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Installation

Close all other programs before you begin installing NASCAR
Racing 3. Place the CD ROM disk in your drive. The installation
process should begin immediately. Ifit does not, click on the START
button and choose RUN. Type D:\SETUP (substitute “D:” with the
drive letter of your CD ROM drive) and choose OK. The installation
wizard will now begin.

i
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Choose the installation
method you’d prefer.

The Full installation

requires approximately

260 megabytes of hard |

drive space. The
Typical installation only
consumes about 100
megabytes of drive
space.

After a brief system test
is performed by the
installation program,
choose the drive and
directory (folder) that
you’d like to place
NASCAR Racing 3 in
on your system. Use the
default path, or click on
the BROWSE button to
create your own.
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In allation- Continued

will guide you through
the process of choosing
which graphic
acceleration card you’d
like to use, and the
quality of sound you’d
prefer.

If you do not own a
supported Voodoo or
D3D graphics accelerator card, choose ‘Software’ as your
acceleration method.

That’s all there is to it!

(N

License To Thrill.

Have you ever thought about what it would be like to race a 700-
horsepower stock car against the likes of Dale Earnhardt, Jeff Gordon
or Bobby Labonte? Think you could take them? How about the
tracks themselves .The Lady In Black, The Monster Mile, The
Rock...are you excited yet? Ifso, then fasten your seatbelt and turn

the page...it’s going to be a wild ride!




About This Manual

'i-:-\-___We re pretty sure you’d prefer to just jump in the car and do some

o ‘driving, referring back to this manual for assistance from time to

time. Feel free to do so, this book was meant to be skimmed.
Eventually you’ll have questions: “How can I make NASCAR
Racing 3 run smoother on my machine?” “How do the sway bars
affect the way my car handles?” When you’re ready to learn the
answers to these and other questions concerning NASCAR Racing
3, we hope you will find this manual both helpful and informative.
So, “Ladies and Gentlemen: “Calibrate your controllers and start
your engines!”

Single Raé_e :
Championship .
Multiplayer
Driver Info
Optionsh

View Replay
Exit
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Setting Up
Wheels,
Joysticks And
Other
Controllers

Step One: Before you launch NASCAR Racing 3, plug your
joystick, wheel, gamepad or other computer game controller into a
game port on the back of your computer.

Step Two: Launch NASCAR Racing 3. From the Main Menu,
click on Options. Ifthe Controls tab is not already selected, click on
it to reveal the Controls Menu (as indicated by arrows below).

Step Three: Choose a joystick driver. If your controller has been
selected and configured in Windows 95/98, you can use the DirectX
joystick driver. If your controller is not configured in Windows 95/
98, choose the Papyrus joystick driver instead. This is a generic

joystick driver; later on, you may want to experiment with both
joystick drivers to find the one that gives you the best feel.
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- ;" Calibrate your
corltrﬁll&r(s) by first clicking on
alibrate Joystick 1 button.
Ilow the prompts on the
“screen, moving your controller through all of its limits, then pressing
the Enter key. If your control method requires the second joystick
input, click on the Calibrate Joystick 2 button and repeat the
calibration process.

Cafibrate Joystick 1

Calibrate Joystick 2

Step Five: Now that your controller is properly calibrated, you
need to set each control. This is simply the process of telling
NASCAR Racing 3 how you’re going to control the stock car with
your device: What keyboard keys/movements will shift gears, steer
the front wheels, brake, etc.
Beginning with the top control
item, Steering, work your way
down the list. Click to the right
of the word Steering, and steer
left first, then right. If you're
using a wheel, this would
mean you would turn your
wheel left, then right. Joystick
users would probably move
the stick left, then right. Keyboard drivers (gulp!) would press a key
to represent left steering, then choose a key to operate right steering.

Sot Controls

Steering: Joy 1 X axis o
Acceleration: Joy 1 Y axis
Braking: Joy 1 Y axis
Shift Up: Joy 1 Fire 2
Shift Down: Joy 1 Fire 1

Reverse: Joy 2 Fire 2

Now, click on the next item, Acceleration. If you have a wheel/
pedal set, step on the accelerator pedal to identify what you’re going
to use for a throttle. If you’re using a joystick, press one of its buttons
or push it forward (or make any other movement with it) to identify
its movement as your accelerator. Planning to use the keyboard for
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your accelerator? No problem, just press the key you want to use as
the accelerator.

Continue down the list, item by item until you’ve told NASCAR
Racing 3 how you want each control to work. Once you’re finished,
there’s no need to do anything else- your selections will automatically
be saved in a file, so next time you launch NASCAR Racing 3, your
controls and preferences will still be set!

Now take a look at a few
other items on the
Controls Menu. Braking
Help keeps you from
driving too hard into the
corners; as you approach
each turn, the brakes will
begin to engage on their
own in order to prevent
you from wiping out.
With Braking Help
turned on, your stopping distances will be much greater than those
of a skilled driver who isn’t using Braking Help.

' Dn‘w‘né Aids

!.____[ Shifting Help

Steering
| [V]Whesl {Linear)

Shifting Help allows you to decide whether you’ll shift your own
gears manually, or have the computer handle this task for you. With
Shifting Help enabled, the computer will automatically upshift or
downshift based on your rpms.

If you’réaﬂy want to be competitive at NASCAR Racing 3, you'll

need to disable Braking and Shifting Help in due time. These aids
are helpful for beginners, but can reduce your overall speeds.




How To Get
NASCAR Racing 3
To Run Better On
Your Computer

Framerate. Animation Speed. Smooth Graphics. No matter how
you describe it, achieving optimal performance from your computer
is essential in order to fully enjoy NASCAR Racing 3. You can’t
really capture the sensation of driving a stock car at over 190 mph if
your computer 1s struggling to keep up the demands of its software.

So, the next few pages provide you with everything you need to
know about running NASCAR Racing 3 with the best possible
animation speed for your computer system.

Graphics Acceleration

Let’s get right into it. The graphics in NASCAR Racing 3 are top
notch, but without a graphics accelerator card in your computer, you
may not be able to fully enjoy them. If you have one installed,
enable it by choosing the appropriate accelerator on the Graphics
Menu (choose Options from the Main Menu, then click on Graphics).
“If I buy a Voodoo board or D3D card for my computer, will I see
faster framerates?” This question is asked almost daily in computer

newsgroups on the Internet. The answer is, more than likely, yes.
Accelerator boards have special memory set aside for the sole purpose
of holding all of those pretty textures and graphics on your screen,
so your basic video card
and computer’s
motherboard aren’t
saddled with this chore.
This leaves the computer
free to process the all of the
other things going on-
sound effects playing
back, files being opened,
menu actions, and so on.

Go to the Controls Menu to set up your
accelerator board. Under the Hardware
Options area, choose the type of card you have
installed, then restart NASCAR Racing 3.
Now your accelerator board will be used, and
its information will be saved in a file. You
only need fto do this the first time you set up
vour accelerator board.

“Will I notice a difference
in graphic quality?” This
question usually follows
the first one, and the
answer to it too, is yes.
Definitely. These
accelerator cards all bring

new graphical features to the table, features you won’t enjoy without
a Voodoo or D3D board. Things like translucent smoke, anti-aliasing,
and texture-smoothing are all handled by a high performance 3D
accelerator board. They probably won’t make your spreadsheets

‘spread’ any faster or prettier, but NASCAR Racing 3 and other
entertainment titles Wlll take full advantage of a 3D accelerator’s
horsepowel




//llllb:lé‘fm

-

™

\\
&

/.

3D Sound

+NASCAR Racing 3
features three-dimensional,
““positional sound. If you
have a 3D audio card that
supports A3D 2.0, you can
enjoy richer sound effects
that include reflections
(sounds that bounce off of
other objects, such as how
the noise of your engine
would sound as itricochets  (ge the Sound Menu (go to Options from the
off of the wall next to the Main Menu, then click on the Sound button)
car). Without such an toselect the number of other cars you want to
audio board, you may need hear at any one time, and the ov?rah‘ quality
t6 Lt theJnumber il of sounds. Remember, 'evcrythmg that the

i program has to do requires some computer
quality of sounds that are power. If you're not enjoying fast, smooth

playing back. animation, you may need to reduce the load
on your system.

Framerate- How To
Speed Things Up

If your framerate is too slow when you play NASCAR Racing 3,
here are some things to do to make sure you get the fastest possible
animation speed:

1. Install a supported 3D graphics accelerator.

2. Install a supported 3D sound card.

1 NASGAR
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3. Reduce sound quality, or number of sounds heard.

4. Reduce the graphic detail by turning off some texures. Start with
the asphalt and crowd
textures, theyre the largest.

5. Reduce the number of
cars drawn ahead or behind
you. By only having ten
cars drawn ahead, for
example, you may get a
faster framerate than you
would if the computer had
to draw twenty cars ahead
of you (especially when all ~ Use the Graphics Menu (from the Main
twenty cars are tightly Menu, click on Options, then Graphics) to

spaced together ahead). run? off textures if your framerate isn’t
satisfactory. You can also set textures to

‘Auto,” which gives the computer control
6. Re.duce the SCICCN  over whether they show up or not. If the
resolution. Running in  framerate gets too slow, they’ll get turned off
1024 x 768 hi-res requires to compensate. If the framerate is running
more strength from the fine, they cgjt;!d be sw;rchzd zack on. ]I;be

PR ——— 1 e

computer than 640 x 480 computer wi :?‘Onsfaﬂtyb ec. te}crmf:,sr at

are set to Auto, and turn them on/off as
does. If your system seems

I necessary.
to still struggle, try lowering
the resolution.

7. _Redgce the “Track Drawn Ahead’ setting. This will probably
have the biggest single impact on framerate. A value of 1 means
that details on things like grandstands will not appear until you are

very close to them. A higher value, such as 6 means that you’ll see




much. finer-detail even from great distances. Reducing this value
helpa slower computer produce a better framerate.

8. Drop the Skid Mark Buffer to a lower setting. Skid marks that
occur as you race are stored in a buffer (in other words, an area of
memory set aside just for them). When this buffer fills up, the oldest
skid marks are removed from memory as new ones are added. Using
a smaller amount of memory for the skid mark buffer can help improve
framerates, especially if you notice a slowdown in performance
everytime you come across some skid marks on the track.

Choosing Graphics Options

Hardware d‘p‘l“ioﬂﬂ
3D K 3dex Glide

| ing

Foatures

Graaa & Asphalt Texty

Grandstand T. = :
el L Driving Resolution
Wall Toxturos [ 840 X 480

“j1024 X 768

Miscellanvous
Auto Detall Turn On: € P 26 Tps
Auto Dataldl Torn L
Oppenants Drawn Ahos
Opponants Drawn B
Track Drawn Ah
Replay Buffw

Contrals  Sound Graphics
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Using the Graphics Menu shown on the previous page (from the
Main Menu, choose Options, then graphics) you can adjust the
graphic detail to suit your liking. Turn some of the details off if your
computer is struggling...but crank up the graphics if your computer
can handle it!

Foatures

There is a gold button beside each item

i} : shown. This button allows you to set each
Teacksida Ob texture to On, Off or Auto. Setting a
N : texture to ‘On’ will force it to be on all
the time, while turning textures ‘Off” will
cause them to never appear. Use the Auto
setting if you’d like to let the computer
decide what it can handle.

Grass & Asphalt Tax

Wall Tox

Textures that are set to ‘Auto’ will
disappear if the framerate gets too low, and
they’ll reappear if the framerate improves
to a specific speed. You can decide the limits of when these textures
turn on/off by adjusting the ‘Auto Detail Turn On and Off” rates. In
the picture below, the Auto Detail Turn On rate is set to 25 fps. The
Turn Off rate is set to 13 fps. That means
that if NASCAR Racing 3 begins to run
slower than 13 frames-per-second,
textures set to Auto will turn off in an effort
to get the animation speed to improve.
Using our sample screen settings shown
here, once the animation speed (also known as framerate) gets back
up to__25 frames-per-second, textures set to Auto will reappear.

Paopls ] on

Miscellansous
Auto Datail Turn On: < ¥ 25 fps
Auto Datail Turn OfF: <€ > 13 fps
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Keyboﬂa_i;'d" Shortcuts For Graphics

. Y an also turn textures on or off using quick keystrokes as you
. drive. The keyboard keys for each graphic texture are shown below:

1] Grass, Asphalt, Concrete on/off

- 2] Clouds on/off

| &) Trackside Objects on/off/none
4] Grandstands on/off
5 Walls ' on/off
L] Horizon on/off
7] Car Textures on/off
8] Smoke/Dirt on/off
2] Skid Marks/Racing Groove/Lines on/off
(o] Trees/Poles/Light Towers/Scaffolds on/off
[ew](8]  Trackside Billboards on/off/none
[ew][T]  Trackside Vehicles (campers, haulers) on/off/none
[e] 1]  Infield on/off
[cv]F]  Fencing on/off
len] Pl People on/off

Each key or key combination listed above ‘cycles’ through. For . :
instance, if you press the 3’ key on your keyboard, the features on A Guide To Gameplay In NASCAR Racing
certain trackside objects will disappear. Press ‘3’ again, and the entire
objects will disappear. Press ‘3’ a third time and the objects and
textures will return. You can keep repeatedly pressing the keys above
to turn textures and objects on or off to your liking, Certain gameplay
clements, such as the animated flagman, brake markers and blinking
trackside caution lights may not be turned off.
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Menus How
'NASCAR Racing 3
Works

NASCAR Racing 3 features an easy-to-use Main Menu. If you’ve
owned previous versions of Papyrus Racing simulations, this screen
will be very familiar to you. If this is your first Papyrus Racing
simulation, don’t sweat it- the Main Menu is very basic and allows
you complete access to all of the features such as gameplay options
and types of races. We’ll cover them all in this section, starting with
the most important feature of them all: driving a stock car! Turn the
page to take your first test drive of NASCAR Racing 3...

Single Race
Championship |
Multiplayer
Driver Info

Options

llllllﬂlﬂfl
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Simple Navigation

Each time you press the ESCape key you back up to the

previous menu. You can always refurn to the Main Menu by
continuously pressing ESC, backing up one screen at a time.

| When driving, press the Pause key on your keyboard to freeze
| the action. Press the Pause key again (o resume driving.

Taking Your First Test Drive

There are several styles of racing in NASCAR Racing 3, and you
can customize each one in a myriad of ways. You can select which
style of racing you’d like to do by clicking on one of the first three
items found on the Main Menu: Single Race, Championship, or
Multiplayer.

Single Races allow you to test your mettle against computer-
controlled cars that represent real NASCAR drivers, such as Dale
Earnhardt and Jeff Gordon. Click on Single Race, pick a track,
choose your race settings and prepare to qualify!

