Sure, you're still turnin’ I8
degrees but you re takin’ a half mile to do it in.” 100
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Your stock car is equipped with a four-speed transmission. . Choose
'ear ratios individually, based on the type of performance you want.
Generally, drivers set fourth
pear up first by driving several | gean natios

est laps and noting the rpm | . ; : "
feadings at the er%d ofrfhe WEIOD0 o Sl 34D
ongest straightaway. Your oil | 2nd7.20 5 4th 500

Selecting
Gear Ratios

By mixing different

Al Al

combinations of cogs
in your stock car’s pressure light should barely
~ transmission, you can begin to blink at the end of straxghts S0 you may want to use tlus as

i general guideline. Ifyour car is too slow on a big track, try lowenng
the fourth-gear ratio; if it’s too slow on a short track, try raising fourth

gear to a higher value, and spacing the other gears tightly together.

modify its use of
horsepower. Certain tracks were built with top speed in mind, while
others throw top speed out the window in favor of acceleration and
finesse.

Taller gears are used to create more top speed, perfect for super tracks i
like Talladega, where you want to “throw it in fourth and keep your L
foot on the floor” all day. The other gears are only needed to get you
in and out of the pits, so the ratios between them is not very critical,

Shorter gears are installed when you want to tighten the power curve '.
and generate greater acceleration. Shorter gears must make the
driveshaft turn four to six times in order to produce a single revolution
of the drive wheels, as opposed to a taller gear that can achieve the
same result with only about three turns of the driveshaft. Shorter,
tighter gear ratios are better suited for short tracks and road courses,
where overall top speed is an afterthought. These types of tracks
also generally demand that the gear ratios be spaced somewhat close
together, to orchestrate a power curve that is capable of reaching its
top speed quickly.
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: Cbmpensate For Driving .Styfe

There are several key components on your NASCAR Winston Cup
‘stock car that may require adjustments to compensate for your driving
style and the current track conditions. Since no two drivers handle a
car exactly alike, it’s best to create your own setup files for each
track; that way, the car will behave in a manner best suited for your
individual driving skills.

Compensate For Weather

Weather conditions also play a key role in how your car responds on
a given day. A car setup that yiclds favorable results at Darlington
on a cool, breezy day might not be very competitive on a calm, hot

day. This may force you back to the garage stall for more fine tuning,

Compensate For Body Style

You may develop a setup file that works very well on the Chevrolet
Monte Carlo- but a switch to Pontiac Grand Prix sheet metal may not
produce the same results.

‘I watched them get to racing each other and saw them

liding up the track. I had seen that on TV before, and
knew what to do after that.”

-WASCAR Driver Michael Waltrip,
who passed Terry Labonte and Dale
Earnhardt to take the lead and win
The Winston Select all-star race at
Chariotte Motor Speedway in May
of 1996

Learning To
Catch The
Pack

Strategies And Secrets
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| The Essentials
Of Speed

No matter how well-prepared a NASCAR Winston Cup team is, there
are days when it seems like every other team’s car is faster. In fact,
each team spends the vast majority of every race weekend tweaking,
tuning and trimming its car and driver, in the hope of squeezing out

- another two-tenths of a second per lap. Where is this speed found?
The answer lies in many questions, most of which are answered here
for you in easy-to-read detail.

Drafting is a technique used on speedways and long straightaways
by drivers, in order to achieve faster speeds and improve track position.
The car at the front of the draft punches through the air mass as it is
_a iven at high speed. Other drivers position their cars in a single-file
formation, directly behind the lead car; all of the cars in the draft are

able to gain speed because of how the air along the track gets displaced,
as shown below.

: _ As the air rolls down the rear window
Asthe carlravels athigh onto the decklid, it strikes the spoiler.
speed, air strikes the This creates extra downforce at the
front facia and is moved rear of the vehicle, which trims away

upward, over the roof of some of the car’s speed.
| the vehicle. I

\

The first thing a driver and crew chief will try to ascertain is exactly
where the other cars are faster. Is it on the straightaways? Or perhaps
going into the corners? How about at the exit of éach corner? Every
factor must be looked at- the driver’s style and choice of racing line,
abilities in traffic, and basic decision-making skills. The overall
handling of the car, its top speed and reliability.

As you participate in Practice or Testing sessions, take notc of how
the car responds along different points of the track; try varying your
driving style to see what works best at each track. Above all, strive
for consistency. Performance is measured in what your car, and you
as the driver, can accomplish lap-in and lap-out under race conditions,
Driving berserk through a single, traffic-free lap will provide very
little information about what you and your car are capable of when
the green flag drops. Once you have pinpointed the areas that those
extra tenths of a second can be found in, it’s time to go to work on

0
%;
5
&

When one or more cars line up in a draft, air no longer travels off of
the decklid. Instead, it carries up over each vehicle; this allows the
lead car to travel faster, as well as the cars that are using the draft.

them.
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Drafting Smart

Like any technique or “trick of the trade,” drafting must be used wisely
in order to gain the greatest advantage from it. Use of the draft i§
crucial on superspeedways; the speeds on the big tracks are faster,
generating a more powerful draft, and the pavement is likely to be
wider, providing more passing lanes. There really isn’ta poor drafting
location anywhere at Atlanta, Charlotte, Michigan or Talladega. Even
with the extra speed gained through the draft, your car should stick to
the race track and have plenty of room at these places.

Using patience, stay in
the draft until you're
confident you've got the
speed and an open shot
to overtake drivers ahead.

On superspeedways, cars
running alone outside of the draft
are not going to be able to keep
up aver the course of 500 miles.

Medium-length tracks like Loudon or Rockingham, however, present =

a different twist on the draft. These tracks or more congested, usually
offering a very tight racing line, and the speeds are not quite as high
as they are on superspeedways. As your car picks up speed while in
the draft, you must make sure that you can keep your car positioned
within the racing line you’ve been using as you enter the corners. If
you can’t, you may lose valuable time by having to struggle to keep
the car away from the wall in the turns. You’ve also got to take into
account the additional speed your car is packing as you enter the

corner. Can your car get through the corner this fast, without chewing,

up precious tire rubber?

OFFICIALLY LICENSED BY

\lthough the effectiveness of the draft is greatly reduced on short
facks, you must still be aware of gaining one or two extra miles-per-
lour when closely following other cars down the straightaways. The
lime holds true for road courses- the back straightaway at Watkins
ilen, for example, is an excellent place to draft, but has a very abrupt
hicanc at the end. Mis-management of the extra speed gained through

he draft can make it difficult to slow the car down enough to make

he right-hander into the chicane.

Ity to draft with patience and precision. When attempting to pass an
)pponent, take into account how much racing is left to be done before

he checkered flag falls. Unless you are in the final laps of a race,

almly position your car in the draft and wait for the right moment.
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Péssing With The Draft- Finding Your Line

An In-Car View

Keep focused on what's ahead. The ~ Now that you've caught ‘em, check
pack in the distance will eventually  the inside and follow tight until you
come to you; for now, drive smooth,  get to the spot on the track where
be patient and ‘reel ‘'em in.” you want to make the move.

Figure 3

Figure 4

Every driver tries to find the best racing line around each track- the
path your car feels the most comfortable on, the path that seems the
astest. Over the course of time and many laps, a permanent
toncentration of skid marks and rubber tends to streak the track surface
Where most of the action is. You’ll see these skid marks at cvery
ck (assuming you have this Graphics option turned on), and you
use them to help find your line, whether it be staying directly on
hem, or racing just outside the heaviest markings. The racing line,
ften referred to as the “groove,” is where you can expect to encounter

> heaviest traffic; after all, everyone else has a favorite racing line,
too!