By clicking on Championship, you can experience an entire season’s
worth of NASCAR racing- from Rockingham to Homestead. In
your quest for the coveted NASCAR Championship, you’ll need to
drive skillfully on each type of track as you accrue vital points
according to each finish.

When you choose Multiplayer, NASCAR Racing 3 takes on a whole
new dimension- that of battling it out with fellow human drivers
around the world using the Internet, or with friends on your own

home LAN (Local Area Network).




To drive, click on the Single
Race button...

Choose a track and adjust
the race settings...

Click on the Testing Session
or Go To Track buttons
found in the lower right
COIMer...

Let’s do some driving! For this
example, we’ll start at the Main Menu
and click on Single Race, then choose
Michigan Speedway. You can select
tracks easily in NASCAR Racing 3 by
clicking on the left/right arrows in the
upper left hand comer of the screen.
These arrow buttons allow you to cycle
through all of the tracks in alphabetical
order. You can also click on the drop-
down button next to the track name to
open an alphabetic list of all of the
tracks. This feature lets you instantly
select the track of your choice, without
having to scroll through the tracks one
atatime.

Got Michigan selected yet? Good!
One last order of business before we
take to the track: look at the race
settings, near the middle of your screen
to make sure that Damage is turned off.
This will allow you to get out there and
bang the car around some without
worrying about who’s going to have to
fix it!

Now we’re ready to roll. Click on the
Testing Session button located in the
bottom left area of the screen. Bang!
We’re now at Michigan Speedway, a

1 NASCAR |

/\J/"f/g Ly

wide, two-mile surface that provides a
perfect training ground...plenty of
room, with some high speed thrown in.
Your car is now sitting on pit road, its
engine running and in first gear (there
is no neutral gear in this simulation).
Click on the Race button found in the
lower right corner of the screen- now
you should be actually inside your stock
car. If you see an external view of your
car instead, press the F10 key until the
view switches inside the car.

Click on the Race button
located in the lower right
corner to take vour car out
onto the track..

A Quick Word About Gears

In this simulation, you have the choice of
letting the computer shift for you or
handling the duties of changing gears
yourself. It is strongly recommended that
you perform your own gear shifting, rather
than leave it up to the computer. You will
discover that your laps will be smoother,
faster and more consistent overall if you
shift gears manually.

Once you reach fourth gear, you may find
that most tracks demand no other shifting at
all- you can keep the transmission in fourth
gear lap after lap. Road courses generally

;do require some shifting to accomodate the

If you're going to handle
your own gears (highly
recommended), you’ll
need to know when to shift.
When the tachometer
needle reaches between §-
9,000 rpms, it’s time to shift
up.
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18 corners, but the bulk of the tracks can be driven while
ining in fourth gear. For the sake of this demonstration, it really
t matter which method of shifting you’ve selected- once the
1t reaches top gear, keep it there.

Check your rearview mirror, gradually apply some throttle and steer
the car to the far-right of pitroad. Give the car too much throttle and
the rear wheels will spin; the
car will fishtail uncontrollably
as you fight to regain control.
Remember, there’s no hurry
here- this is practice. Be
smooth, take your time and
drive a steady line.

As the car moves down the pit
lane, keep the throttle at

somewhere near the 7,500 rpm mark on the tachometer. This serves

two purposes: First, the car will not jerk out of control when it rides
| up onto the steep banking at the pit exit, and second, each track has
| a specific pit road speed limit that is strictly enforced during races
(this is a real-life rule which
|

cannot be disabled within

NASCAR Racing 3, so you

might as well establish the habit
| now of obeying pit road speed
' limits).

As you exit pit road, gently
blend the car up onto the
banking and begin to

11/ NASCAR|
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accelerate. If you're already set up to shift your own gears, remember
to shift up at somewhere between 8-9,000 rpms on the tachometer.
Ifyou’re letting the computer shift for you initially, don’t worry about
the tranny- you’ll notice the gears automatically being shifted
whenever appropriate.

Maintain a safe enough speed to stay in control as you round Turn
Two. If you hear the sound of rubber squealing, you’re going too
fast (Remember, your tires are still cold. Tires grip much better as
they get warmer).

When you reach the back
straightaway, give the car as
much gas as you want. It’s a
wide track, so there should be
plenty of room for the other
cars to get around you- just let
them. You're not racing yet,
the purpose of these laps is to
give you a feel for the car, the
track and its surroundings.

At the end of the straightaway
you’ll need to lift off the
accelerator and apply some
moderate braking. Try to get
the rpms down to around 7,000
in fourth gear. Let the car coast
around the turn and only re- '
apply the throttle when you see
"‘the entrance to the pit lane




begin to appear into view at Turn Four’s exit. Once you cross the
start/finish line, repeat the process- lift and brake into Turn One,
.._-aé'e_e]cfrate off of Two and settle in. Run some more laps, get
" ‘comfortable and then we’ll introduce some keyboard controls you
“can use while driving the car. See you back in the pits!

[ NASCAR

In-Car Displays And Controls

Now that you’ve got a few laps under your belt, let’s cover the basics
about the cockpit of your stock car, from its instrumentation to the
in-car radio. We’ll start with the dashboard itself:

the needle points all the way to the right (about

Fuel Gauge: The needle on this gauge indicates
how much fuel your car has remaining. When

e

clock) the tank is completely filled (22 U.S.
g,fl_onb). The Fuel Warning Light will begin




blinking when there are about three gallons of fuel left in the tank.
Your spotter will try to help remind you of low fuel, and how many
laps you’ve got left before the tank runs dry.

Tachometer: The largest, most
important instrument on the dash. This
dial indicates current engine rpms. The
tachometer digits are read in
thousandths (zero to ten-thousand
rpms). NASCAR stock cars do not
have speedometers in them, so the
drivers learn how to rely on the tach
for speed information. The tachometer
also lets the driver know when to shift gears. Generally, shifting up
should occur somewhere between 7,000 and 9,000 rpms. Constantly
letting the engine over-rev above 9,000 rpms will eventually lead to
engine failure. If the over-rev light blinks constantly while in fourth
gear at high speed, you’ll probably need to readjust gear ratios to
reduce the stress on the engine.

Oil Pressure: Normal operating pressure is 80
psi. Abusing the motor will cause the o1l pressure
to drop below recommended levels. If the oil
pressure continues to drop, eventually the engine
will fail.

Oil Temperature: This gauge shows you the
current temperature of the engine oil. Normal
readings are in the 200 degree range
(Fahrenheit), as indicated in the picture on the
previous page. Ifthe engine undergoes too much

LUNASCAR
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stress, eventually the oil in the motor will become too hot. You’ll
have to slow down or readjust gear ratios to compensate.

Water Temperature: Normal water
temperature readings are in the 175-200 degree
range (Fahrenheit). Water temperature can rise
when the engine suffers abuse, or if too much
grille tape is used. Eventually, the engine may
overheat because it’s not getting enough air
flowing through the grille to keep it cool. Have

the crew remove some tape from the car’s grille during the next pit
stop, in order to cool the engine down.

Speed And Gear
Indicator

You can toggle a display on
or off that shows your
current speed and gear (as
indicated by the arrow to
the left). Just press the ‘S’
key on your keyboard while you’re on the track. Press ‘S’ again if
you want to turn off the speed and gear display. This feature may be
especially useful as you attempt to drive into or out of the pits. After

all, you don’t want to be caught speeding on pit road, and this’1l help
you kesp an eye on that apeed1

/ 1%’11- find the speed and gear indicator also useful during practice

sessions, when you need to know how fast you’re cornering.
e




Arcade Driving Views

Press the F10 key while on the track to switch views of your car.
There are three available to use while driving: Cockpit, Arcade
Telephoto, and Arcade Wide-angle. Each press of the F10 key cycles
through these views, so it’s simple to return to the view of your
choice as you drive. Be
advised that when you use an
external arcade view of the
car, some of the information
available in the cockpit is
superimposed near the
bottom of the screen. Some
secondary information, such
as water temperature, is not
available when using an
external view.

The In-Car Radio

Your car is equipped with an in-car radio. This radio is accessed by
pressing the appropriate function key to carry out specific tasks.
While the last four functions relate to pit stops and the overall “well-
being” of the car, the first four provide you with timely information
about the race, your position and gas/rubber consumption- good stuff
to know if you plan on winning any races. Ofthese first four radio
items, the first two in particular stand out: Pit Board and Current
Standings. More than likely, you’ll view one of these two displays
constantly as you drive.

The next few pages of this section give you an overview of each of
these features, as well as the keystrokes required to carry out each
task. In addition, you’ll probably need to read the garage chapter in
this manual to find out more about the various changes you can have
the pit crew make to your car, such as tire pressure and cross weight
adjustments.
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Lap-?nfbrmation

While in the cockpit, you can view the pit board by simply pressing
the F1 key. Press the F1 key once to display the pit board; view it as
long as you’d like. Press the F1 key a second time to remove the pit
board from your screen. The pit board is a common item to have
constantly displayed, because it contains the number of laps
completed/remaining as well as the speed of your previous lap.

You can choose to have the
pit board show you the
speed of the previous lap in
either time or mph. From
the Main Menu, choose
Options, then click on the
tab labeled Controls. The
Controls Menu is the same
screen you used earlier to
configure your control

device. On the Controls
In the example above, car #5 is one second . _
ahead. Our last lap was just over 159 mph, Meny, notice the aFed
and car #122 is 1.4 seconds behind us, We're 1abeled ‘Lap Reporting
currently on the third lap of a 36-lap event. Format.” Choose either

Speed or Time here.

/lllll

Your Crew Chiefwill also call out lap times to you as your car crosses
the start/finish line, if you wish. To enable this option, press the “O”
key (the letter O, not the number zero). As you cross the stripe, the
Crew Chief will give you the time (in minutes and seconds) of the
lap. To have the Crew Chief cease calling out lap times, press the

“O” key again. Toggle this feature on and off at your
r‘ro_ preference. Most drivers will find it useful to have the Crew

Chief call out times while using the pit board display to
show speeds- this offers the best of both worlds.
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Current Standings

By pressing the F2 key, you can display the current race standings
which are constantly updated. Press F2 a second time to toggle the
current standings off. Each time you press F2 and enable the current
standings display, you’ll notice that your name is highlighted in
yellow.

N33 K Schrader
HLabonte
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By default, the standings display only gets updated once per lap, as
gach car crosses the start/finish line. You can, however, have the
slandings display update constantly, on the fly if you wish. While
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The Enter key
loggles the
§tandings
between ‘live
updates’ and
‘once per lap
updates.’

The Greater

Than and Less

Than key allow

you to scroll up
or down through
the standings, so

you’ll  know

who’s where.

viewing the standings display, press the Enter
key once. Now you’ll notice that each interval
is dynamic, rapidly updating. Something else
has changed as well- car positions are no longer
based on running order (1st place, 2nd place,
etc.) but rather on track position. The car directly
ahead of you will now be shown above your
name along with the time interval between it and
your car. It doesn’t matter whether that car is
ahead of you in position or not, the standings
display has been toggled to show location
mstead. Think ofit this way- there are two ways
to view the standings display, by position or
location.

You can use the greater than and less than keys
(<>)to scroll up and down the standings list as
you drive (just don’t try it while running three-
wide in a corner). These keys will scroll the
display up/down for you, regardless of which
mode you're viewing (position or location).
Remember, if you scroll too far away from your
own name while driving there’s an easy way to
retrieve it: simply press F2 to remove the
standings display, then press F2 once again to
turn it back on. Your name will now appear on
the screen, still highlighted.




What kind of gas mileage are you getting? Will you be able to finish
the race on the gas remaining in your car’s tank, or do you need to
make a quick stop on pit road for a splash of fuel? By pressing the
F3 key, you can get immediate answers to these questions.

Although the fuel
display gives you the
current miles-per-
gallon and fuel
remaining in the tank,
the critical value here

estimated laps
remaining before you
run out of gas. In
general, experienced
sim drivers will
periodically flip to this display (usually when pit strategies start to
unfold), view it briefly, then press F1 or F2 again to display pit board
or current standings info.

A Word On Fueling

Official NASCAR rules mandate that your car must be completely

is the number of
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“lopped off” with fluids during qualifying. So,
you won'’t be able to reduce the amount of fuel in
the tank in an effort to lighten the car before
Qualifying or Racing. However, you can pit
(luring races and specify the amount of fuel you’d
like added, though it’s not necessary. Each time
you pit the crew will automatically fill the tank
completely, unless there aren’t enough laps
remaining in the race to require a full tank. In the
Wwaning moments of a race, your Crew Chief will
calculate the amount of fuel needed to complete
the race and fill your tank accordingly. This saves
you the hassle of having to try this feat yourself-
you’ve already got enough to think about at 190
mph! However, if you’d like to specify the amount
yourself, use the Greater Than/Less Than keys (<
>) to set the desired fuel level.

a8

Use the Greater
Than or Less Than
key to adjust the
amount of firel you
want added to the
car during your
next pit stop.




It’s often been said that “Tires mean everything when you’re racing.”
Well the fact is, truer words were never spoken. Protect that rubber,
baby those tires and make them your friend. Tires don’t need hugs,
they don’t need kisses, they just need to be used at optimum
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temperatures. To find out how much compassion or abuse you're
putting your tires through, press the F4 key as you drive.

The temperatures of your tires are always changing as you drive.
With the F4 tire temp display enabled, you can watch these changes
n8 they occur. The display shows you a “top down” diagram of
your tires. Outer temperatures face the outsides of the display, inner
temps are shown on the inside of the display. Your left front tire is
ghown in the upper left corner, the right rear tire in the lower right
gorner, and so on. Each tire has three separate temperatures- the
lemperature of its outer edge, the tire’s middle, and its inner edge.

Check your tire temps in testing, practice and warmup sessions. White
numbers mean that a particular tire’s temperature is within optimum
ranges, or possibly too cold. Yellow numbers indicate that the
lemperature is slightly above ideal. Red numbers tell you that the
tire is getting too much heat and will not offer maximum road wear.




The first four function keys mentioned in this section relate to data,
that is, information about your car’s health and its position. The next
few function keys, F5-F9 allow you to communicate with your pit
crew and specify changes to the car. This is akin to “radioing ahead”
before you pit, so that you can focus on the race and let the crew
worry about the car. The first of these, the IS5 key, is what you’ll use
to tell the crew what tire changes (if any) you’d like them to make
during your next pit stop. This display also shows you, in bar graph
form, the amount of tire life remaining at a given moment.

Turn on the F5 display. Like the F4 tire temp display, the diagram
represents a “top down” view of the car- left front tire in the upper
left corner, left rear in the lower rear corner, etc. The number inside
cach rectangle indicates individual pressures of each tire. See that
green bar above each rectangle? That’s your tire wear indicator.
Each new tire starts out with a full green bar; as the green bar gets
shorter, rubber is wearing away. When the tire loses a significant
portion of its grip, the bar will change from green to yellow.
Eventually, the yellow bar will become so short that it changes color
again, this time to red. Once a tire reaches this point (red) it must be
replaced very soon. Let the bar expire completely, and so does that
tire.
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Jack ‘Em Up

[0 select tire changes, turn on the F5 display. By default, all four
tires will be selected for changing. That means that if you never
specify changes using the radio function keys, you’ll always get all

four tires changed when you pit. To tell your crew to only replace
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I the example above, both front tires are worn; the right front tire is starting to

em, they’ll all get changed by the crew. Use the Enter key to specify lefi or

ght side tire changes only. Use the Spacebar to highlight individual tires in
wrder to change pressure. In our shot here, if you’d like to raise the right front
Juessuze to 53 psi during the next pit stop. press the Spacebar repeatedly until
ght front tire is highlighted in yellow. Then use the Greater Than/Less
' ) keys to adjust the pressure itself.

g dangerously low on rubber. Since all four tires have a check mark next to




ichanged. The
Enter key acts as
a toggle to add or
remove check
marks, indicating
which tires will
be changed.

SPACE I

Selects which
tire to change
pressure of.

]

Raise and lower
pressure in the
selected tire. The
newly selected
pressure will be
adjusted by the
crew during vour
next stop.

the left or right sides, use the Enter key to select the
tires you want changed. Notice how the “check
marks” next to each tire toggle on/off as you hit the
Enter key. Here’s the pattern it follows: all tires
are selected for changing. Press Enter once to order
the crew not to change any tires. Press Enter once
more to only turn check marks on for the left side
tires. This indicates that only the left sides will be
replaced. Press Enter once more to have just the
right side tires selected for replacement. Finally,
press Enter again to tell the crew to replace all four
tires after all. You can endlessly toggle through
these choices until you’ve got it right. Eventually,
you’ll be able to perform this quickly and easily.

Pressure Points

By now you may have noticed that the F5 display
also shows you the current tire pressure settings
for each wheel. To have your crew change tire
pressures during the next pit stop, use the spacebar
to select atire. Each press of the spacebar highlights
a different tire in yellow. You can then set the
pressure of whichever tire is highlighted by using
the greater than and less than keys (< >) to raise or
lower the pressure. For example, press the spacebar
until the left front tire is highlighted in yellow. Now
use the greater than/less than keys to adjust the left
front pressure to 46 psi. Your crew will put 46 psi
in the left front tire during your next pit stop.

th the F6 key, you can call ahead for changes in the cross weight

0 'your chassis. This is a quick adjustment that can easily be made

y your crew in the pits. Press the F6 key to display the Wedge

window. In it, you’ll see the current setting of your car’s cross weight,

s well as an “adjust to xx” value. Using the greater than or less than

key, move the cross weight to the new value you’d like for it to be.

During your next pit stop, the crew will make the change accordingly.

Wedge: +0lbs
50.0%
Adjust Te: -101bs
48.Th




~Use the Greater
Than or Less Than
key to change the
amount of cross
weight you want
adjusted during
the next pit stop.
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Lets talk about cross weight (also known as wedge)
from a strategical standpoint for a moment. Notice
that cross weight is adjustable in five-pound
increments only. Each five-pounds represents a
“round-" that is, a complete revolution of the
wrench used to make the adjustment. When you
hear a person say, “We took two rounds of wedge
out,” that means they turned the wrench two full
revolutions to reduce the amount of cross weight.

Subtle cross weight adjustments can have a
dramatic affect on how fast your car turns laps.
Try to avoid the temptation of having the pit crew
add or remove cross weight in huge chunks; stick
with small changes instead.

When should you have the crew adjust cross
weight? If the car definitely feels too tight (car
doesn’t turn sharp enough), you may want to take
five or ten pounds out during the next pit stop. If
it’s too loose (back end fishtails as rear wheels spin
excessively) put some cross weight in. Also, if
you only get the right side tires changed in the
pits, you may want to add some cross weight to
compensate for having worn left side tires.

¢ your radio to call ahead for changes to the rear spoiler by pressing
the F7 key. Like some of the other function keys, the F’? spoiler

. Press the F7 key to pop up the spoiler adjustment window;
ﬁu’ll notice that the current spoiler setting is displayed, as well as

I “adjust to xx” value (just like the cross weight window).

Rear Spoller: 70

AdjustTo: 70




Greater
han and Less
- Than keys allow

Yyou to set a new
angle for the
spoiler. The new
setting will be
implemented by
your pit crew
during your next
stop.
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Use the greater than/less than keys (< >) to change
the spoiler value, in one-degree increments. Once
you’ve got it set, the crew will carry out the spoiler
adjustment during your next pit stop.

Keep in mind that spoiler adjustments may have
an affect on both your tire wear and engine
performance. Take a look at the garage section for
more information on how the spoiler setting affects
your car’s performance, and remember: stick to
smaller, subtle adjustments, don’t go overboard.

 pressing F8, you can display the Grille Tape window, which
lows you to radio ahead any changes you’d like the crew to make
neerning the amount of tape on the nose of your car. If your water
\perature is getting too hot, remove some tape during the next pit
During the final laps of a race, you may elect to add some
ape to try to achieve extra downforce during the stretch run to

Using the Greater Than and
Less Than keys (< >), you
can specify a new amount
of tape you’d like the crew
to work with when you pit.
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he Enter key to
It the crew to
I or avoid
any

Use the F9 key to display all of the changes that are going to be.
made during the next pit stop. This makes it easy to confirm all of

i next pit stop,
048 you press the
ter key, which
4 them not to.
I8 key acts as a
yle, repeatedly

ling repairs on/

the adjustments you want done, before you start heading for pit road. -
If you have spotter audio set to full speech (from the options menu/
sound setttings but we’ll explain this a bit later) you’ll hear your
Crew Chief confirm your changes.

/lllll

With the F9 status window displayed, you can
also see whether your car is damaged, and
decide if you want the crew to repair it or not.
Repairs generally consume precious time on pit
road- time you can’t always afford to spend.
Under a vellow flag it may be wise to get some
or all of the damage fixed, but getting repairs
during a green flag stretch may cost you too
much time to be able to remain competitive.
Press the Enter key to toggle repairs on or off.
By default, the repairs will automatically be
enabled when you incur damage. Press Enter
to prevent repairs. If you change your mind,
you can always press Enter again to reinstate
repairs.

Sometimes, when you’re in the pits getting the
car fixed you might find it necessary to halt
repairs and get back on the track quickly. In
these instances, have the F9 display toggled on
and just press the Enter key. The crew will stop
working on the car as soon as possible, drop
the jack and let you return to the action.




pergb-ﬁalizing NASCAR Racing 3

ow that we’ve spent some time covering the basic controls and
features of the inside of your car, let’s talk about the outside. There
- are several ways to put your own stamp on NASCAR Racing 3 (all
wrecks aside). You can type your name and biographical information
in and save it. That way, your own name (or nickname) will appear
in the race standings and results, instead the generic “The Player”
moniker. You can also use the NASCAR Racing 3 Paint Shop
(included) to put your own graphical touches on your car, but we’ll
cover the details of that later.

For now, get to the Main Menu and click on the Driver Info button.

Single Race
Champ:onsh:p
Multiplayer
Driver Info 4
Option®» &
View Replay o
Exit
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With the Driver Info
Menu, you have the
ability to create and
manage your own lists of
drivers. On the right of
this screen, you’ll see the
current driver’s list. These
are the foes you’d race
against if you went
directly to the track. But
since you're here, let’s
I ca quick look at how we can shuffle these drivers to suit our own

O the left side of the screen above, you’ll see the remaining drivers
Who’s cars exist on the system; these drivers simply aren’t a part of

the current list. To add a driver to your current list, click to highlight
ﬂ;e driver you want to add from the left side of the screen, click on
e arrow that points toward the right (located in the center of your
Jriver Info screen), and now the driver you wanted in your list is
ere. Remove unwanted drivers from the existing list in the same
fishion. Click on the driver’s name on the right side (in the current
li§t) and then click the arrow that’s pointing toward the left; this action
ill send the driver back to the bench. Save your changes when
nished by clicking on the ‘Save’ button, found at the bottom of the
een.

you’d like to create a fresh list from scratch, no problem. Click on
¢ ‘New List’ button along the bottom of the Driver Info screen;
yw you’ll have a blank sheet to start filling up with your favorite




Recall exishng lists by using the
drop,_ down button on the
,..Dr;ycf Info Menu. You’ll be
icing with the list of drivers
ou recall here, so get started!
Build a list of your favorite
NASCAR Winston Cup and
NASCAR Busch Series,
Grand National Division pros,
or create your own local drivers from scratch!

Entry List:

Entries: 43
ety
#63 John Smith
#1 Steve Park
#2 Rusty Wallace
#3 Dala Earnhardt

WINNINGS

Load TGA Save Paint Shop

When you click on the Player Info button at the bottom of the Driver
Info Menu, you’ll see the car you're driving, along with other
appropriate information.
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¥ clicking on the existing data
lit's there. For instance, click

latever name you plan to
iee under). Change the car
ber (this only affects the
Mumber shown in standings,
We'll paint new numbers on
{he car itself later) by typing a
number in. Change the

A Save FPaint Shop

er-right of the car on the screen shown). There are three different
ghassis makes that you can use in NASCAR Racing 3. While all are
Pqually matched, each one has its own inherent handling

Al the bottom of this screen, you’ll notice a button labeled ‘Paint
Shop.” Click on this button to repaint the car with your favorite
#ponsor- Spinner Rotors, Ichabod’s Ice Tea, Uncle Jesse’s Wax, or

i¢ end of this chapter, you’ll find more detailed information about
the NASCAR Racing 3 Paint Shop works.

_-'member how you cl1cked on Player lnfo to open the screen that



Supetspesdinay:

Statistics

Carant:

load TGA Sava Paint Shop

See the chart of numbers in the screen above? These values represent
each driver’s strengths and weaknesses. They may be edited as well.
Your favorite driver not keeping up with you out there on the track?
Pump up that driver’s ratings. You may want to make notes of where
the numbers were before you changed them, in case you don’t like
the new values once you’ve used them in a race.

Use the gold left/right arrows shown
next to the driver’s name (in the
example above, John Smith) to
cycle through your list of drivers.
That way you can easily move
through the entire list, editing to your
liking without having to leave this
screen and come back to it each time
you select another driver to edit.

We’ve been through the
car and its controls, and
we’ve got your own
name appearing in the
standings column now.
Time to do some racing!
From the Main Menu,
click on the Single Race
button. Now you’re at
the Single Race Settings
Menu. Remember, you
were here earlier when we took a few laps around Michigan
’peedway to get you acquainted with the car.

&herc are a host of racing options in NASCAR Racing 3. Everything
{rom how long a race lasts to what kind of weather conditions the

ce will be held in may be set to your liking. Notup to speed yet at
il certain track? Slow your computer opponents down. Too many
ears on the track for your comfort? Reduce the size of the field. As
Ou eventually gain confidence in your racing abilities, come back
10 the Single Race Settings Menu and beef things up a bit to make
ings more challenging.

eThf: preferences you select on the Single Race Settings Menu are
saved automatically from race to race- there’s no need to re-enter
them from scratch each time you launch NASCAR Racing 3. As
' gu through these for you one-by-one, keep in mind that most of
‘items on this menu can be set independently. No matter what
d of race you're looking for, you can create it here.




First off “there’s the Track Selector, which you already used earlier
to sele_ :M1ch1gan Speedway for our practice run. In Single Races,
ave the option of picking the track of your choice (some tracks,
such as Bristol, feature both day and night versions). In
~Championship Seasons, you’ll contest each track in the actual order
of its appearance on the NASCAR schedule. In Multiplayer Races,
the creator or host of the race gets to choose the track.

Once you’ve derived which track
you’re going to race on, look at
the right side of the Single Race
Settings Menu. These items
govern virtually facet of the race-
from its length to its field size. The
first section, Race Info, allows you
to set the length of the race, based
on the actual race distance for that
track. Select Richmond and set
the distance to 100%, and you’ll
be running in a 400-lap race. Set
the distance to 50%, and now
you’re competing in a 200-lapper.
Knock the distance down to 10%
and now you’ve got a 40-lap
sprint to the checkered flag. Run
any distance you wish, from 1% to 100%.

| Race Info
Race Length: € » 10%
Distance: 5
Entry Lis

Rufes
Driving M
Damage: L] Realistic
. [#|Pace Lap
ellow Flage
| Bouble-File Restarts

. |Player Broakdowns

: Opponents

! Starting Field Size
Opponent Strengt

Weather

| Conditions: i Constant
Temperature
i Wind Spa

Pick the Entry List you wish to compete against. These lists are
built with the Driver Info Menu. They may consist of NASCAR
Winston Cup opponents, NASCAR Busch Series, Grand National
Division drivers, or other custom lists you build from scratch.

‘llect the Driving Mode, Realistic or Arcade. The Arcade level
rovides beginners with a “super-car.” The Arcade car has enhanced
msepower, better traction and is generally superior to the computer
vpposition. On the other hand, the Realistic car provides a more
thallenging NASCAR experience. Nip that wall too hard and you’ll
lave to limp the car in for repairs. Let the rpms drop too low and
you’ll fall to the back of the line in a hurry. If you plan to race
lgainst human competition online, you’ll need to master the Realistic
oar first.

The Damage settings come in three flavors: None, Arcade or
Realistic. With Damage set to None, you can drive through concrete
barriers (well, not literall y), into computer opponents and into pit
line walls- in a bullet-proof car that won’t suffer any nicks or
Jeratches. The engine can still be blown by over-revving the motor,
und your tires will still wear out, but with no damage selected your
gur is otherwise indestructible. Realistic damage challenges you to
Wvoid other cars, walls and objects at the risk of wounding your
Vehicle; should you hit something, the severity of the impact is directly
proportionate to the severity of damage incurred. A damaged car
gannot be expected to perform as well as a healthy one; the
lerodynamics and suspension components, once disturbed by an
Impact, may not be totally repairable by the crew. Using Arcade
tamage, you’ll find a happy medium between None and Realistic.
Your car will still be subject to damage, but at a more tolerable rate.
Hard collisions may result in minor damage, for instance, when using

the Arcade damage model.




The Paca Lap checkbox toggles the pre-race parade lap on or off.
With- the Pace Lap on, the field will make one lap at pace speed to

warm the tires. As the pace car pulls onto pit road, the green flag
~will wave and the race will begin with a rolling start. With the Pace
Lap disabled, all cars will begin the race from a standing start.