Stay low! Make sure your right-front At this point, your crew chief will tell

fender doesn't tap the #18 car; if it you when it’s clear enough to move

does, you'll both spin hard. back to the outside. Stay low and
wait for him to say, “Clear high.”
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Shaving Time Off The Corners

Usually, most drivers have little trouble going fast down the
straightaways. But almost every driver is always looking for more
speed in, through and out of the corners of a race track.

anng Sty!e Cornenng Adjustments

'Expenment with the racing line during Testing sessions at the current
~ track. Try braking earlier into each corner, and note how well the car
sticks to the racing line, and at what point you can reapply the throttle
as you exit the turns. Next, try braking later and harder into each
corner, and see how smoothly you can still “gather up the car” and
stay in the racing groove. After determining the best cornering
technique for the current track, switch to a Practice session so you
can try your moves out in traffic. Remember- driving fast around an
empty track is easier; you’ve got to be able to drive the corners fast,
yet keep out of trouble in traffic to win races.

Garage Cornering Adjustments

Sometimes, all the adjustments to driving style in the world won't
get you a smooth lap. Every driver’s been there before- fighting an
ill-handling race car around every turn; struggling for more grip, bul
all the while losing traction as the brakes get mashed harder, hoping
and praying you don’t wreck somebody who has a good car and 4
realistic chance to win. It’s a helpless feeling. The solution to this
problem is almost always found in the garage, where some of thes¢
handling errors can be tuned out.

OFFICIALLY LICENSED BY

) NASCAR|

Before you begin making chassis adjustments, determine where on
the race track the car isn’t behaving properly. Is the car loosc as you
enter the corners? Too tight as you exit? How about top speed?
!! nce you’ve pinpointed the trouble area, roll up the ‘ol sleeves and
urn a few wrenches! Only adjust one component at a time; check
ihe results on the track, then head back to the garage and tweak some
more. Remember, it ain’t instant, but that’s the same way the pros do

corner better. You also
might want to play with
camber settings a little
bit, but that'd be the last
thing to do,” Bobby
Labonte says.

If your car is loose
exiting the corners,
Bobby says, “Try
. movin’ a little weight
ack and add wedge. 1 also try softening the shocks- sometimes it
Works, sometimes it doesn't; I mean, different race tracks want
lifferent things, but I'll try softening the rear shock package. Stiffening
he lefi-rear usually helps, comin’ off the corner- I might do this

istead of softening the right-rear vhock depending upon the
ituation.”’
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Practice Makes Perfect

gl

Finding More Top Speed

efore you take on the challenges of a race at any track, it’s a good
idea to use a portion of the Practice session to hone pit stop skills.
Turn on the speed/gear display by using the “S” key. As you drive
‘down pit road at speed limit, note the engine rpms shown on your
achometer. This will help you avoid drawing a costly black flag
« uring the race. Bring the car up to full race speed, drive a couple of
laps and try executing a full pit stop. This will help you get to know
- the amount of braking
and left-hand steering
that need to be
performed to enter the
pit lane smoothly.
When pit service is
completed on your
vehicle, drive back
onto pit road while
maintaining the proper
: tachometer reading
Climbing Out Of The Pits oted earlier. Finally, practice re-entering the race track as other cars
Andirito Victory Lane zoom around turn one. Keep an eye on your rearview mirror as you

It’s every NASCAR Winston Cup driver’s nightmare. Arriving ata
big track like Talladega, your car is rolled off of the hauler and onto |
the track. After just one or two laps, you get a sinking feeling in your
gut as you and your team discover that your car is just too dadgum
slow to compete. How do you turn a tortoise into a hare overnight?

Start with the obvious, by checking your gear ratios. Try using a
taller 4th gear; this will give you less acceleration, but can generate
more top speed once the engine is wound up. A high gear that is too
tall, however, will result in wasted horsepower as you begin turning
corners before the car ever reaches top speed.

Bobby Labonte has some other suggestions on how to come up with
a few extra mph when you need it. “Go up on the air pressure for all
the tires. Take wedge out to go faster, and move weight forward. Of
course, the spoiler s gonna be laid back as far as it can be; you might
also run a stiffer shock setup to go fast,” Bobby advises.

It’s been proven that races can be won or lost in the pits. With every _
pit stop, so many variables are at stake throughout a typical raceday: A ccorq_mg to Bobby Labonte, “One thing your crew chief will remind
1.) The car must be brought into and out of the pits quickly, but Vou of is the pit road speed. You'll determine that beforehand. You
without exceeding the pit road speed limit. 2.) The entire pit crew
must function in sync, knowing what’s expected during each stop,
3.) Equipment problems must be avoided during stops (stuck lugs, .
jammed wrenches, broken screw jacks).

through a drivers mind is, ‘Alvight, I need to go as fast as I can to pit
road, but when I get to there I need to slow down to speed limit." You
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get to your pit stall, then the work'’s being done. As soon as they drop
the jack, take off! Leave the pits as hard as you can at pit road speed.

When you exit the pit lane, go as fast as you can to get up on the race

track off of turn two.”

“You tell the crew before the stop, 'Hey, put air pressure in here,
gimme some wedge there, look at the spoiler,” that sort of stuff. Ona
lot of the high speed tracks, you have to be aware that you 're travelin'
at 180 mph, and all of a sudden you gotta slow down to 65 mph. So,
it’s pretty intense that the driver has to do everything possible to get
fo the pit stall as fast as possible; then the crew has to perform their

duties to get the car back onto the race track in the shortest period of

time. On television, you could see it during the Southern 500 this

year- Jeff Gordon and Hut Stricklin had identical pit stop times, bul

Gordon was something like four seconds faster entering and leaving

the pits than Stricklin was. So, entering and leaving the pits smoothly

is just as important as being on the race track goin’ as hard as you
an,”’ Bobby says.

To radio chassis adjustments, tire, and fuel info ahead to your crew, '-
use the function keys on your keyboard as you drive. Remember, if
you don’t use the function keys to make any changes prior to the pil

stop, you will always get four fresh tires and a full tank of gas.

Tip: Use the pause key (“P”) before using the function
keys. While on a straightaway, pause the racing action
and make your pit selections with the function keys, which
still operate while the simulation is paused. Once you aré
satisfied with your choices, press the “P” key again to un:

pause the action and resume racing.
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natom y Of A Pit Stop

AS CAR rules allow only seven team members over the wall during
A pit stop. In addition, a crew member may not retreat back over the
Wall and be replaced with another. Below is a diagram which shows
he distribution of responsibilities during a typical green flag stop.

|

3

| Tire Carrier: Carries
two right-side tires to
the changers, then
helps other crewmen.

P

Tire Changer:
Changes right rear
tire, then runs to the
left rear to change
that tire.

Jack Man: Jacks up
right side. Drops the
Jjack when two lugs of
each new wheel are on,
then runs to the left side.

lire Changer:
Changes right
lfont tire, then
fluns to the feft
nt to change
that tire.

Catch-Can
Man: Holds
catch can at
fuel overflow
nozzle.

lire Changer: While
sther changers work
in the right side, he
Josens lugs on both
ift side wheels.

Gas Man: Carries
11-gallon fuel can to
the left rear, and
begins fueling. He
then passes the
empty can to an
assistant, and
begins fueling with
the second 11-
gallon can.

PITWALL

:'I_J‘Vfthout going over the wall, assistants roll left side
lires tq the crew, and use brushes mounted on
‘extensions to clean the windshield or front grill.
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Garage Shortcuts

Got one or two tracks figured out, but can’t get the others? Try taking -
the same race car setup that you feel comfortable with at one place to |

a similar track that you haven’t quite conquered yet. NASCAR

Winston Cup teams do this very same thing.