Choose whether to race with or without Yellow Flags. With the
Yellow Flags box checked, yellows will occur whenever incidents
dictate they should. With Yellow Flags disabled (unchecked) there
will be no caution periods during accidents. You may want to leave
yellows on for longer races, because of its affect on pit strategies.

Double-File Restarts are employed in real NASCAR races. Cars on
the lead lap line up in the outer lane under caution, while slower cars
that are no longer on the lead lap form a lane on the inside. This
allows the faster cars to race each other without having slower cars
in the way when the green flag drops. It also allows faster drivers
who have been lapped through some misfortune an opportunity to
get back on the lead lap with a clean restart. When there are only ten
laps or less remaining in a race, all cars will start single file following
cautions. By checking this box, your races will also feature Double-
File Restarts, just like the real world. With Double-File Restarts
disabled, all cars will line up single file during every caution period.

Player Breakdowns only affect your car, not the computer opposition.
Checking this box means your car will become subject to random
mechanical maladies that will end your day. Want to know how
Bobby Labonte really feels after spending two hours in first place,
only to have something go wrong with his engine? These failures
will not happen in a major percentage of your races, but they will
occassionally happen- unless you leave this box unchecked.
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T b remaining items on the Single Race Settings Menu allow you to
il the maximum field size and strength, and adjust the race weather.
e note about the field size: This number only represents the
fiximum number of cars allowed in the race. If the track you’re
Ging on can only support 30 pit stalls, for example, you will only
@ able to race against 30 cars even if you’ve got 40 selected.

Megarding the weather, you have the option to dial up specific
| Zu peratures and wind currents, or use the Random Weather setting
Instead of Constant Weather. This allows you one more obstacle

(!

that real world teams and drivers must overcome- nature.

Once you’ve got the Single Race
Settings the way you want them,
click on the Go To Track button
located in the bottom right
corner of the screen (indicated by
the arrow at left). These race
settings will remain set the same
as you move from track to track,

For example, set the computer
Bpponents to 97% strength for a
fiice at Gateway, and they’ll still
e set at 97% next time you load
NASCAR Racing 3 and pick
fother track to race at. They’ll
‘where you put them until you
¢ them. Once you’re at the
 you’ll see the Race Weekend Menu (as shown above).
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Using The Race
Weekend Menu

The Race Weekend Menu is
very easy touse. Click on any
of the buttons at the bottom of
the screen to perform the
appropriate action- the Car
Setup button takes you to the
garage, the Options button opens up the Options Menu (the same
one found by clicking Options from the Main Menu), the Standings
button gives you detailed standings for the current session, and the
Exit button packs up your team’s hauler and leaves the track- back
to the Single Race Settings Menu.

The arrow in the screen above is pointing to the Next Session button,

Each time you click this button, you advance to the next session of

the current race. Our sample above shows that we are currently in
the Practice session at Atlanta. If we click the Next Session button
once, we’ll advance to the Qualifying session. When we click the
Next Session button again, we’ll advance to the pre-race Warmup
Session, a final chance to dial in our race car and get settled in.
Finally, click on the Next Session button again to advance to the
Race. Feel free to skip any session(s) you wish, none of them are
mandatory.

When you want to hit the track and drive your car, click on the Race
button located in the lower right corner of the Race Weekend Menu.
Ready to qualify? Click Next Session once to advance to qualifying,
visit the Car Setup Menu to make sure you’ve got the chassis loaded
up the way you want, then click Race! Time to make it count!

The Race Weekend Menu provides
you with all the information you need
to manage your racing team throughout
an entire NASCAR event (without the
headaches, of course).

In the upper left corner of this screen,
you’ll see a list of the Event Rules. This
list is ‘greyed out,” meaning these items
cannot be changed. These are the
settings you chose prior to atriving at
the track itself, here for your review.

If you click on the gold left/right arrows

ghown in the image above, however, you’ll receive additional
Information like you see below. View the
furrent Leaderboard, complete with intervals,
o the Last Lap speed of each car. The Best
Lip screen shows you the overall best speeds
at each driver has run. These items all cycle,

so continuous clicking
will eventually bring you
back to the Event Rules
display, and so on.

Each time you press the

- ESCape key while driving, the action will

pause and you’ll return to the Race Weekend
Menu; this gives you a chance to take a break
from driving (without losing your place) to
review these items whenever you want.




Instapt Replays

+We've covered most of the features found on the Race Weekend
- Menu, with the exception of one big one- instant replays. NASCAR
~+* Racing 3 features a powerful replay system, built right into the Race
Weekend Menu.

All of the controls you need to access replays, study various camera
angles, edit & save your favorite clips, and review your driving skills
can be found on this screen. If you can use a VCR, you’ll find the
replay viewer in NASCAR Racing 3 to be pretty basic. First things
first, though: let’s go over the replay controls, beginning on the next

page.

Player: 18263 7mph
dabin Smith

Accelorate Timea Options Standings

nstant Replay Controls

wind To Head Play/Pause =~ Cue To End

ewind Fast-Forward Edit/Clip Zoom Full-Screen

ind To Head Button: Click on this button to cue the footage
1 the very beginning. The overall length of footage available
Mepends upon how much RAM (Random Access Memory) is
Witilable on your computer system, and how much space you allocate
bl the Replay Buffer. Assuming your system can only save 22 laps
Jd you’ve just completed a 200-lap race, you’ll only have the final

‘W laps available to work with.

| ewind: Each click on this button steps backward through your
Jotage, frame-by-frame. Click and hold the mouse button down to
Hipidly rewind the replay tape. You can also press the Less Than
' (<) on your keyboard instead of your mouse button to step
Bickward through the footage, or perform a rapid rewind.

lay/Pause: Click on this button once to start playing the footage in
il time: elick on this button a second time to pause the action. You
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Fast- ForWard Each click on this button steps forward through
your: foolage frame-by-frame. Click and hold the mouse button
_.-down to rapidly fast-forward ahead. You can also press the Greater
: T han key (>) on your keyboard instead of your mouse button to step

- forward through the footage, or hold the key down to fast-forward.

Cue To End: Click once on this button to jump to the end of the
replay tape.

Edit/Clip: This button allows you to edit replays and save them in
a more compact size. Want to clip and save that daring pass, or that
dreadful incident? No problem. Cue the replay tape to the frame
you wish to begin your clip with. Now click the Edit/Clip button
once to mark the ‘in-point’ of the clip. Play or fast-forward the replay
tape to the frame you want the clip to end with. Click the Edit/Clip
button again to mark the ‘out-point’ of the clip. You will automatically
be prompted to save your newly clipped file. This feature is ideal
for saving small replay files you can exchange with friends, without
having to make them wade through an entire twelve-megabyte replay
file!

Files: Click on this button to save or load your replay file.

Zoom Full-Screen: You can watch replays in full-screen color,
instead of the compact replay window found on the Race Weekend
Menu. Just click on this button to do so. Keep in mind that while
viewing full-screen replays, all of the VCR keyboard keys still operate
(such as the < > keys), so that you can control the footage. When
you’re ready to exit the full-screen view, just press the ESCape key
on your keyboard.

)

luddition, there are three other replay controls available. The first
{'these allows you to switch the replay view to any car- not just
ir own (perfect for seeing the “whites of their eyes!”) In the screen
How, John Smith’s car is selected; therefore the cameras are trained
Wi car #63. Click on the left or right arrows beside John Smith’s
lime to switch the view to another car (or use the gold drop-down
litton to select from a list of drivers). Like many of the VCR controls,
{liese commands are duplicated by the keyboard, perfect for when
bu’'re viewing the action in the full-screen window. By pressing
e “V’ key on the keyboard (remember “V” for Vehicle), you can
mp ahead to the car nearest John Smith’s. Each subsequent press
‘Wfthe <V’ key will step one car ahead. By pressing ‘Control-V’ on
lie keyboard, you can step backward along the track, viewing replays
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Studying the screen at the left,
notice the list of cameras in the
drop-down box. Currently, the
‘Chase’ camera is selected. There arrow at left). This takes
are several angles available for : you directly to a replay file
viewing, and you can switch e hi Gk G management system,
between them whenever you 0 ,"i:,w : showing you all of the
want. ' available replays that have
been saved on your
computer.

at. From the Main Menu,
click on the View Replay
button (indicated by the

To change the camera view, click
on one of the gold arrow buttons
(or the gold drop-down button as shown in the example) and select  W@plays can be sorted by individual drivers and tracks, or you can
the camera angle of your choice. The first two angles, TV 1 and TV Mlmply view every replay available on your system. In the example
2 represent what you would see if you were watching the replay on low, we’ve got three replays saved from three different tracks.
television. These angles are similar to a Television Director cutting Mt click on one
from shot to shot, covering the action. To change cameras using the  @fthe saved files
keyboard, just press ‘C’ to move down the list of available camera M load it up and
views (remember ‘C’ for Camera). Press ‘Control-C’ to move  Wlew the replay.
backward through the list of cameras. Like the vehicle keys, the bor instance, if
camera keyboard keys give you a way to switch views when the  We want to
VCR buttons are not visible due to full-screen mode. Witch the tape of
' stunning

Use the Incident arrows to quickly locate spins and wrecks involving
the selected driver, on your replay tape. Click on the right gold
Incident arrow to skip ahead to the next incident; click on the left
gold arrow to go back to the previous incident.

Viewing Replays From The Main Menu nah}g we gave the replav when we saved it after the race). After
licking on the filename to hlghllght it, click the Load button in the
NASCAR Racing 3 has a handy way for you to access stored replays, ght corner of the screen. The selected replay will now load.

without having to load up the particular track the replay was recorded
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y's. @fe stored in RAM (Random Access Memory) until you
de to save them. If you leave the track without saving your
the replay is purged from RAM.

You can adjust the size of the Replay
Buffer in NASCAR Racing 3. This
1s basically how much RAM you wish
to set aside to hold replays during
races. From the Main Menu, choose
Options/Graphics. Near the lower
right corner of the screen (as indicated
by the arrow) you’ll notice a setting
labeled Replay Buffer. Set the buffer size to whatever you wish,

between a minimum of 1 megabyte, all the way up to a maximum of

255 megabytes (more than you’d likely need to save an entire race).
The length of your replays are determined by the size of the Replay
Buffer. Using a small, 2 megabyte buffer size will result in shorter
clips. It’s doubtful you’d be able to capture more than a few laps
with such a setting. Just how many laps you can save depends upon
the size of the track. You’d obviously be able to pack more laps into
2 megabytes at Martinsville than you would, say, Watkins Glen.

-
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Going For The Crown

f-"j-_.. now you’ve driven the car, looked at the various menus and
Jlobably changed several of the player preferences in NASCAR
Ricing 3. Only one thing left to do...go for a title! You’ve seen how
Nligle Races allow you to participate in NASCAR Winston Cup

First, Championship
Seasons follow a schedule
of races; each race follows
the same race settings you

ngle Raée

..... 1pionShip define prior to the
Ty beginning of your season.
ol > So, if you want the races
lew Regpia 3 .

v b 4 _ B 0 be 25% in length, you’ll

set that parameter before
the first race begins. Once
you’ve got the

gach of the official NASCAR Winston Cup tracks that are in cluded
th NASCAR Racing 3.
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The C-h@inptéhship itselfis decided by a points system that rewardy
consistency over a few impressive victories. The chart below shows
_youhow many points you receive for each race, based on your finish;

SGil7s - ldhe 1S Blst i 70

elzg il 30nd .. 67

s ieh S 109 3300, 04

TREEE e 19th,.) i 106 Bahy 6]
S 088 0 oo, 103 i
Gh B0 AsE o 100 et o 59
p SRR L 2ohd LBy i
Sth...o o4z e ddm Eidiai
Ot 138 24thi el 80th i A
0t L34 28 88 qeh s 4
FHl i 130 Mt 8s e e
Ioth 107 20ths 82 dodd i L34
13eh.il . 124 28th.. i 70 et R )
Tt i 2 20 T LdOne I.ap ........ 5
15th.. CoallE 3000 L i LdMostLps....... 5

Each driver who leads at leasl
one lap receives 5 ‘bonus’ points,
The driver who leads more laps
than anyone else in each race i
awarded 5 additional bonus
points. Atthe end of the season,
the driver with the most overall
points is declared the Champion,

NSHIP SEASON SCHEDULE

You can save races and seasons whenever you want; there’s no need:

to drink a pot of coffee and try to get through the entire schedule in
one night!

N

ultiplayer Racing
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I kicki ng everybody’s butt in single races, and have already won
e Championships than Dale,” you say? How about putting your
idem where your mouth is- with Multiplayer races!

Using the built-in
multiplayer capabilities
in NASCAR Racing 3,
you can race against a
field full of human
opponents...leave the
computer cars off the
track if you want to! To
host or join a
multiplayer race, make
sure you’ve got your
| tnet connection up and running prior to launching NASCAR
licing 3. Then, click on the Multiplayer button found on the Main
u (indicated by the arrow above). This takes you to a Multiplayer
A ect screen where you can set the parameters of your own races,
look around for a race to join.

ile Race 3
-nu_!ion:ﬂ_l_'ip
ultiplayer
iver info
it iond®
W Repla :

M !
F AL TIPLAYER CONNEET -

Click on the Join box to jump into
an existing race; click on the Host
box if you're going to create the race
| yourself. You’ll need a high-speed
Internet connection to Host races
that have more than two or three
cars in them.




Mulhp]ayﬁr races offer you
the ablhtf/'to pick the car
u want to drive, and give
yourself a name to use
‘online. Using the Player
Info area (as shown at
right), type in a name and
pick a car. Choose the
type(s) of connections you
plan to use. Click on the
Continue button in the lower right corner once you've got the
connection propertics sct.

If you’ve decided to
host your own event,
you’ll be prompted to
set up all of the race
properties (just like you
did in the Single Race
Settings area). If you
wish to join an existing
race, you’ll see a chart
of races that are
available (like the
picture shown here). To join a race, click on the Host’s name (in this
case it would be Rhawn Black) and then click on the Connect button
in the lower right corner of the screen. Since we know Rhawn (he’s
on the beta test team), we’ll go ahead and join hisrace. Don’t worry,
he won’t mind! Certain races may require a password (this is up to
the host) before you can join them. This feature allows leagues to
prevent non-league members from joining their events.

VAILABLE RACES '

ArmnaVailue

Fing lofe

14) Lot
18} Man, 1 really love that place

J. Smith B . " Incidants B

A7Bmph ik
1 Bodine i i Bualityl
Flayer: 187.868mph 3 Weather: Clear
Jakn Smith Praotine

Chat Car Setup Options Standings Maxt Sesaion

Minter key. You can also chat while driving, by first pressing the ‘T”
gy on the keyboard. After pressing ‘T, type the message and hit
lie Enter key. Don’t get too chat-happy during races.. keep those
‘#yes on the road, Bucko!