Bobby Labonte explains, “We go to Darlington, Dover, Bristol and
Rockingham with the same setup, basically. I mean, there’s gonna be

- some fine tuning- maybe one shock will be different, maybe weight

slightly different...but they re all pretty close. We do the same thing
between Atlanta and Charlotte; actually, they 're not far off from
Bristol and Dover setups, really. It's not ‘magic’ where you have one
setup that works everywhere, but Atlanta and Michigan, for example,
are pretty close. We'll have a little bit stiffer setup in the right-front

at Charlotte because the race track goes from flat to banked faster

than Atlanta- Atlanta has a more gradual sweep to it.

“But we'll take what we learn at Atlanta, and we'll try it at Charlotte;
what we learn at Bristol, we'll try at Darlington; what we learn al
Darlington, we'll try at Rockingham,; what we learn at Rockingham,
we'll try at Dover- so there are some things that you do that you take
with you and try at a similar race track, and see if it works there.”
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Assessing The Damage

Using the “F9” and “Enter” keys, you can decide whether to have
your crew repair damage or not. So when is it wise to skip repairs?
R epairs to the car’s bodywork are time consuming; at a short track
like Bristol, you may find that your :
car’s handling and top speed are not
greatly affected by damage- therefore
it would be a waste of time to sit in
the pits while your crew repairs the
car. However, at a superspeedway
ike Atianta a shght wrinkle in one

damage fixed, or you’ll find yourself out of contention very quickly.
Keep in mind that while repairs are being performed, you can hit the
Enter key to tell the crew to cease repairs immediately. Perhaps you
might want to wait for another yellow flag, which would allow your
crew enough time to complete the repairs previously begun.

lip: If you brush the wall or another car but aren’t sure
you suffered any damage, press the “F9” key when you
get to the next straightaway. If you see the phrase, “Repair
Damage,” you’ll know your car was wounded. If you don’t,
bless your little heart- you’ve avoided disaster.

Avoiding Control Freaks
Here are a couple of tips to help you get through 500 miles of “joystick-

Ibckeying.” If you are using a conventional joystick, try placing a
hard book or board across your lap, and resting the stick’s base on it.




- -
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If you can get comfortable with driving this way, it will make the
longer races easier on your grip- you won’t be clutching the base in
your “non-stick” hand for 500 miles. A variation of this idea would
be to rest the joystick’s base on your table or desk, directly in front of
you. Place one hand on the stick, and use the other hand to steady the
base as you drive; this is certainly more comfortable than squeezing
the stick’s base like a grapefruit for an afternoon.

It’s nice knowing when we go out that we’re a real
ontender, and not just struggling to make the race all

-Driver Terry Labonte, on the
occasion of qualifying for his
NASCAR Winston Cup record 514th
consecutive race.

If you are using a wheel-type controller, make sure it is firmly

~anchored down. Leaving it resting loosely on your desktop as you
drive can make for some frustrating, inconsistent laps. If your wheel
doesn’t have fasteners or brackets of some sort, purchase some double-
stick hook & loop tape at your local hardware store, and use it (0
affix the wheel to your desk.

Patience Is The Key

Textbook

Information

Stuff Every NASCAR
Driver Oughta Know

One final note to help you keep a cool head- drive smoothly, and
with patience. You don’t have to sit on the pole, lead every lap and
win every race to be successful. Get your best qualifying spot, adjus
the car and work your way to the front carefully. If you’ve got the
early lead but cars behind you are faster, it may be wise to let ‘em by
until your car begins handling better. - If you are competing in i
Championship Season, try to score wins at the tracks you’re
comfortable with, and hope you’re lucky at a couple of tracks you
don’t like. At all other tracks in-between, try to avoid trouble and
just finish in a respectable position, maybe even pick up a five-poinl
bonus for leading one lap. Remember, if you lead one lap at every
race, that’s the equivalent of driving one additional race during the

season, and finishing in the top five. '
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% VX B J 8 ol hassis Construction- The First Step

-~ Anatomy Of The NASCAR
{ vaton & ) day’s Winston Cup stock cars are not factory production vehicles;
; W’nSton Cup StOCk Car ach car is meticulously built by hand. The chassis (including
{ Oorpan, roll cage and frame) is comprised of carbon steel tubing
; ‘ g | R 4 id gets welded together first. Sheet metal is used to form the rear

heel wells and floorpan. The car’s suspension and engine mounts
made from steel pieces and welded to the frame with careful

| the photo above, a freshly-built chassis is ready for suspension and
ork. Each chassis is welded together by hand, with exacting precision.

.g
3
S
)

y stock hoods, roofs and decklids to each team; hood and decklid
pports are then modified in the race shop to withstand higher speeds.
he racing divisions of Ford and GM also provide front and rear
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facia panels for each car; these are not production pieces howevel
They are made of carbon fiber materials. All of these componenty
are assembled onto the car first, then fabricators begin the job of
creating the rest of the bodywork by hand. Sides, quarter-panels anl
fender wells are all cut from sheet metal and welded onto the car. All
welds are then sanded smooth. The finished body looks like it wi
made from one continuous piece of metal. The car is then painted (6
match exact color and design specifications. In addition, cars a
often completely repainted after races, even if there’s no damage (0
the bodywork. Small grit, gravel and rubber pieces along the tra¢
that strike the car at high speed tend to blast chips of paint away from
the body throughout the course of each race.

'F_a__ ine And Drivetrain Assembly

bviously, you’ve got to have a strong motor program in order to be
mpetitive week-in and week-out on the NASCAR Winston Cup
schedule. Ford and GM’s racing
divisions supply each team with
special cast iron engine blocks for
cach car. The rest of the engine
is assembled in the team’s shop,
with many of the parts being
hand-machined on the premises.
The finished motor is then tested
in the dyno room; these facilities
are equipped with coolant
systems and fluids, so only the
engine itself needs to be hooked
up for testing. Teams that do not
possess the expertise or budget to
develop their own engines must
purchase motors from other
shops.

bove, an engine is tested in the shop before it's tested on the track. Before
motor is ever mounted under the car’s hood, the team will know exactly
ow much power the engine is capable of producing. The engine room
st be kept spotless in order to prevent dirt, debris or unwanted
ntaminates from coming in contact with motors that are being worked on.

In the photo at left, scores of sheet metal pieces lay in the rack, readly to bo pilling a soft drink on your new engine is a terrible way to begin the day!

used to repair or build new body panels. At the right, significant portions of
a car’s graphics are kept under wraps while work is being performed. Aftar
all, the guys in the paint booth have plenty to keep them busy wihout having
to touch up logos ruined by mechanics wieiding wrenches and screwdrivers,

Appendix
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Construction Rules And Regs

Teams are not allowed to have access to any onboard computel
telemetry equipment during competition. All of the instrumentatiol
found inside the cockpit is analog. Teams must use approved paris
only, and each part’s factory identification number must be on filg
with NASCAR. Engines must be normally aspirated, using afl
approved manifold. Also, the driver may not have cockpit access {0
any devices which alter the suspension performance of the car. These
adjustments can only be made by the team on pit road. The ban on
electronics and exotic carburization methods is in place to reduce the
costs and level the playing field among teams.