Ihe Autochat feature allows you to send scripted messages to other
rivers, with just a keystroke or two. You can have up to ten autochat
essages built and ready to send. The autochat.txt file in the
'_SCAR Racing 3 folder is a simple text file containing ten lines.
hﬁfdefau]t text that’ s already there or edit your own custom



" hat file. Use the autochat. txt file to d1splay CoOmmon messages and
““warnings during races...things like pit announcements, waving othet
drivers low, or telling them to pass you high, etc.

Connection Issues

A server (Host) stops. looking for new connections once NASCAR :

Racing 3 transitions to the Qualifying session. Once qualifying
begins, new players cannot join in.

Each client that connects to a server via a dial-up Internet connection
will require a minimum of about 24,000bps of bandwidth. For an
analog modem, this limits a server to a maximum of two clients. An
ISDN connection can handle up to four clients reliably. Cable
modems may require some special considerations that are outlined
in the ‘readme’ file.

You can enter numeric (#.#.#.#) or symbolic (bob.fred.net) Host names

if you wish. If you enter a symbolic name, it may take several seconds .

for the computer to translate the name. If it cannot, an error message
will appear on the screen.
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inting Cars

to paint selected, click
| the Paint Shop button

i g3 _Pamt Shop.

using the NASCAR Racing 3 Paint Shop, you can put the final
Ghes on your race team. Paint your favorite sponsors on the car,
nge its number or color scheme. With the Paint Shop, you have
M power to design your car in any manner you can dream up! It

Jesn’t stop there, however. Use the Paint Shop to paint any stock
'in NASCAR Racing 3. Update the latest NASCAR Winston
p paint schemes and sponsors. Create your favorite local dirt

track cars...the capabilities are
virtually endless.

To get to the Paint Shop, click
on the Driver Info button at
the Main Menu (as indicated
by arrow at left). Choose a
driver and click Driver Info
(or Player Info).



The PalntShop basically
consists.of three screens:
_ The Detail Shop (shown at
"right), the Underbody
Shop and the Suit Shop.
Using these three screens,
you can paint your car and
crew- and even view it in
3D to make sure it’s what

you want!

The Underbody Shop 1

The Underbody Shop is where you’ll paint the base colors of the:
car. If you have Car Textures turned on, you won’t actually se¢
much of the underbody paint; players that have the graphical detail

turned down, however,
may see only underbody
colors. That’s why it’s a
good idea to spend a few
moments  in the
Underbody Shop, putting
the basic colors on your
car. To get there, just
click on the Underbody
Shop button, located at
the bottom of the screen.

You can easily add realistic shading to your car with the Underbody
Shop. To do so, pick a color from the palette on the right (just click
on it) and then click on one of the five Autoshading areas to apply it,

/lllll NASGAR
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sh Autoshading box indicates what body parts get painted with
h click (the autoshading boxes are indicated by the arrow below).
1 Autoshading boxes do just that: automatically applying a shaded
I of the chosen color to that area
the car. You can view the
ilts of your work on the body
NN . nels shown on the screen. You
ol < 1 B A1 B also forego the Autoshading

& Witure and click directly on the
(ly panels themselves. Sir, did
il order the red roof? No
oblem, choose red and click on
e roof. How about the blue

Dotail Bhep Underbody Shop Suit Skep  dmpert Expert Fave

¢ i-j:alette, and click on the hood.

Ve'll come back to the Underbody Shop later. For now, let’s click
il the Detail Shop button found at the bottom of the screen. Time to
Id the glitter!

he Detail Shop

lelcome to the Detail Shop, the screen you’ll spend the majority of
r painting time with. While the Underbody Shop paints the base
Jlors of the car (the colors you’d see if you turn off Car Textures),
® Detail Shop is where you’ll paint the exterior of the car- not only
Inbers and decals, but also it’s color scheme (with Car Textures
d on in the Graphics Menu, the majority of the car is covered
tail Shop panels). But hey, don’t just use the Detail Shop
jumbers and decals; add hood pins, body lines, gas fillers and
Wrflow valves. Ifit can be found on the. outside of a stock car, you




D"”all Shop right away. If youhaven’t, don’t sweatit. Painting cary

not difficult, and there’s no spilled paint to clean up when you’r¢

done (remember, if you don’t like the way a car looks as you try 10

paint it, you don’t have to save it). Click the left button on the palette

to choose foreground colors, or the right button to choose background
colors.

All of the tools you’ll use
in the Detail Shop ar¢
centrally located in the
upper right corner of the
screen (as indicated by the
arrow at left). With these
tools, you can add and
rotate text, numbers,
logos and car body parts

to your design. Detail Shop tools are explained thoroughly in the
next few paragraphs.
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Tool Type: Click on this butfon to reveal a pull-down menu of 3 tool
types- 1) Blend, for complete coverage, 2) Anti-aliasing for removing

Jagged edges, 3) Smear, to help achieve a more natural look without

involving foreground and background colors.

Flip and Rotate: Click on these buttons to manipulate the
selected graphic, horizontally, vertically, or rotated in 90-
degree Increments.

Select Tool (Marquee): Click the left mouse button and hold it down
as you drag it across an area you want to manipulate. Once you've
selected an area, you can flip, rotate or paste it.

Text Tool: Click this button to reveal a text window. Inside the text
window, choose from a variety of typefaces and sizes. The text will
appear in the current foreground color. After you type your text, flip
or rotate as necessary, and drag it over the area you want it in.

Stamp Tool: Right-click on this button to reveal an available
selection of decals. Select the decal you want to apply and position
it over the car part where you want to stamp it. Use the flip and

rotate buttons to adjust the decal’s orientation, if need be. Click the

left mouse button fo finalize the decal, sticking it in place.

Use the Clear button to erase all of the details
off of the car. This starts you over with a clean
slate, in the current foreground color. Click
Undo to remove your most recent change. Use
‘the Eyedropper tool to grab colors off of the

r car. This really helps when you're trying to ma tch colors. Hold the

eyedropper over a color you want to ‘pick up.’” Click the left mouse
button to make that color the new foreground shade. Click the right

button to assign it to the background shade.




available brush widths.

| can draw matching lines across several car panels at once with
Line Tool. For example, start a line at the top on the car’s passenger
. Holding the mouse button down, drag the line across the roof
[left side as well. One continuous line across three body panels!

Freehand Drawing Tool: Choose a color, click on the pencil tool
and start drawing! Adjust the brush width and tool type buttons lil
your liking. Hold down the left mouse button to draw with th
foreground color, or the right button to draw in the backgrouni
hue.

0, remember to draw shadows, gas caps, hood pins, exhaust pipes
| other body characteristics on your car. That little sign the crew
ds up on pit road? That’s a copy of the roof of your car. Try to
it the roof in such a way that it looks good on the car, but makes
etty darn nice sign too.

Eraser Tool: Erases in the current color. Hold down the left mousy
butfon fo erase with the foreground color, or the right mouse buttol)
to erase with the background color.

Line Tool: Click and hold the left button (foreground color) or the
right button (background color) to draw straight lines. Use th
brush thickness and tool type settings to customize your lines. @ Suit Shop
Airbrush Tool: Use this tool to create spraycan effects on the cal
Choose colors with either mouse button, position the cursor over the
car panel you want to airbrush, and hold the mouse button down (0
apply spray. Move the mouse back and forth to paint laver afiel
layer.

ek on the Suit Shop button at the bottom of the screen to customize
ir pit crew’s uniforms. Like the Underbody Shop, you can grab
blor and click on any

the Autoshading R PP

Xes to quickly and
ily give your crew’s
re arealistic look.

Paint Bucket Tool: Click on this tool to get the paint bucket icon
Position the paint bucket over a car panel, and click the left moust
button to fill with the foreground color, or the right button to fill
with the background shade.

u can also click
ectly on the larger
innequin to color

individually.

Shape Tool: Click the right mouse button over this icon to revedl
different shapes you can draw. Select a shape and hold down i
mouse button to draw in either selected color over a car panel.

Zoom Button: Click on this button to get in close, for fine, pixel-by:
pixel work. Position the selection rectangle over the area you warl
to zoom to and click the mouse button.




Once you have the details thd
way you want them, click bac
to the Underbody Shop to vie
the car in 3D. You’ll see a replic
of your handiwork in the lowel
left corner. To the right, noti¢
that there are viewing controls {d
assist you in checking out youf
designs.

o W
;g

Ditall Shep Dodesbedy Shap Surs Sheg

Click and drag any of the sliders to adjust the viewing angle. The
car on the left will move accordingly. Check the Auto Rotate box td
keep the car spinning constantly, 360 degrees. While the car if
rotating, adjust the Tilt and Zoom until you get a good look at all
sides of the car.

Uncheck the View Decals button if you want to see the underbod
of the car alone.

Getting More Help

You can also use a scanner to capture logos and images to place ol
your cars. This requires a third-party paint program. There are dozen§
of sites on the Internet out there to guide you through this process,
An excellent place to find them is listed below.

http://www.sierra.com/sierrasports/forums/motor/



Before you start changing sway bars, adjusting tire pressures and
moving that spoiler up and down, let’s take a look at basic chassis
behavior.

Understeer

Also called ‘Push.’

Understeer occurs when the front
wheels lose grip with the pavement
before the rear wheels do. The car
doesn’t quite turn sharp enough unless
the brakes are applied much harder
than desirable, as it seems to slide out
toward the wall. Cars that understeer
are said to be ‘too tight.’

/lllll

The NASCAR Winston Cup Garage

ygfou' don’t own the fastest car on the track. you can- by perfecting

our driving techniques, and adjusting the car to better fit them. The

‘next few pages will show you how to adjust your stock car to mak¢
it faster, better handling and longer lasting.
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ing Inside The Garage

ire are several pre-designed car setups included with NASCAR
ing 3. If you don’t ever wish to fram your knuckles on a single

ou spend a little time getting familiar with the garage area. Whether
I simply wish to load a basic setup on your car, or turn wrenches
into the night, you will make these decisions using the Car Setup

iy

Oversteer

Also called ‘Loose.’

Oversteer happens when the rea
wheels lose grip with the pavemenl
before the front wheels do. There )
more grip at the front of the car than
at the rear, so the car tends to fishtail
as the back end spins around. The :
driver must release the throttle and A
brake carefully in order to mainfain '
control of the car.
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" Current Setup ast
Gaar Ratios - . Steering Lock < » 107

3 DA 1 Default Gualifyi Qualify

. Znd: € > 690 dth; € > 380 | SR ; < CAR Racing 3’S Car Dafault Race L Ace

\Grilla Tape < » 20%

Shoaks Sl : lip Menu allows you [EEECELELE
e, LN : I h Comments 4th gear up from 4.00
Toveeint e et y ave up to four Left-right weight fully left

i L LR: € P 85% € T ! - i Raise rf psi +1
i B A erent setups loaded at el up from ~2.60/1f was +.60

= a5 PEI < ¥ 50 PS| Raise rr psi +1
Shocks rr to 65, If to 100, Ir to 85

Lo | I M o
120 120 120 120 120 120

Weight Diatribution : 4 i . __e'

FRONT-REAR
L L 1825 Ihs

Wi 2 T i Mt there’s the Default
o o v ! Miee Setup. Click on the arrow and load the setup you plan to use
' ‘[he race itself. Once the race begins, the setup selected here will
the one automatically loaded for your car. The Default Qualifying
up is the setup you’ll use for the qualifying session. Click on its
ow and choose from available setups. When you elect to begin
Export Save Dolot S Jur qualifying run, whatever setup is loaded here will be what you
ulify with.

LEF F-RMGHT

Everything that is adjustable on your stock car is represented on the®
Car Setup Menu. Keep in mind that certain items are also adjustable
on pit road, using the corresponding function keys. Items on the Car
Setup Menu are grouped in boxed areas for clarity. Most items have
more than one way of adjusting them. You can make changes by
clicking on the various buttons and arrows, or clicking and dragging:
sliders. Orif you prefer, click directly on any numerical value showii’
and just type in the new figure you’d like to use. The bar along the:
bottom of the screen contains the necessary file management controly
to Save, Delete or Export setups.

'_ Current Setup indicates which setup file you’re making

fhe one you’d like to work wzth When you’re finished tweaking,

¢ your setup under a new name, or overwrite the original file

tli; Setups must be loaded for each _t:rack_-._ In other W ords, assuming
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whatever- next time you come back to Dover, those same setu |
will already be selected and waiting for you.

Ah, but there were four setups mentioned on the previou
page...where’s the last one? When you load a file as the Currep
Setup, you don’t have to save it right away (although this is highly
recommended). Load up the Dover Test setup you’ve made carli¢
make a few tweaks to it, hit the track and it’ll still be there on the Cil
Setup Menu when you return (though not saved yet). You mig
think of this as a “Workspace Setup.’

To save new setups, click on the text name of the current setuj
Type in the new name you’d like to give the current setup in th
workspace, and hit the Enter key. You can also save setups by clickin
on the Save button at the bottom of the Car Setup Menu, and
following the prompts on your screen.

Keep an eye on that comment field. To change or add commen
about the current setup, just click on the box next to the wol
‘Comments.” Type or edit the comments in the same manner yol
would using a word processor. Real NASCAR Winston Cup tean
keep meticulous notes about car settings and tracks- so should yo
It only takes an extra second or two, but the information that tends (¢

wind up in the comment field is darn well worth having. ar track to work with as you

Wt the car.

L NASCAR|

,V//J//\.’ 2
/\ =

> Testing Session button at
ofthe screen. This will give

lilding A Better Racecar

many items to adjust, where do you start? There is no magical
lula in chassis adjustment, no guy bottling and selling high-
brmance from the backdoor of the little wooden shed in turn
I. The finest mechanics in auto racing have been known on
hision to throw their hands in the air, scratch their heads and walk
y with dumb looks on their faces.
jetimes you’ll keep coming back to the garage...and back to the
1ge...and back to the- you get the idea.

Sometimes you’ll nail it,

wever, the process of building chassis setups can be demystified
\ewhat; and as long as you don’t allow yourself'to be intimidated
, you’ll probably pick up the basics in little time.

t said, here’s what we’re going to do: We’ll pick a track, start
h a slow setup and gradually transform it into one that is faster,
better handling, step-by-step. For this procedure, let’s rule out

the road courses, since whatever
knowledge you glean will only
apply to two tracks. Let’s also
avoid Talladega; it’s a fairly easy
track to build a setup for, but it
stands alone as a no-braking/no-
lifting restrictor plate track.
Something mid-range might be

~_appropriate, that way you could
transfer what you learn to several

tracks afterward. Something in

“the mile category; something

like...Dover Downs. Dover it s.
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Dover "'_:fei"'é'.us fast enough speeds, but still requires plenty ol

handhng in order to turn fast laps, and it is in the first U.S. State- s0

5

we're off to Delaware! Select Dover, click on Testing Session (wg
on’t want to hassle with other traffic while we’re setting up our ca)
nd create the setup shown below. Save it under the name ‘Test'
This is a slow, easy setup that we’ll attempt to tweak into a mor¢
competitive car.

[ Currant Satup Stoering Lock < t0°

Gaar Ratios
Tault G

fault Ha Spoirer_ Angle < > 70°

ok at the fachometer as you reach
' end of the straightaways, just
ore you brake. The red over-rev
; it should just barely start blinking
o ' : oar 7, the rpms approach 9,000. Our
B [ car is only pulling about 8,400
s, so we'll change fourth gear.

- Comments Here's where we'll stan,

Tires

« » 49 PSI
PR, Weaight Distribution

120 120 120

I M O
120 120 120

FRONT-REAR

L L 1766 Ibs

<« M 50 PSI « > 51 P5I

o I M o
120 120 120

120 120 120

accordingly.

Export Save Dealete
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l you notice that the engine only wound up to around 8,400 rpms
e end of the straights? The over-rev light never even lit up, and
it best lap was probably only in the neighborhood of 151.5 mph.

That means we’ve got a small
amount of room we can play with
to get more rpms working for us.
Let’s move fourth gear up, from
4.00 to 4.10. Save the setup and
take the car back out onto the track
for another ten-lap session, paying
specific attention to the tach and
over-rev lights.

This time, the light blinked as you
reached the end of the straights,
right? We’ll leave fourth gear set
at 4.10 for the moment, but keep
in mind that other adjustments may

use the rpms to increase- if so, we’ll have to back fourth gear

W it’s time to deal with the chassis itself, particularly the way the
I pushes out toward the wall as it leaves the corners. Our Test
lup doesn’t feel like a setup that keeps the car glued to the bottom
the corners like it should. Notice on the Car Setup Menu that the

I/right weight bias is not fully adjusted to the left. Move the slider

Let’s get fourth gear set first; take the car out for a ten-lap run, and
keep your eye on the tachometer. Drive controlled laps, withoul
downshifting in the turns. We’ll see you back on pit road in abouf
five minutes.

# e way left. By placing more weight on the left side of the car
i less on the right), the car will turn better. Now, run ten more
' d bring the car back in for another look-see.

ils time, the car did some laps in the 152.5 mph range, so we know




we’re heading in the right
ircction. Now we’ll start
' homg the tire settings to find
more grip. Notice that the
“temperature of the right front
tire is hottest on its outside
edge. Let’s bring the tire
pressure up slightly, from 51 psi
to 52. Time for, you guessed

it- another ten lap test drive, after saving our changes.

.....

ve to the left front. Looking at the temps we notice that we can
K up some more grip here by reducing the amount of positive
pber on this wheel. Let’s move it from +0.60 to +0.40.

Following another test run,
our car is beginning to feel
better. Now let’s address the
problem at the right rear tire,
particularly, its excessive
temperature. We’ll combat
this by slightly raising the tire

Now the right front temps are almost even, all the way across th
tire. But let’s try something, just for grins. Move the right fronlt
camber from -2.60 to -2.80. As you’re sitting in the driver’s seat of i
stock car, this suspensiol
adjustment will bring the toj
of the right front tire inward {
little more. If the camber her¢
was set to zero, the tire would
point straight up, ninety
degrees from the ground,
Positive camber settingy
would move the top of the tirg"
outward. We want to bring il
in some instead, so that we gel
the inside of that right front tir¢
‘biting’ the pavement for us i
the turns.

pressure, bringing it up one
notch to 52 psi. Time for
another ten lap segment to
evaluate our work.

Sotup Notes

Comments dth gear up from 4.00 W let’s do something about the way the car feels in the corners. It
Il feels like the car wants to crawl up toward the wall as we drive
nto and out of the turns. To counter this, we’ll soften the right rear
hek. Knock it down to 65%. This will help the car grab a little
lter, and further reduce the stress on the right rear tire. Stiffen the
[rear shock up to 85%. We
t more weight transfer to
eur on the left side of the car
the corners; this will give us
e grip on the right side.
imore laps.

Left-right weight fully laft
Raise rf psi +1
Camber rf up from -2.60

Use the Setup Notes area to keep track of
all of the changes as you apply them. This
way it will be easier to undo changes that
don’t improve the car. You can also use
this area to make notes about how a setup
should be driven. For instance, you might
note the line you're driving around the
track, or how many laps you can drive
before the right front tire wears out.

aping 153.5 :mph'..
h the car; let’s make
more change to the shocks.

Ten more test laps now reveal that the car is capable of those mid:
152 mph laps with ease. Now that the right front tire is set, let'§




Raise the left front shock to fully stiff; stiffer shocks generally giy
ore straightaway speed, and the temperature readings indical
ve’re nowhere near abusing the left front tire at this point. Pu
en more laps in, just to make sure we can handle the stiffer shock,

Checking replay angles confirms what
we feel in the cockpit- the car sticks to
the bottom of the turns, while reeling
off laps above 154 mph. Now, we could
take this car to Rockingham, or other
tracks similar in size, and use it as a
baseline to begin building from.
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thanges, save the setup and hit the track.

W. Within ten laps, the car now hits low 154 mph laps consistently.
I's a three-mile-per-hour improvement over where we started.
I is probably still more room for adjustment in the sway bars,
other than that, the only remaining chore is to experiment some
h different amounts of grille tape. Eventually you’ll want to take
car out for a full fuel run (between 95-100 laps at Dover) to see
/it behaves overall. Take note of how well the tires hold up; you
uld still have a tiny amount of rubber left on the right front tire as
¢ar runs out of gas. If the engine overheats, you’ll have to remove
ie tape, or bring fourth gear back down to 4.05. If your tires
ir out too quickly, you’ll need to alter your driving style or make
her adjustments in the garage to reduce the stress on them.

No problem, the car seems fi
agree with our changes so fai
Those 153.5 mph laps have no
become routine, once the tires g
warmed up. Where do we g
from here? Since the car sti
feels a tad ‘pushy,’ let’s give
some overall stiffness in th
suspension to help it hug th
bottom of the track. For this,
we’ll replace the front and real
sway bars.

Up to now, our car has beel
using the softest bars available:
Let’s go up a couple of notches
trying a stiffer one-inch rear sway
bar. We’ll take the front sway
bar one degree stiffer than the
rear, to 1-1/16 inches. By usinj
a slightly stiffer front bar than
rear, we’ll keep more downfor¢
on the nose of the car as we entel
each corner. This will help u¥
maintain better overall cornerinj
speed. You know the drill, not
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@ part of the tire that is spending the greatest amount of time
Ithing the pavement will be hottest, while the part of the tire that
ripping the least will be the coolest.

' The Significance Of
ire Temperatures

~Tire temperatures are perhaps the most significant barometer of how
well your car’s chassis is handling. Pay close attention to them,
more often than not they’ll reveal what areas of your setup are il
need of work.

e tire’s overall temperature is hotter than the others, then that tire
I dergoing the greatest amount of stress, given the way the car is
ip and being driven. You’ll probably have to soften the suspension,
w down or look for other ways to reduce the temperature at that
fticular wheel. Conversely, if one of the tires is too cold, you may
It to look at ways of putting more stress on that tire, in order to
iribute grip evenly. You’ll also want to even out the temperatures
10ss each tire, to the best of your ability. If all three temperature
- ! ings are even on a particular tire, you can expect that tire to last
figer since it is wearing equally.

When your car first rolls ont
LE e the track, its tires arg
4s PSI 51 PSI relatively cool. As you drive

o m 1 1 M o the car, however, the tirey
A 192183 194 build up heat inside them:
LR RR Exactly how much heal

< » 50 PSI < » 51 PSI builds up in each tire i
o M | ram e directly related to driving
180 180 180 201 200 200 Stylc, SpeCd, Weather
conditions and chassis setup.

Each tire’s optimum operating temperature is between two-hundred J
and two-hundred twenty-five degrees Fahrenheit. If the tires are
allowed to build more heat than this over a period of time, chancey
are they will wear out much quicker than they should. In general,
the hotter a tire gets, the more stress it is enduring. If the tires are
much lower in temperature than two-hundred degrees, it means the
tires are not necessarily providing maximum grip.

I¢ temperatures are available to you at any time when you visit the
itage. They are located on the Car Setup Menu, on the left side.
Ui can also view current tire temperatures as you drive (just don’t
it in heavy traffic). Just press the F4 key to display tire temperature
formation while in the cockpit.

Get in the habit of checking tire temperatures before you make any
adjustments to your stock car. Your crew will provide you with
temperature readings from three key areas of the tire surfaces: The
Outer (O) edge, the Middle (M) of the tire, and the Inner (I) edge.




Tire Pressure Adjustments

Tires with higher pressures will be firmer, and often faster on (i
straightaways. Keep in mind, though, that an overinflated tire ci
also produce negative results. Tires that are too firm can produ¢
less grip in the corners, because so little of the tire’s surface is actually
touching pavement. Under-inflation creates softer, slower tirg
(because of an increase in the amount of ‘rolling drag’) that grip in

more forgiving manner.

Tires
LF RF

« » 48 PSI « ¥ 50 PSI

o m | I M o

120 120 120 120 120 120
LR RR

« ™ 50 PSI « I 51 PSI

o M 1 I M o
120 120 120 120 120 120

Change tire pressures in the garage
by clicking on the gold arrows
corresponding to each tire. The left
arrow lowers the pressure, while
clicks on the right arrow raise the psi.
Remember that you can also have the
pressures changed while on pit road
by using the F5 Radio key.

/lllllﬂ'lm

i ']s';_e tire pressure in each wheel affects several areas. First off, (li
profile of a tire (whether it’s saggy or firm) can determine the tire
- overall performance. Over-inflated tires will bulge in the centel
causing the center temperature reading to be higher than the ould
edges. Under-inflated tires sag, causing the outer edges to be hotdl

Each tire is prefilled will
compressed nitrogen. Nitrogen
much more stable inside a tire thil
air is. The humidity of air cl

change drastically inside a tirg

making it difficult for the crew i
determine what the approprial

tire pressure should be. Nitrogel

is relatively inert (meaning it'
inactive), is the major ingredie
in air and is unaffected b

humidity. This allows the crew
to inflate the tire to a specifil

pressure, and maintain thi
pressure even after several h
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.on the track.

% mean everything when it comes to race speeds. When the tires
fiew and properly installed, they have maximum grip. As the
her is consumed, however, you’ll notice that you can’t quite race
bugh the turns like you could earlier. Eventually, it’ll be time to
(| for the pits and put the tire changers to work.

djust tire pressures, run a few laps to get accurate temperature

dings. Adjust the pressures as necessary to even the temperatures
 Tires that are too hot overall may benefit from raising the pressure,
le a tire that 1s too cold may better serve you with less inflation.

| remember that it’s all a tradeoff- fill up the tires for more
ightaway speed and shorter life, or reduce the pressures for better
fiering performance and possibly longer life.

v_'dennﬂat«ed tire will sag, creaf:mg more rollmg drag whiie_ i
ng the tire run hotter. A stlckler tire overall ]

verinflated tire will be stiffer, creating a_greatef shock
the tire while making it run cooler. A firmer, faster

yhandlmg problcms can be rectlﬁed by snnpiy changmg; :




Fyef Economy

Your car’s fuel capacity is 22 U.S. gallons, per official NASCAR
rules. Because of the minimum weight guidelines set forth by
NASCAR, the car must be ‘topped off” prior to qualifying sessions,

é_Sgeqr__ing Lock < » 10°
Lo DR
et

| Fuel Loevel

Rear Sway Bar 111 1/16

During actual race weekends, the fuel Ievel
section on the Car Setup Menu will appear
greved out. You will not be able to specify
amounts, the car will always leave the garage
with a full tank. During Testing Sessions,
however, you can set the fuel level to
whatever amount you wish- useful for getting
familiar with how the car feels under different
fuel payloads.

r NASCAR Winston Cup stock car consumes a very high octang
blend of gasoline. Octane levels indicate the fuel’s ability to resisl
© premature detonation and burn evenly inside the engine. The highe
the octane rating, the more anti-knock additives found in the gasoling;
an absolute for high-performance racing motors.

tl to finish. You’ll get that amount, plus a tad extra just to make
¢ you can reach the finish line. You can calculate this figure
rself if you’d like. Use the F3 Radio key and adjust the ‘Fill To’
lie to the desired setting. Most drivers will find it more comfortable
probably just let the Crew Chief do the math for you here- after
{t’s his butt on the line if he’s wrong, eh?

eifying how much fuel you want during Testing Sessions can be
ful. By filling the fuel tank to different levels, you can easily get
bel for how your car setup behaves as the tank empties. This
Ps by not forcing you to drive several laps just to see what happens

: itn you run low on fuel.
You cannot put just enough

gas in the tank to make your,
qualifying attempt- the tank
has to be full. Because of
this fact, you can only
specify the amount of fuel
you want in the tank during
Testing Sessions, and onct
races have begun. Othe
than that, your Crew Chiel
will make sure the car i§
filled prior to the start o
every Qualifying and Race
Session. “Why should I wail
for a fill-up when I only need
five gallons to finish the
race?” you ask. Relax,
During your last pit stop,
your Crew Chief will
calculate how much fuel yo

Inember, weight of the race car plays a key role in how the car
dles at high speeds. As your fuel tank empties, the handling will
nge. After all, you've got roughly 150 Ibs. of fuel in the car
en you leave pit road on a full tank.

e tachometer 0 ¢ ensure you re not over-stressmg thef_ o
ne when the fuel runs low o




Ggﬂmg The Angle
On Spoilers

rear decklid.
“'NASCAR Winston Cup stock cars have a spoiler mounted on the

rear decklid. These spoilers consist of two halves that extend acros:
the tail of the car. A small opening exists in the center, to accomodale
insertion of the body template during the pre-race inspection process.
This opening gets taped shut prior to the race.