Driveshafts must be painted white. This makes them easy to spot I
they come off while the car is on the track. In addition, many teanis
paint the interiors of their race cars Dove Grey in order to make if
easier to detect leaks or broken welds. Cars must conform to exacl
body dimensions and ride-height standards as appropriated by
NASCAR. Each vehicle is inspected prior to qualifying and race
sessions, to ensure that all technical requirements are met. -

At left, the restrictor plate, used
to regulate the amount of air/fuel
mixture available to the
carburetor on superspeedways.
NASCAR mandates that each
team use these at certain tracks
in order to reduce speeds. At
right, the spoiler angle is checked
with an electronic protractor.
Certain races carry minimum
angle limits.

lanufacturers provide
emplates” that are used to
leasure each approved car
lake. The overall shape of
le bodywork must be
lentical to the standard
lassenger version.
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Ride-heights and front air
dam seftings are among the
many items routinely
checked prior to every
qualification event or race.
Cars that fail these
inspections are sent back to
the garage, where the team
must correct violations.

The inspection process is a
methodical task. Cars are
rolled through the inspection
line, one at a time. In the
photo at left, Johnny
Benson’s Pontiac Grand
Prix is weighed, while
NASCAR inspectors also
measure the height of the
car’s roof.

FAST | NASCAR (NafmnafAssomtm 2 for Stock Car i

Appendix




OFFICIALLY LICENSED BY

NASCAR Tech Talk
Classic Stock Car Racing Terminology \
Air Dam- A strip that hangs beneath the front grill, often just inche
from the ground. The air dam helps provide and direct downforce i
the front of the car.

Back Marker- A slower car that is running near the rear of the field:
Bodywork- The fabricated sheet metal that encloses the chassis.
Boogered Up- Messed up; generally said about a car that is wrecked
or has spun. _

Chassis- Refers to the car's floorboard, roll cage and interior as i
single unit. | _

Chassis Roll- As the car travels around corners at high speeds, the
side of the car facing the inside of the turn becomes lighter, causing Il

to raise up. The extra weight that shifts toward the outside of the turn -

causes that side of the car to pitch downward. The term Chassis Roll
describes this up and down movement. .
Contact Patch- The portion of the tire that is presently touching the

ground. The size of each tire's contact patch changes as the car 1]

driven.

Dirty Air- A vague term that refers to unstable, swirling air curren(d

that are used and discarded by a leading car.

Donuts (As damage)- Black, circular, dent-like marks found on the

side panels after rubbing against other cars at race speed.
Downforce- A combination of aecrodynamic and centrifugal force:

The more downforce, the more grip your car has. However, moré
downforce also means more drag. More downforce provides bettel

cornering performance, but a loss of top speed. ¢

[/ NASCAR &

draft- An effect that occurs when a trailing car closely follows another
thigh speed. The trailing car experiences less drag, and is “pulled”
bward the leading car. This enables the trailing car to gather more
peed than the leading car, and easily overtake the opposition.
Fabricator- One who specializes in creating the sheet metal body of
|NASCAR Winston Cup stock car.

‘ront Clip- Beginning at the firewall, the front most section of the
gcecar.

Fuel Cell- The fuel in a NASCAR Winston Cup stock car is housed
Il a bullet-proof bladder that is encased in stainless steel for driver
afety. The fuel cell in a stock car is located inside the trunk.
Groove or Racing Line- The preferred path around a race track.
Jenoted by the blackened pavement and skid marks that form where
Il of the cars orbit the track.

dappy Hour- The last official practice session held before a race,
lappy Hour takes place on Saturday after qualifying sessions and
ipport races have been staged.

fauler- The semi-truck rig that teams use to transport two cars,
ngines, tools and equipment to tracks. Cars are stowed in the top
ection, while the bottom floor is used for workspace.

fead Wrench- Slang for “Crew Chief.”

pterval- The time-distance between two cars.

apped Traffic (also "Lap Cars")- Cars that have completed at
vast one full lap less than the race leader.

wead Lap- The lap that the race leader is currently on.

00se- Also known as “oversteer,” a car is said to be loose if the rear
gheels lose traction with the pavement before the front wheels do.
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‘This causes the car to “fishtail,” as the rear end swings outward duril
turns. A minor amount of this effect can be desirable on certalll
tracks. _ W
Lugs- The five nuts that hold cach wheel on the axle.
Neutral- A car that is neither loose, nor tight.

Pit Road- The strip of asphalt where pit crews service the car
Generally located near the start/finish line.

Pit Stall- The area along Pit Road that is designated for your team'l
use during pit stops. Each car stops in the team's stall before being
serviced. '

Pole Position- The foremost position on the starting grid, awarded
to the fastest qualifier.

Pyrometer- An electronic device used to measure tire temperatures,
Rear Clip- Describes the section of the car, between the base of the
rear windshield and the rear bumper.

Restart- The waving of the green flag following a caution period,
Restrictor Plate- Used on the biggest tracks to help slow the cary
down. NASCAR mandates the installation and use of these. Restrictor
plates are mounted on the engine, beneath the carburetor in order {0
limit the air/fuel mixture consumed by the motor. A
Ride Height- The distance between the car's frame and the ground,
Roll Cage-The steel tubing inside the car’s interior. Designed @
protect the driver, the roll cage must meet strict NASCAR safely
guidelines.

Round- One revolution or turn of a wrench; usually used i
conjunction with Wedge adjustments, such as “adding a round-ands
a-half of bite.”

etup- All of the current tunings and adjustments on the car are
ferred to as the car's "setup.”

hort Track- Speedways that are less than a mile in length.

illy Season- A period that begins during the latter part of the current
sason, wherein some teams announce driver, crew and/or sponsor
hanges for the following year.

plash 'N Go- A quick pit stop that involves nothing more than
sfueling with the amount of fuel necessary to finish the race.
ponsors- Companies that pay the race team money in return for
dvertising. The sponsor’s name, colors and logos are adorned on
1¢ race car for high visibility and product identification.

itop 'N Go- A penalty, usually assessed for speeding in the pits or
nsafe driving. The car must be brought onto pit road at the
ppropriate speed, and stopped for one full second in the team’s stall
efore resuming competition.

tagger- 1f the tires on the right side of your car are larger in diameter
han the left side, this is called “positive stagger.” This technique is
bften used to improve cornering performance on oval tracks. Stagger
only be changed by using different sized tires. Due to the radial
res now in use, stagger cannot be changed by overinflating the tires
n one side ofthe car. This will only change the spring rate, or stiffness
'the tire. Stagger is preselected at the current track for all of the
{ASCAR Winston Cup teams by the tire manufacturcr and is not
djusted by the team in the garage.

__!ckers- New Tires. This name is derived from the manufacturer’s
tickers that are affixed to each new tire’s contact surface.
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Stroking- A term used to describe a driver who is playing it safe,
driving tentatively to score points instead of going all out for the win,
Super Speedway- Speedways that are over one mile in length.
Template- A device used to check the body shape and size, to ensur¢
compliance with the rules. The template closely resembles the shape
of the factory version of the car.

That’s Racin’- Generally uttered when describing an accident of
human error. Also referred to as, “One-a-them deals.”

Tight- Also known as “understeer,” a car is said to be tight if the
front wheels loose traction with the pavement before the rear wheely
do. A tight racecar doesn’t seem to be able to be steered sharply
enough through corners. Instead, the front end continues out toward
the wall.

Tire Profile- A term that describes the shape of a tire. Under inflated
tires tend to sag, while over inflated tires have a very upright profile,
Trading Paint- Phrase used to describe agressive driving, featuring
a lot of bumping and rubbing.

Victory Lane- The spot on each track’s infield where the race winner
parks for the celebration.

Wedge- Term that refers to the Cross Weight adjustment on the car
Window Net- A woven mesh that hangs across the driver’s side
window, to prevent the driver’s head and limbs from being exposed
during an accident.