Spoiler heights vary among the car makes. NASCAR attempts {0
achieve fair competition regardless of manufacturer, and governing.
the allowable spoiler height based on the car make is an easy way t0
facilitate equality.
At each track, your spoiler is &
adjustable anywhere between
forty-five and seventy-four
degrees. The spoiler on your
car can be adjusted in the
garage, and it can also be
moved by the pit crew during
races. Raising the spoiler
creates more downforce on
the rear of the car, improving

Grille Tape < > 20%
Fuel Level < >

| Front Sway Bar U1 3/16

Rear Sway Bar vt 1/16

The rear spoiler is adjustable, from |
minimum angle of 43 degrees, to |
maximum angle of 74 degrees. Click ol
the left gold arrow fto lower the spoiler;
Click on the right gold arrow to raise the
spoiler. You can also have the pit crew
adjust your spoiler by using the F7 Radio

the car’s behavior while
cornering. Higher spoiler
angles also create more drag
though, so straightaway
speed gets traded off. Lower
angles

provide less

'ler settmgs causes thc car’s strmghtaway speed to be_
ened though because of the i increase in drag _

tiveness from the spoiler. While top speed will be improved
ks to the reduction in drag, the car’s cornering ability will be
tidered because the spoiler will be generating less downforce on

ke spoiler adjustments in the garage by clicking on the appropriate
Ows or by clicking on the existing value and typing the desired

angle in its place. You can
also have the crew adjust the
spoiler while you’re in your
pitstall. Just use the F7 Radio
key to set the desired angle.

key.




suspension of your racecar. Ifyou read the previous pages that ga
a sample tutorial on the setup process, then you probably have a fed
for what to do with the Car Setup Menu. Drive a few laps, note thi
car’s behavior, pull up the Car Setup Menu, adjust one item, dri
some more laps, return to the Car Setup Menu, make anothd
adjustment, and so on. It may sound repetitive, but that routine |
pretty much what real NASCAR Winston Cup crews endure evefy
weekend, minus the frammed knuckles, pressures to perform fof
sponsors, and personnel limitations. Mundane, yes, sometimes...bll
when you hit on something, when you figure out something th
other drivers don’t know, when you really get it right- it’s dl
exhilarating feeling!

Camber- Figure 1

Chassis setups differ from track to track, and must be built
accomodate each driver’s individual characteristics. Trying to pi
together a setup that is ‘all things to all drivers’ just doesn’t happel
in the real world. Even the default setups in this simulation, built b
some of the best online racers going, will probably require a ming
tweak or two to suit your skills.

Don’t be afraid to tinker with the suspension, just remember to sa
your changes to a new file. If you get it wrong, you still have the oll
version to return to; if you get it right, start practicing your victo
lane speech!

When your car is parked on flat
pavement, it’s front and rcar
wheels are perpendicular to the
ground, standing straight up. In
this position, the camber of each
wheel is ‘zero’ (see figure one
at left). As the car is driven at
high speed, downforce is
generated; this downforce

§es the car down, causing part of the tire surfaces to no longer be
ontact with the pavement (as seen in figure two, below left).

The camber of the rear wheels
is not adjustable. You can adjust
the camber of the front wheels
though. The idea here is to set
the camber so that your front
wheels have as much rubber
touching the ground as
possible.

Uidjusting the camber to move a front tire outward at the top of
Wheel (away from the engine), you are adding positive camber.
I can see an example (_)f this on the next page, in figure three. By
the camber to a negative value, the top of the wheel will be
o the engine, like the diagram in figure two, above, shows.

you know what camber is all about, how can you determine
1y/how to adjust it? Very simple. Remember, those tire
erature readings give you valuable information!
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Basically, if a tire is too hot on its outer-most edge, you’ll need tg
bring the top of the tire in some. Reduce the camber if it’s already i
yositive value, such as +1.80; move it further negative if it is already
ﬁ%gativc value, such as -0.40. The process is reversed for a tir¢
that is too hot at its inner-mosl
edge. Move the tire outward
by applying values that arg
more in the positive direction,
You can also direct more heal
to an edge of the tire that’s too
cold by adjusting the camber,

{ous directions. Mash the gas
I weight shifts toward the rear
the car; stomp on the brakes
tl the car’s weight comes
_1ng forward, pressing the
it end down. Drive left
pund a speedway corner at
gh speed, and weight gets
town toward the right. Take
¢ sharp right hairpin turn at
ars Point, and your car’s
Bight shifts to the left. You get
¢ basic idea.

The values themselvey
represent inches. For instance,
a left front camber value of +1.50 means that you’re actually setting
the suspension up so that the left front wheel will be an inch-and-a-
half further away from the engine at the top of the wheel than it will
be at the bottom. A left front camber value of -0.40 means that the
top of the left front tire will be four-tenths of an inch closer to the
engine compartment at the top of the wheel than at the bottom,
Camber is only adjustable in the garage.

0w, imagine being able to
jsition the static weight of your
Gecar so that those shifts of
Bight work in your favor...ah, now we’re on to something. We

¢ chassis feel looser under braking, because more weight would
) transferring from the rear of the car toward its front.

Negative camber moves the top of the tire more inward, to
equalize tire temps or generate more heat on the inside edge

ofatire. ember our Dover Downs expcrlmcnt a few pages bd(.,k? Our

Positive camber moves the top of the tire more outward than
the bottom, to put more heat on the outer edge.
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r stock car must weigh at least 3,400 Ibs. in order to pass
pection. NASCAR Racing 3 maintains this weight for your car,
you don’t have to worry about it like the actual race teams do. Of
13,400 Ibs., NASCAR rules allow up to 1,900 on any side of the
§81s- that means up to 1,900 Ibs. on the front or rear, and no more
N 1,900 Ibs. on the left or right sides.

J

ual stock cars weigh a bit less than the required minimum. The

e of the stock car is tubular; teams will add blocks of lead inside
e rails of the chassis to meet NASCAR’s weight requirements.

ese blocks of lead can be positioned inside the chassis anywhere
8y re needed; this makes it easy for the crew to move those weight
I5es around as needed. Want more weight on the left side? No

oblem, a crew member will simply slide the lead blocks more

yard the left. How about more weight up front? No sweat, simply

your crew slide the leaded blocks toward the front end of the
Ssis.

The three images above show what happens to the car’s weight as you drive. i
the image on the left, weight is shifted toward the rear of the car unde
acceleration. In the center image, weight is transferred toward the front of (i
car under heavy braking. At right, the car is being driven through a left turil
The chassis weight shifts toward the outside of the turn, in this case toward thi
right.

By loading more weight on the left side of the car to begin with, the
car will provide you with better grip on the right side. In a road
course setup, you may want the weight dead center, to accomodale
left and right turns.

It what about this cross weight thing? Wedge, they call it. Ok.,
Ieitis in anutshell. Cross weight adjustments allow you to specify
W much of the car’s static weight gets applied to each wheel
lividually. Left bias helps the car turn left. Front/rear bias can
Ip the car enter or leave turns in a more desirable manner. Cross
g ht can give you that bite in the right front wheel. It’s good for
lering turns, it’s good for leaving them. Specifically, you're working
th the amount of wei ight distributed between the left rear and the
ht front tires. You could draw a diagonal line from the left rear to

| nt of your car, and that would represent cross weight.
ng more weight on the rLgﬁt‘: front wheel subtracts weight
he left rear; removing welght from the right front wheel adds
tw the left rear. .

Here’s a simple illustration to remember: On a speedway car that's
only going to be driven through left corners, think of the left side 0
the car as the ‘throw’ side. Think of the right side of the car as th
‘catch’ side. When you accelerate, the front of the car will be doinj
some throwing and the rear will do the catching. When you hit the
, brakes, the front of the car will catch for the rear. Now we’ll introduct
i one more weight to the illustration- cross weight, or as it is morg:
commonly known, ‘wedge.’
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inch is turned, the left rear wheel spring gets compressed to remove
A ust The Weight Bias dge; turning the wrench in the opposite direction decompresses
left rear spring, causing more weight to shift toward the right
it of the chassis. This adds wedge to the car. Each full rotation
5 e wrench adds or subtracts five pounds of wedge. If you hear
meone say they added two rounds, this means they shifted about
1 pounds of weight toward the right front of the chassis.

or the most part, you’ll want as much weight as you can get on the
‘left side of the car for ovals. This includes short tracks, mile tracks,
- and superspeedways. On road courses, you may want the weight
evenly balanced between the left and right sides...or maybe not. Take
a look at that road course- if more of the important corners (o0.k,
they’re allimportant!) are right handers, you may want to think aboul
putting some of that extra weight on the right side of the chassis.

For front/rear bias adjustments, more rear weight will tend to help
the chassis oversteer (feel loose). This oversteer can sometimes be
difficult to control under hard braking, but really help get the car into
a state of turning a little sooner. More front weight will cause the
chassis to understeer as you brake (feel tight). This is preferable on
many tracks because the car will feel more in control as you brake.

ﬁjglit_Bi{és adjuStméﬁfs: Slide:thisfv_iafue toward the left
d weight to the left side of the chassis, subtracted from
ght. Helps the car turn left better.

nt/Rear Bias adjustments: Move the slider forward to

I more weight to the front of the car, subtracting from the

This increase the amount of understeer. Move the slider

ward to add more weight to the rearend, while reducing

amount of weight on the front. Thls increases the amount
rsteer in the chassis. -

Positive cross weight (more weight on the right front tire) will help
the car plant and turn better, but you’ve got to consider the amount
of stress the right front tire is already encountering. Too much cros§
weight can burn up the right front tire prematurely. Since the cross
weight can be easily adjusted by your crew while in the pits, you
may find it necessary to build your chassis setups with the cross
weight set somewhere close to zero; that way you can have the crew
make wedge adjustments on pit road as needed. Car too tight? Have
the crew remove some wedge. Car too loose? Tighten it up by
increasing the cross weight.

Cross Weight: Diagonal weight on the chassm, specifically

elat_ionship-.bemreen the weti ght at the left rear Wheel o
ed to the weight at the right front wheel. Add more
ss weight (wedge) to tighten up the chassis, Reduce cross
ht to loosen up the chassis. Also adjustable on pitroad, |

The cross weight gets adjusted by a crew member, who inserts 4
wrench through a small opening in the car’s rear window. As the
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-;rsilz){:s;orbcrs mounted at each wheel. In addition to minimizing all
“the little bumps and jounces felt on the race track, shock absorbery
help stabilize the car’s chassis during high speed turns.

In some respects, shock
absorbers control how
much time your tires spend
touching the pavement ajy
you drive. Stiffer shocks
produce quicker response
from the chassis because it is able to ‘reset’ faster after hard cornering
or braking. Softer shocks provide a more forgiving chassis, allowinj
the shocks to spend more time ‘dampening out’ shifts of weight.

Shocks

LF: RF: «f M 50%

LR: < » 70%

RR: < > 80%

More weight is transferred at the wheel that is stiffest. If your lefl
front shock is set much stiffer than your other three shocks, fof
example, more weight will transfer at the left front wheel than at the
other three. Consequently, this would increase the stress applied (d
the left front tire- not a bad thing, since the left front wheel usually
suffers the least amount of abuse anyway.

Stiffer shocks will create a wheel that rolls better on straightaway#
while softer shocks will make cornering easier. You can see th
effects of shock settings yourself at a high speed track like Atlanti
Motor Speedway. Set all of your shocks to something soft, say,
10%. Head out to the track and run some laps; you’ll notice that th
car is very sluggish on the straights, but you could probably take th
corners with your eyes closed. Now bring the shock stiffness up t

/I NASCAR
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% on all four wheels. This time, you should notice that the car is
or on the straightaways, but probably difficult to corner with.

that you've seen firsthand how the shocks affect handling, where
/ou begin to make adjustments on them? There are no hard, fast

for setting up the shock absorbers, unfortunately. You’ll have
yend some time experimenting with different settings to come up
| some combinations that suit your driving tactics. There are
€ shortcuts, however, that might provide you with a starting point.
dup some of the various setups that came with NASCAR Racing
t several different tracks. Take note of the shock settings and
/they work together- you’ll begin to see a pattern or two emerge.
08t cases, the left front shock will be the stiffest. In several
)8 you’ll notice that the right front shock will be the softest
iember our ‘throw and catch’ theory when we talked about weight
sfer a few pages back).

ically, though, you’ll want to begin with front shocks that are set

e bit stiffer than the rear ones. This will create a slight amount
ndersteer in the car, making it safer to drive. As you adjust the
eks, remember to take into account temperature, track design,
ightaway speeds and banking- all of which play a part in how
Suspension performs.

adjust the car’s shocks, you must be in the garage (at the Car

1p Menu). Click on the arrows by each shock to adjust stiffness.
higher the percentage (100% maximum), the stiffer the shock.
other garage items, you can also click directly on the values
’fvcb and type the desired amount onto the screen. Remember,
ock absorber may be set to 1nd1v1dua1 values, independent of
other .




b Usmg softer shock settmgs welght transfer is reduced The
'~ car will become less responsive as the chassis takes more
 timeto reset itself after each corner. Softer shocks do provide
i less stress to tares and mﬂre forgiveness in steermg mput

. : Usmgsﬁifer shocks you’ll gam more top speed The tradeoff
- is that the car w;ll be vcrylespt)nswe and harder on its tires.

o Each shack ma} bc mdmduallv adjusted mdcpeﬂdent of
- one another. Ay o

L7

his Sway And That

vily bars have gone by many different names in racing garages.
Iti-roll bars, torsion bars, whatever you choose to call them, there
tWO on your car- one between the front wheels, and one between
irear wheels. Sway bars control the amount of “body roll’ the car
periences while turning. Thicker sway bars help minimize body
Il, but using bars that are too thick tend to create handling problems.

Hughston Caldwell has been beta
testing Papyrus racing simulations
for years, and has competed in
hundreds of online races as well.
By day, he is a NASCAR Winston
Cup crew member, having served
on several different teams through
the years. Here’s his take on sway

tewering Lock < » 10°
poiler Angle + » 70°
riftie Tape # » 5%

ront Sway Bar i1 1/16
war Sway Bar 21 inch

bars:

Tont sway bars control the roll of the car through the corner, but
lore so on entry. The smaller the bar, the more roll the car has. The
gger the bar, the less roll and the tighter the car will be entering the
Imer.

ear sway bars act the opposite. They control the roll of the car off

corner. The bigger the rear bar, the less roll you will have and
loosen the car up from the middle of the corner, off. The bi gger

T =“the looscr the car WIll be off the corner,” Hughston says.

ral, you ll want to set the sway bars as stiff as you can control
. On most larger tracks, you’lT probably want the front sway




Rém; mber to keep an eye on the tire temperatures as you try oul;

| Sway bars provide some of the same benefits of shock absorbers il
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earing Up For Racing

lir stock car’s engine generates approximately 750 horsepower.
| restrictor plate tracks (like Talladega), your engine is capable of
king only about 420 horsepower. By choosing different
mbinations of cogs in your stock car’s transmission, you can
ine how the engine will manage that horsepower.

fferent sway bars.

the car’s handling, but their overall effect is more subtle. You do
want the bars as stiff as possible, but using a sway bar that’s too
thick can add too much responsiveness to the chassis, making it feel

_ rter gear ratios provide greater acceleration, but less overall top
‘twitchy’ to drive.

ed. Taller gears give you the opposite- great top speed but reduced
geleration. To geta handle on how to pick the right gear, let’s look
wo tracks- Talladega, a superspeedway and Bristol, a bullring.