Weight Jacking- NASCAR Winston Cup stock cars must weigh
3500 pounds. That weight can be unevenly distributed, however, 10

provide maximum grip at the whecls that need it most. The art of

shifting the car’s weight to favor certain wheels.
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One lap to go! This flag is waved when there is one lap
remaining in the race or qualifying session. It appears
when the lead car crosses the start/finish line. Also, 2
crossed white flags indicate the halfway point of a race.

Black

Penalty. Generally given to a specific driver who has
committed a rules infraction. When this flag flies over
your car you must come to a complete stop in your pit
stall for one second. Penalties are enforced for
exceeding the pit road speed limit, passing the pace car
or passing an opponent under yellow. Failure to obey
the black flag will result in disqualification after three
laps.

Green

Go Racing! During qualifying rounds, the green flag
hails over each lap you drive that counts toward an
official qualifying attempt. During races, the green flag
indicates that the race is underway safely and drivers
may proceed at full speed.

Yellow

Caution on the track. An accident has occurred, or an
unsafe condition exists. All drivers must slow to pace
car speed. Penalties for passing illegally under yellow
are strictly enforced.

Checkered

End of race or qualifying run. The traditional checkered
flag waves when the winning car crosses the start/finish
line, or a qualifying attempt is successful.




OFFICFALLY LICENSED BY

. M MTNA
&’?fm ! ZI I I_

-

Topical Index

Know Your
NASCAR
Answers

celerate time 22, 40

cceleration 162, 163, 174

labama International Motor Speedway. See Talladega Superspeedway
1swerer, multiplayer 54

tade, driving views 38

fcade, skill mode 15

flanta Motor Speedway 78, 160, 168, 178, 179

162, 156

L. ﬁlfharf Brlckh.ouse; left adjustment 152

2. T_Igﬂf Tom Pistone rear adjustment 153

3. Nine lack flag 39

4. Jeff and Ward Burton odywork 179, 188

5. 1961 Firecracker 250 ristol International Raceway 81, 178, 179

6. Walter Cronkite " ber 142 149 150, 173

7. Bobby Hillin, Jr. (22 yrs old, 1986 Talladega 500) B o o1 135 143148, 164

8. Bob Latford, Motorsports Publicist 'uﬁon periods 139. See also yellow flags

9. Ned Jarret won the 1965 Southern 500 by a 14-lap margin. hampionship season 11, 50, 51, 52, 180

10. Fred Lorenzen arfotteMotorSpeedway 15, 84, 160, 168, 178

hassis 132, 137, 139, 140, 142, 148, 149, 153, 154, 157,
159, 160, 173, 176, 188
Shevrolet Monte Carlo 164
ockpit 23, 38

ommand bar 134

ompetitor list 56, 57

oncrete 81, 82, 90, 92, 94, 95
onnect, multipfayer 54

ontrols 5. See also set controls
ross weight 35, 154, 155, 173
urrent session 21

How did you score? If you knew 9 or 10 correct answers,
congratulations, you’re a real Intimidator! If you knew 7 or 8 correct
answers, you’re a Head Wrench. 5 or 6 correct answers earns the
title of Rookie- better get cable TV so you don’t miss any races thig
season! If you knew 4 or less correct answers, you’re a Lugwrench-
hopefully, you’re a better driver than you are a trivia buff.




damage 17, 25, 179
damage, repairing 37
Darlington Raceway 87, 148, 164, 178
dashboard 37, 145

decklid 146, 147, 167
delete 137

dialer, muftiplayer 54

direct connect 53, 54
Dover Downs International Speedway 90, 178
downforce 131, 142, 146, 147, 149, 167, 188
drafting 167, 168, 169, 189
drag 146, 147, 158
driverinfo 11, 15, 56, 57
driveshaft 162 ;
driving mode 15

driving style 142

E

engine 148, 174

ENTER key 34

entry list 15, 56, 57, 58, 59
ESCape key 13, 18, 42, 48
event 7, 13

exit 11

F

F3 144

F5 141

F6 154

F7 147

F9 179

fill to 32

fishtail 131

five-point bonus 180

flags 193

frame rate 63, 64, 65
France, William Sr. 123
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tont grill 177

ront wheels 150

el 143, 144, 145, 177
el cell 143, 189

uel gauge 23, 24, 145
el mileage 32 ;

Jraphics 62, 63

raphics, hotkeys 66
Jraphics, show counter 64
jroove 171, 189

1andling 132, 141, 146, 159, 160, 166
1orsepower 141, 162, 163, 174
humidity 140

info, driver bios 56, 59

nspection 146

instrumentation 23

nternational Speedway Corporation 126

joystick 5, 179
oystick, calibration 6

Index
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left-side weight 152

load transfer 137, 151, 158

loading setups 136

Long Pond Straightaway 113

loose 35, 131, 147, 153, 154, 156, 158, 160, 173, 189
lug nuts 141

M

mainmenu 11, 12, 13, 18, 20, 27, 51, 83, 56, 57, 62
Martinsville Speedway 93

Michigan International Speedway 7, 96, 168, 1 78
modem 53, 54

modem, setup 55

multiplayer 11, 53, 54, 55

N

name 137

network play 54

neutral 153, 190

New Hampshire International Speedway 99, 168
next session 19, 21

night 81, 84, 86

nitrogen 140

North Carolina Motor Speedway 102, 103, 168, 178
North Wilkesboro Speedway 105

notes 133, 137

0]

octane ratings 143

oil pressure warning light 163

opponents, number drawn 64

oppeonents, number of 15

opponents, strength of 14, 15, 52
options 11, 22, 27, 28, 52, 62
oversteer 131, 147, 156. See also loose
P

pace car 39
pace lap 16, 39
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yaint shop 11, 56

yause key 7, 31, 33, 176

‘enske Corporation 96

*hoenix International Raceway 108
lhonebook 55

it board mformat.'on 30

it lanes 8

it status 37

itstop 141, 144, 147, 154, 177
its 78, 132, 154, 159, 162, 174, 190
locono Raceway 111

mfs 50, 51, 52

ontiac Grand Prix 164

Jractice 8, 19, 20, 21, 22, 26, 31, 51, 166, 172, 175
rinting setups 137

ushing 131, 145, 147, 158

alifying 19, 21, 31, 51, 136
ick race 7, 8, 11, 12, 13, 18, 19, 20, 22, 39

_ce 8, 13, 20, 21, 31, 51, 136
ace length 14, 15, 52
ice options 13, 14, 15, 22

eweekend 8, 13, 14, 16, 18, 20, 21, 28, 40, 42, 132, 143

ar spoiler 25, 36

yarview mirror 23, 26, 175

pairs 37, 179

iplays 21, 41, 42, 43, 47, 48, 49
iplays, camera angles 41, 46, 47
lays full screen 48
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replays, incident buttons 47

replays, selecting cameras 43

restart 40

restrictor plate 190

return 22

Richmond International Raceway 115

Riesbeck, Jim 126

road courses 160, 161, 169

rolling drag 140, 142

K -
"S"key 175

screen resolution 64

screw jack 155

Sears Point Raceway 118

season 51, 52

session 18

set confrols 6

setup 136, 137, 158

setup, camber 150

setup, comments 137

setup development sheet 132, 133, 134, 135, 137, 143, 150,

152, 153, 158, 159, 161
setup, tires 142
setups, saving 137
shift 114
shift gears 111
shock absorber 142, 157, 159
short tracks 153, 160, 169, 179
simulation mode 15
skid marks 62
sound menu 27, 28
Southern 500 176
speech 27, 28, 29
speed limit 26
speed/gear display 26, 175
spoiler 146, 147, 167, 173, 176

1] KASCAR,

‘ FFICIALLY LICENSED BY

[l1//| NASGAR,

potter 27, 28, 29, 30
otter level 29
er, text 28

teering lock 160, 161

leering wheel 5, 6, 160
iperspeedways 153, 160, 168, 179
spension 139, 148, 149

alladega Superspeedway 123, 158, 160 161, 162, 168, 174
asting 8, 12, 16, 26, 166, 172

hrustmaster Formula T2 6

'ht 131, 154, 160, 173, 192. See also pushing

_,‘ Changer 141, 177

re changes 37

re changing 34

e pressure 140, 141, 159, 176

re pressure adjustments 34

fe problems 142

re temperatures 33, 138, 139, 149, 150

e wear 106

dersteer 131, 145, 147, 156, 158, 192. See also pushing

alve stems 141

’ R Controls 43, 44

CR conftrols 48

CR Keyboard Shortcuts 45
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Waltrip, Darrell 81

warm up 21, 51

warning light 23, 25

Watkins Glen International 126, 169

weather 15, 17, 142, 148, 164

weather, temperature 17

wedge 35, 154, 155, 156, 159, 173, 176, 192
weight 139, 145, 151, 152, 153, 154, 155, 156,
weight, distribution of 142, 151, 157, 159
wheel 140, 141, 155, 157, 159, 180

wind, direction 17

wind, speed 17

Y

yellow flags 14, 16, 39

157, 173, 178
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sierra On-Line Main Number:
0. Box 85006
gllevue, WA 98015-8506

Hodem Support
ompuServe.
Imerica Online:

Jirect Sales / Information
.8. Direct Sales
sierra On-Line Direct Sales

dmaha, NE 68106

Dn-Line Sales
JompuServe:
dimerica Online
INTERNET

lisk/Doco replacement:
lerra On-Line Fulfifment
0 Box 485

oarsegold CA 93614

sierra On-Line, Limited

? Beacontree Plaza
siflette Way

teading, Berkshire

XG2 0BS United Kingdom
0118} 920-9111

utomated Technical Support Line
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(206) 644-4343

fechnical Support - United States

(206) 644-4343 8:15am-4:45pm PST, Monday-Friday
Technical Support Fax: (206) 644-7697

GO SIERRA
Keyword Sierra
http://www.sierra.com

(800) 757-7707, 24 hours a day, 7 days a week.

{100 West Center Road, Ste. 301

GO 8I (CServe Mall)
GO SIERRA Keyword SIERRA
hitp:/fwww.sierra.com

IS Disk/Doco Replacement & Returns

Product Returns:
Sierra On-Line Returns
PO Box 485

Coarsegold CA 936174

fechnical Support - United Kingdom

Phone: (0118) 820-9111
Monday-Friday, 9am-5pm (U.K.)
Fax: (0118)-987-5603
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Copyright Notices

NASCAIRLE Racing Iislofﬁcialy licensed by NASCAR®. AC Delco is a registered trademark of Delen
Eiectml_ncs Corp. Division, General Motors Corporation. Auto Palace is a trademark of ADAP, ¢
Bosch is a registered trademark of Robert Bosch Co. CARQUEST is a registered trademark o/

CARQUEST. Champion Spark Plugs is a registered trademark of Cooper Industries, Inc, Chevrolel,

the Bow Tic emblem, Monte Carlo, and related body design are trademarks of the Chevrolet Mot
Division, General Motors Corporation and used with permission to Papyrus Design Group, Inc. Daytofii
USA is a registered trademark of International Speedway Corporation, and is used under permission
granted by Daytona Propertics. DeVilbiss is a registered trademark of DeVilbiss. DeWitt Concrete iu i
trademark of B.R. DeWitt, Tne. Dimension Cable is a trademark of Dimension Cable, Inc. Exide is i
registered trademark of Exide Batteries, Inc. Food City is a trademark of K-V-A-T Food Stores. Foril
Trademarks used under license from Ford Motor Company. Fram Filters is a registered trademark ol
Allied Signal, Inc. GM Goodwrench Service is used under permission from General Motars Corporation

Qood}!’s Headache Powder is a registered trademark of Goody's Manufacturing Corporation, Goodyeur
(& winged foot design} and Eagle are trademarks of The Goodyear Tire & Rubber Co., reproduced hy
permission. Hooters is a registered trademark of Hooters of America, Tnc. Jesse Jones Hot Dogs is i
registered trademark of Goodmark Foods, Inc, Kellogg’s is a registered trademark of Kellogg’s Company,
Kendall Motor Oil is a registered trademark of Witco Corporation. Kroger is a registered trademark of
Kroger Food Stores. MAC Tools is a registered trademark of Mac Tools, Inc. MBNA America i3 i
federally registered service mark of MBNA America Bank, N.A. Mobil | is a registered trademark ol
Mobil Corporation. Monroe is a trademark of Monroe Auto Equipment Co., subsidiary of Tenneco
Ine. Pennzoil is a registered trademark of Pennzoil Company. PEPSL the Pepsi emblem, and Mountuli
Dew are registered trademarks of PepsiCo, Inc. and used under permission. Plasti-kote is a registered
trademark of Plasti-Kote Co.,used under permission with McClean Marketing, Inc. Pontiac, Pontige
*Arrowhead’ Emblem. and Grand Prix are trademarks of General Motors Corporation used undér license
!Jy Papyrus Design Group, Inc. Purolator is a registered trademark of Purolator Product, Inc. STIHI

is a trademark of Mid Atlantic STIHL Corp. TrueValue Hardware is a registered trademark of Cotter &
Company. Valvoline registered trademark used with permission from the Valvoline Company, a division
ofAshland Oil, Inc. Aeroquip is a trademark of Aeroquip, used under permission. American General
Finance is a Subsidiary of American General Corporation, used under permission. APCO is a trademark
FJf APCO, used under permission. AATAC is a trademark of AATAC, Inc., used under permission. BF|
is a registered trademark of Browning-Ferris Industries, Inc., used under permsission. Bell Atlantic
Yellow Pages is a registered trademark of Bell Atlantic, used under permission. Bojangles is a registered
trademark of Bojangles, used under permission. The Coca-Cola Company, *Coca-Cola”, and the Contout
Bottle design are registered rrademarks of The Coca-Cola Company. Craftsman is aregistered trademark
and used under permission from Morris International. Cruise America Motorhame Rental and Sales i
aregistered trademark of Cruise America and used under permission. Cumberland Farms is a registere(
trademark and used under permission. Dana Corporation and “People Finding A Better Way™ are
trademarks of Dana Corporation, used under permission. Detroit Gasket is a registered trademark of
Indian Head Industries, Inc., and used under permission from Indian Head Industries, Inc. DeWall
Tools is a registered trademark of Black & Decker, and used under permission from Black & Decker

DieHard is a registered trademark of Sears & Roebuck, Inc. and used under permission from Moore &

Cotter. Dollar-Rent-A-Car name and logo are registered trademarks of Dollar-Rent-A-Car and uscd
under permission.
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Duragloss is used under permission. Fas Mart is used under permission. F irst Union is a registered

rademark of First Union National Bank of North Carolina and used under permission from The William

Cook Agency. FLEET is used under permssion. Footé Hospital used under permission. Foxwoods

Resort and Casino name and logo used under permission. Gargoyles is used under permission. General

Tire name and logo are registered and used under permission. Gladiator Vans is a register trademark of
Glaval Corporation, and used under permission. Hanes, the Hanes logo, and “Just wait'll we get our

Hanes on you” are registered trademarks of the Sara Lee Corp. and used under permission. Hayes is a

registered trademark of Hayes Microcomputer Products, Inc. and used under permission. Humminbird

used under permission of Huey & Cook Partners. Husqvarna is used under permission from Husqvarna

Forest & Garden Co. Jiffy Lube name and logo are registered trademarks of Jiffy Lube, Inc., and used
under permission. Kenwood is used under permission. Meijer is used under permission from Meijer

Stores. Miller Electronic is used under permission from Miller Electronic Manufacturing Co. Musco

Lighting is used under permission. NAPA is used under permission from NAPA. New Holland is used
under permission from New Holland, SplitFire, “The Patented Performance Spark Plug”, and Peak

are registered trademarks of Old World Industries, Inc. and used under permission from Old World

Industries, Inc. Prestoner name and logo are registered frademarks of Prestone Products Corporation
used under permission. Raybestos name and logo are registered trademarks of Brake Parts; Inc., and
used under permission. Sands Chevrolet used under permission from Sands Chevrolet. Saftey-Kleen
1§ a registered trademark of Safety-Kleen Corp., and used under permission, Save Mart is used under
hermission from Save Mart Supermarkets. Shoney’s is used under permission from Shoney’s Restaurants.
Sports Image, Tnc. is used under permission from Sports Image, Inc. Sprint Centel is used under
‘permission from Sprint. TNN is used under permission from Gaylord Entertainment.  TranSouth
Financial is used under permission. Tyson Holly Farms is used under permission from Spectator Sports,
Inc. Unocal 76 name and logo are used under permission from Unocal 76 Gasoline. Western Auto is
used under permission from Western Auto. Winn Dixie is used under permission from Roush Racing,
nc, WDJIB, WSET, and WMUR ABC TV9 are used under permission from their respective stations.
Big Boy Restaurants name and logo is used under permission from Big Boy Restaurants, Inc. Darlington
R aceway, Talladega Superspeedway and Watkins Glen International are registered trademarks of The
Tnternational Speedway Corporation, and used under license with International Speedway Corporation.
Bristal International Speedway is a registered trademark used under license. Phoenix International
Raceway is a registered trademark used under license. The frack names and track likenesses of
Martinsville Speedway, New Hampshire International Speedway, North Wilkesboro Speedway, Pocono
Raceway, Richmond International Raceway, Sears Point Raceway, Dover Downs International
Speedway, North Carolina Motor Speedway, Charlotte Motor Speedway, Bristol International Speedway
and Phoenix International Raceway and Michigan International Speedway are officially licensed by
the individual tracks. The Atlanta Motor Speedway is a registered trademark, the mark and track
likeness are used under license from the Atlanta Motor Speedway. Martinsville Speedway is aregistered
trademark, the mark and track likeness are used under license from Martinsville Speedway. Michigan
International Speedway is a registered trademark of Penske Corporation, the mark and track license are
used under license from Penske Corporation. New Hampshire International Speedway is a registered
trademark, the track name and likeness are used under license with the New Hampshire International
Speedway.
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The name and likeness of Rick Mast and the name, marks, and race car design of the #1 Hooters car, arg
used under license with Precision Products. Rusty Wallace’s name and the likeness of the #2 car, including
the Ford Motorsport logo are registered trademarks used under license with Penske Corporation. The
name and likeness and marks of #3 GM Goodwrench Service stock car and Dale Earnhardt, are licensed
with Dale Earnhardt, Inc. Sterling Marlin name and likeness and KODAK, GOLD and Trade Dress are
trademarks licensed to Papyrus Design Group, Inc. by Eastman Kodak Company. The right to use the
name, likeness and image of the Hendrick Motorsports Car #5, Kellogg’s Racing and Terry Labonte are
granted under license from Hendrick Motorsports, ™, © 1996 Kellogg Company. The Valvoline
trademarks, Roush Racing and Mark Martin's name and/or likeness used by authority of Roush Racing,
Livonia, MI, The Family Channel trademarks, PRIMESTAR trademarks, Roush Racing and Ted
Musgrave's name and/or likeness used by authority of Roush Racing, Livonia, MI. Geoff Bodine's
name and the likeness of the #7 car including the QVC trademark are used under license with GEH,
Incorporated. Stavola Brothers Racing, Circuit City Stores, Inc., and Hut Stricklin name and likeness,
licensed by Advantage Management, Inc., Nashville, TN. Tide and Tide the Logo are registerc(
trademarks of Procter & Gumble and may not be reproduced without the written consent of Procter &
Gamble. Procter & Gamble have licensed these rights to Papyrus Design Group’s name. Name and
likeness of the #10 Tide car is used under license with LCR, Inc.. Derrike Cope name and likeness,
Bobby Allison Motorsports marks and Badcock Home Furnishing Centers marks licensed by Advantage
Management, Inc., Nashville, TN, The name and likeness of Wally Dallenbach, Jr. and the name, marky
and race car design of the # 15 Hayes car, are used under license with Hayes Microcomputer Produets,
Inc. and Bud Moore Engineering, Inc.. The name, likeness and race car design of #17 Western Auto,
and name and likeness of Darrell Waltrip, are used under license from Western Aulo Parts, The name of
Bobby Labonte, the name and marks of the Interstate Batteries Company and #18 car, and the name,
marks and race car design of Joe Gibbs Racing are used under license with Joe Gibbs Racing. The
name and likeness of Loy Allen and the name, marks and race car design of the #19 Healthsource car,
are used under license with Tri-Star Motorsports. The name and marks of CITGO are a registered
trademark of CITGO Corporation. The name and likeness of Michael Waltrip and the name, marks and
race car design of the #21 CITGO car are used under license with Wood Brothers. The name of Ward
Burton, the #22 MBNA stock car name, likeness and tradedress are used under license with Ward
Burton and The Source International. The name, likeness and race car design of #23 Travis Carter
Motorsports stock car, and name and likeness of Jimmy Spencer, are used under license from Travis
Carter Motorsports. The right to use name, likeness and image of Hendrick Motorsports car #24 DuPonl
Automotive Finishes and Jeff Gordon are granted under license from Jeff Gordon Motorsporls, Ing,,
The name of Johnny Benson, the name. marks and race car design of Bahari Racing’s #30 car including
the trademark of Pennzoil Company, are used under license with Bahari Racing and Johnny Benson,
The name and likeness of Robert Pressley and the name, marks and race car design of the #33 Leo
Jackson Motorsports car, are used under license with Leo Jackson Motorsports, The name and likenesses
of Ricky Craven and the name, marks and race car design of the #41 Larry Hedrick Motorsports® car,
are used under license with Larry Hedrick Motorsports. The name of Mike Wallace is used under
license with Keystone Sports & Event Marketing, agent for Mike Wallace. The name, likeness and
race car design of #43 STP stock car, and name and likeness of Bobby Hamilton, are used under license
from Petty Enterprises. The name and likeness of Jeff Purvis and the name, marks and race car design
of the #44 Phoenix Racing car, are used under license with Phoenix Racing. The name and likenesy
of Dave Marcis and the name, marks and race car design of the #71 Marcis Auto Racing car, are used
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nder license with Marcis Auto Racing. The name and likeness of Morgan Shepherd and the name,
narks and race car design of the #75 Butch Mock Motersports car, are used under license with Butch
Vlock Motorsports. The name and likeness of Kenny Wallace and the name, marks and race car design
of the #81 Square D car, are used under license with Moore & Cotter. The name and likeness of Joe
Nemechek and the name, marks and race car design of the #87 Burger King car, are used under license
with NEMCO Racing Team. The name, marks and race car design of the #90 Heilig-Meyers car are
used under license with Swansboro Motor Co. Bill Elliott name and likeness licensed by Advantage
Management, Inc., Nashville, TN. ©1996 McDonald’s Corporation. The following are Registered
Trademarks of McDonald’s Corporation: McDonald’s; McDonald’s Logo and Design; MeDonald’s
Racing Team Logo and Design; Golden Arches Design; Speedee Logo and Design; Ronald McDonald
House Charities., The Exide trademarks, Roush Racing and Jeff Burton’s name and/or likeness used by
authority of Roush Racing, Livonia, MI. Dover Downs International Speedway aerial photo courtesy
of Gary Emeigh. Martinsville Speedway 1996 aerial photo courtesy of T. Taylor Warren, New
Hampshire International Speedway aerial photo courtesy of John Owens. Phoenix International Raceway
aerial photo courtesy of Landiscor Aerial Photography. Richmond International Raceway acrial photo
courtesy of Richmond International Raceway. Darlington Raceway aerial photo used under permission
granted from International Speedway Corporation. Michigan International Speedway, Inc. aerial photo
courtesy of Jim Cutler Photo, property of Michigan Speedway. Opening Screen Photograph of Dale
Earnhardt: © Don Grassman/ CIA Stock/ All Rights Reserved. Copyright © 1996 Sierra Onling, Inc.
and Papyrus Design Group, Inc. All Rights Reserved.
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Notes

ITIS ILLEGAL TO MAKE

UNAUTHORIZED COPIES OF THIS SOFTWARE

This software is protected under federal copyright law. It is illegal to make or distribute copies of this
software except to make a backup copy for archival purposes only. Duplication of this software for any
other reason including for sale, loan, rental or gift is a federal crime. Penalties include fines as high ax
$50,000 and jail terms of up to five vears.

Sierra On-Line, Inc. supports the industry’s effort to fight the illegal copying of personal computer
software. Report Copyright Violations To: SPA, 1730 M Street N.W. Suite 700, Washington, D.C,
20036 - (202) 452-1600

This manual, and the software described in this manual, are copyrighted. All rights are reserved. No
part of this manual or the described software may be copied, reproduced, translated or reduced to any
electronic medium or machine- readable form without the prior written consent of Sierra On-Line, Inc,
©1996 Sierra On-Line, Inc. ® and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc.
All rights reserved. Bellevue, WA 98007. Printed in the USA.

YOU ARE ENTITLED TO USE THIS PRODUCT FOR YOUR OWN USE, BUT MAY NOT SELL
OR TRANSFER REFPRODUCTIONS OF THE SOFTWARE, MANUAL, OR BOOK TO OTHER
PARTIES IN ANY WAY, NOR RENT OR LEASE THE PRODUCT TO OTHERS WITHOUT PRIOR
WRITTEN PERMISSION OF SIERRA. YOU MAY USE ONE COPY OF THE PRODUCT ON A
SINGLE GAME MACHINE, COMPUTER, OR COMPUTER TERMINAL. YOU MAY NOT
NETWORK THE PRODUCT OR OTHERWISE INSTALL IT OR USE IT ON MORE THAN ONI:
GAME MACHINE, COMPUTER, OR COMPUTER TERMINAL AT THE SAME TIME.

UNAUTHORIZED REPRESENTATIONS: SIERRA WARRANTS ONLY THAT THE PROGRAM
WILL PERFORM AS DESCRIBED IN THE USER DOCUMENTATION, NO OTHER
ADVERTISING, DESCRIPTION, OR REPRESENTATION, WHETHER MADE BY A SIERRA
DEALER, DISTRIBUTOR, AGENT, OR EMPLOYEE, SHALL BE BINDING UPON SIERRA OR
SHALL CHANGE THE TERMS OF THIS WARRANTY,

\

IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, SIERRA MAKES NO
WARRANTY, EXPRESS OR IMPLIED, REGARDING THIS PRODUCT. SIERRA DISCLAIMS
ANY WARRANTY THAT THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, AND ANY
IMPLIED WARRANTY OF MERCHANTABILITY SHALL BE LIMITED TO THE NINETY (90)
DAY DURATION OF THIS LIMITED EXPRESS WARRANTY AND IS OTHERWISE EXPRESSLY
AND SPECIFICALLY DISCLAIMED. SOME STATES DO NOT ALLOW LIMITATIONS ON HOW
LONG AN IMPLIED WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY
TOYOU.

NO CONSEQUENTIAL DAMAGES: SIERRA SHALL NOT BE LIABLE FOR SPECIAL,
INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, EVEN IF SIERRA IS ADVISED OF
OR AWARE OF THE POSSIBILITY OF SUCH DAMAGES. THIS MEANS THAT SIERRA SHALL
NOT BE RESPONSIBLE OR LIABLE FOR LOST PROFITS OR REVENUES, OR FOR DAMAGES
OR COSTS INCURRED AS A RESULT OF LOSS OF TIME, DATA OR USE OF THE SOFTWARE,
OR FROM ANY OTHER CAUSE EXCEPT THE ACTUAL COST OF THE PRODUCT. TN NO
EVENT SHALL SIERRA’S LIABILITY EXCEED THE PURCHASE PRICE OF TII11S PRODUCT.
SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITATION OF INCIDENTAL OR
CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR EXCLUSION MAY NOT
APPLY TO YOLU.
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NASCAR® Racing is officially licensed by MASCARE. The right to use the name, likeness, and image of Hendrick Motorsports car #24 DuPont Automotive Finishes
and Jeff Gordon are granted under license from JG Motorsports, Inc, The right to use the name, likeness and image of the Hendrick Motorsports Car #5, Kellogg's
Racing and Terry Labonte are granted under license from Hendrick Matorsports. TM ©1996 Kellogg Company. Tide and Tide the Logo are registered trademarks of
Procter & Gamble and may not be reproduced without the written consent of Procter & Gamble, Procter & Gamble have licensed these rights to Papyrus Design
Group's name. Mame and likeness of the #10 Tide car is used under license with LCR, Inc. Chevrolet, the Bow Tie emblem, Monte Carlo, and related body design are
trademarks of the Chevrolet Motor Division, General Matars Carporation and used under license by Papyrus Design Group, Inc. GM Goodwrench Service is used
under permission from General Mators Corporation. The name and likeness and marks of #3 GM Goodwrench Service stock car and Dale Eamhardt, are licensed
with Dale Earnhardt, Inc. Pontiac, Pontiac "Arrowhead” Emblem, and Grand Prix are trademarks of General Motors Corporation used under license by Papyrus
Design Group, Inc The name of Johnny Bensen, the name, marks and race car design of Bahari Racing’s #30 car including the trademark of Pennaoil Company, are
used under license with Bahari Racing and Johnny Benson. Geoff Bodine's name and the likeness of the # car including the QVC rademark are used under ficense
with GEB, Incorporated. Rusty Wallace's name and the likeness of the #2 car, including the Ford Motorsport logo are registered trademarks used under license with
Penske Racing South, Inc. Goodyear (and winged foot design) and Eagle are trademarks of The Goodyear Tire and Rubber Co,, reproduced by permission. Unocal 76
name and logo are used under permission from Unocal 76 Gasoline. Ford trademarks used under license with Ford Mator Company. ©1996 Sierra On-Line, Inc. @
and/or ™ designate trademarks of, or licensed to Sierra On-Line, Inc., Bellevue, WA 98007, All rights reserved. 005531000
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