Talladega, you can just about toss acceleration out the window.
lat you’ll want is top speed, as much of it as you can get. In that
¢, a 3.20 fourth gear will get you more top speed than a 3.45
ling. That’s because the
0 gear is taller (larger [RECETSLEIIEE

diameter) than the 3.45 St 980  3rd: < M 5.30
~ Bristol, on the other
id, requires a different
proach. Since you’re :
ly on each straightaway for four or five seconds, a fourth gear that
100 tall would cost you acceleration and waste horsepower. In this
i€, a 4.10 gear would be too tall; something more in the 4.75-5.00
___f.-_ e would probably be more dpproprlate

-~ Stiffer bars mmlmzze body roll helpmg the car get reset

~ quicker as it turns at hlgh speed i -
Softer bars prevent less body roli makmg the car easier to

' drwe for begmners i

Znd: < » 6.90 dth: <« » 410

Set the sway bars up as stlﬁ‘ as you can control them Set'

each bar up individually, with the front bar affecting your

entry into comers, and the rear bar havmg a greater affect on
yourﬁxlts : i e R i

the longe st strai ghtaway at Whatever track you’re seltmg up
'y to pick a fourth gear that wﬂl get the over-rev light to just

-
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barely;sta blmkmg as you reach the straight’s end. Ifthe over-rey
hght _oesn t blink at all, you may not be using all of the powe
ailable to you from the motor. Ifthe dash light begins blinking to
oon, the motor may undergo too much abuse and eventually blow:
On oval tracks, fourth gear is the most critical; get fourth gear sob
~ and then space the other gears accordingly.

}

With fourth gear being so important though, don’t overlook first gear!
By trying different ratios for first, you can find something suitablg
for obeying the pit road speed limit. To learn more about this, let's
go back to Bristol again. Using a first gear ratio of 10.00, you cail
run the engine up to about 4,500 rpms without breaking the pit road:
speed limit. But if you were to use a taller first gear, such as 9.00;
you would have to keep the car at or below 4,000 rpms on pit roa
Pick a first gear that gives you the acceleration you need on starly
and restarts, but that does not cause you to exceed the pit road speed
limit when you barely touch the accelerator.

Use shorter gear ratios (higher values) to create more
acceleration. Shorter, tighter ratios help the- engine reach
peak horsepower sooner, possibly trading off some topspeed.

Taller gear ratios (indicated by lower values) will provide
more topspeed but less acceleration. It may take the cara lap
or two to get ‘wound up to speed’ with taller, longer gears. |
Ideal for superSpeedways ‘llke Tal ladega . :

par, as we did here.

ght Iook like with tape applied ;
he size ofits opening. You can use -
it Shop to draw tape on the nose of

he Truth About 200 MPH Tape

your stock car travels at high speed, the front of the car strikes air.
ertain amount of this air passes through the front grill of the car,
; nto the engine compartment. Some of this air is desirable, as it
s cool the engine. This air also creates extra drag as it gathers
Ide the engine compartment, however, and that can slow the car.
reducing the size of the grille opening on the nose of the car, this
Hlows up over the hood, creating more downforce up front while

reducing drag. Race teams
apply strips of duct tape to
the car’s grille in order to
minimize its opening when
necessary.

Typically, the nose of the
car will have a minimal
opening during qualifying.
Generous amounts of tape
are applied over the grille to
try to achieve the best
downforce. Only a small
opening is needed for the
one or two laps of qualifying
that will take place. During
races, however, the engine
needs the air collected
through the grille to keep it
cool, so little or no tape at

all is used.
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etting Wheel Lock

;ngme. Keep an eye on the water temperature gauge to ﬁnd ou

i 're using too much tape or not licel lock refers to the maximum angle that your front wheels steer
1ether you : '

I-to-right, or in other words, how sharp the front wheels turn. Since
 banked, expansive corners of superspeedways like Talladega
fuire very little steering input from a driver, a smaller wheel lock
lue would be desirable. On a road course though, a small wheel
k setting might not give you enough steering range to find your
ly around its coziest hairpin turn.

You can probably get away with a little more tape at tracks that havi
higher speeds. Talladega, Atlanta, Texas- the speeds at these tracks
will force more air into the engine compartment; adding some tap

to the grille during races at these tracks will be beneficial withoul
abusing the motor. In contrast, at shorter tracks like Martinsville yol
won’t be driving fast enough to generate much air to cool the enging
Using too much tape will cause the motor to overheat.

To a large degree, the amount of
toering Lock < »10° steering lock you choose at any
given track should be determined
by the control device you're
rille Tape < > 5% using. Wheel users may prefer
' smaller lock values, as compared
to joystick or keyboard drivers.
Individual steering devices have
different ranges of control to
them, so you’ll have to choose
wheel lock accordingly.

You can select the amount of tape you want added in the garagg poiler Angle € » 70°
using the Car Setup Menu. You can also have tape added to you ;
car’s grille during any pit stop, by pressing the F8 Radio key. Sticki
a piece of tape on the grille takes just a few seconds; this make
grille taping an excellent way to address certain handling issue
provided the engine doesn’t get too hot. ront Sway Bar &1 1/16

ar Sway Bar |1 inch

uwel Leval € > 17 gal

you set the wheel lock to a value of 18° for example, you would
I need to turn the wheel (or other control device) as sharply as you
lld if the lock was set to 5°. The 18° lock may require the slightest
1‘.1 n of thesteenng wheel to cause the car to turn dramatlcally

 More tape on the nose of the car reduces the amount of air
~ that causes drag. The downforce on the nose of the car is
'mcreased but the englne recelves les,s air to kecp 1t cook

Use as much tapc as you can get away Wlth for the 1(mg
B jhaul but be carefui not to hiow the engmf: by cuttmg off 100 't
' e control. If you choose a leck value that is too hi gh, the car
)e very sensitive to your steenngmovémants Lower lock values




hould also understand that wheel lock is not necessarily goirj
o change the behavior of your car’s chassis. A loose car withalo
heel lock setting will still be loose after the lock is raised, and s
on. Don’t waste time trying to compensate for obvious handling
errors in your chassis setup by adjusting wheel lock. Remembelj
think about the corners of the particular track you’re racing on- nol
just the radius of each turn, but also the banking. Steeper banks wil
help reduce the amount of wheel lock you’ll need.

To change the wheel lock, use the Car Setup Menu. Choose a highe
value to make the steering sharper, and more responsive. Select
lower value to slow down the steering and afford you more control

Use more wheel lock (higher angles) to increase the turning
radius of the stock car, adding responsiveness to cornering.
Keep in mind that too much wheel lock will make the
steermg very sensmve posmbly causmg you to over-correct.

A Complete Guide To Each Track
In NASCAR Racing 3

Less wheel lock (lower values) is perfect for larger tracks
that have broad, sweeping corners. Slight movements of the
steering wheel or Joysm:k will not affect the car as greatly,
allomng you to make hi gh specd correctwns easier.
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Atianta Setup:
e banking here do the work for you, don’t loosen the car up
\much...Check the rev light for fourth gear settings at the entrance
urn one...If your wheels are spinning too much, try stiffer sway

/lllll
Atlanta Motor

' Hampton, Georgia

@ Atlanta Line:
15 a wide, fast track. The smooth banking makes for exhilarating
1.54 Miles §ing action in the corzllers tKith an 1z}utstandir_lg sensation of sgeed.
shci o you grow accustomed to this track, you’ll discover that you don’t
Banklng. 24 Ily need to use the brakes much at all.

the start/finish line, steer around the second dogleg and position
lir car in the middle of the track to enter Turn One. Lift off the
b - bitle, wait a beat, then step back on the accelerator. Drive flat out
Slngle Pit Lane ind the rest of the corner, keeping the car as low as you can

Pit Road Speed Limit: 45 mph thout getting on the apron. When you exit Turn Two, let the car
i _ it back up to the outside wall.

you approach Turn Three, drive hard all the way to the start of
icorner before lifting off the gas. Give it one, maybe two beats of
Isting before you reapply the power. Step back on the gas and
er the car off of Turn Four toward the outside.

Originally constructed in 1960, Atlanta Motor Speedway underwel
a dramatic facelift in 1997. Following the Spring race that year, |
track was reconfigured from its original oval design, to a faster quad
oval layout. When the new design debuted for the final race of'tl

season, NASCAR fans were treated to record speeds from the drive
you reach the éoglag make a wide entry and be near the

':"s wall as you cross the start/finish line. Dive low and run
he curb as you pass through the second dogleg on your
ck to Turn One. :

The old front straight is now the back straight; in addition, gorgeall
condominium units and luxury suites were added to the facilil
Atlanta Motor Speedway is located in Hampton, Georgia, about thif
minutes South of downtown Atlanta.
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LastMinute Tweaks:
- Are you too loose in the turns? You can’t afford to be. If you arg
“you’re probably scrubbing off speed. It’s a fast place, but don'¥

overdrive it. Let things come to you instead.

Dual Pit Lanes
Pit Road Speed Limit: 35 mph

I8tol Motor Speedway is located in Bristol, Tennessee, near the
inessee-Virginia border. At thirty-six degrees, Bristol Motor
pedway features the steepest banks on the NASCAR Winston
p circuit. Bristol has been a regular stop on the NASCAR schedule
be 1961, and is dubbed “The World’s Fastest Half-Mile Speedway”
ipite the fact that the track is actually just over a half-mile in length.

y paved with asphalt, the track was eventually resurfaced
crete and has been nearly doubled in seating capacity.
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Ita in a precise line and drift back to the outside just before the
finish line. :

The Bristol Setup:
‘of the trickier tracks to get the chassis set up for... The car cann
o'loose here, because the banking will cause the back tires
1in at the exit of each turn...exit speeds and straightaway speeds al
Jost critical to fast lap times

t Minute Tweaks:

ing familiar with the corners at Bristol takes practice. You’ll
10 get comfortable with driving the car into each corner fairly
and getting back on the gas before the car actually feels like it’s
¥ to turn.

The Bristol Line: _
Bristol has a fairly wide surface that allows drivers to race two-wik
through the corners quite comfortably. Fast lap times can be achiev
in the low groove as well as the higher lane, but like most trac

gt 881s setup plays a bigger part in overall speeds at Bristol than it
Bristol does have a preferred racing line.

Jatmany other tracks. Keep in mind, the difference between the
car and the slowest car here is often only three or four tenths of
From the start/finish line, keep the car out against the wall. As yul Ids, so finding those tenths in the garage is imperative,
approach Turn One, lift off the throttle and brake down to arou
7,000 rpms. Try to drive the car down to the bottom of the cornl
while remaining on the banking and holding the rpms at 7,000. You
notice here that the view out of the windshield ahead is nothing b
awall of concrete. Because of the limited visibility and high speed
you’ll have to drive “heads up.” It’s not uncommon for an accideil
to begin on one straightaway and end on the opposite one. Whe
the car hugs the bottom of the track at the apex, roll back on the g

and drive the car back up to the wall.

As you approach Turn Three, repeat the process- lift, brake and di
to the bottom of'the track, careful not to get so low that the car flatte
out on the apron. The exit at Turn Four feels markedly differel
from the exit at Turn Two; you’ll notice that in Turn Two you coul
exit hard up to the wall quickly. However, doing this off of Tul
Four could upset the car and make it feel quite loose. Instead, try |
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California Setup:

ipension is similar to the Michigan setup, but the gearing is
\..Fast laps are nearly impossible here once the right front tire is
N, so protect it wisely...It is a wide track with many different
Oves to race in- know where everyone is...Be extra careful when
wing other cars closely into the corners, many drivers use different
ing points getting into the turns at California...

California

’ .Fontana, California

2 Miles - .
: A California Line:

Banking: 14 m the start/finish line, stay near the middle of the track as you
roach Turn One. Lift off the accelerator, tap the brakes and drop
e low groove, keeping the left side tires on the white line. Try to
p the car from getting too low onto the apron, in order to avoid
nning the back tires as you exit the turn. Hold the power at around

. . 00 rpms until you reach the apex of the corner; when the car is
j Slngle Pit Lane pendicular to the back straight, step back on the accelerator and
Pit Road Speed Limit: 55 mph bt it off the turn.

Iy near the outer wall along the back straight. When you reach
entrance of Turn Three, lift and step on the brakes, bringing the
‘back down to 7,000 rpms. Follow the low groove into the turn,
iping the left side tires on the white line. Just as the car reaches
large orange Union 76 ball on your left, get back on the gas and
the car drift toward the middle of the track as you exit Turn Four.
iy from _Tum Four, cross the start/finish line toward the lower-

Since its inaugural race in 1997, California Speedway has kepl
busy schedule. Currently the track hosts a NASCAR Winston (i
race, a NASCAR Busch Series Grand National Division event, (i
NASCAR Craftsman Truck Series and the NASCAR Winston We
Tour.

Built on the site of a dilapidated steel mill, California Speedway.
situated on 475 acres of land about 45 miles from Los Angeles. T
track compares to Michigan Speedway in shape and size, but tlf
surface is slightly flatter.

B
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rlington
ceway

rlington, South Carolina

get down to 7,000.

1.366 Miles
Banking: 1 & 2 at 25°
3 & 4 at 23°

Dual Pit Lanes
Pit Road Speed Limit: 45 mph

lington Raceway was carved from an old cotton field in 1950.
SCAR’s first superspeedway, Darlington is an egg-shaped oval
has been dubbed “Too Tough To Tame,” and “The Lady In
tk.” Its odd corners have left many a Crew Chief scratching his

5 )
| over the chassis setup.

| track was reversed in 1998 to accomodate new grandstand
igutations- the old Turn One is now Turn Three. On the track
jowevet, it’s still the same Darlington- lift an arm and prepare
tatch yourhead! '
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main below that in order to avoid the wall. Stay to the outside
bn the gas as you streak down the back straight. As you enter
| Three, brake hard and steer the car into the corner just above
ptted white line. Let the rpms fall down to around 6,200 and
Y just enough throttle to hold them there as you round the turn.
¢ middle of Turns Three and Four, roll back on the accelerator
jleer the car along the white line all the way out of the turn.
[ back out toward the wall as the car approaches the start/finish
gain.

its may be a bit faster, if you can maintain control...Horsepows
’ff“'the turns is crucial to fast lap times...Soften the right frof
i uspensmn to preserve tire wear...If you’re having trouble stayii
out of the walls here, you’re probably attacking the corners (¢
hard...If you’re not up to speed, work on Turns One and Two firl
it’s a tricky corner to drive at high speed on...

The Darlington Line:
Darlington is a one-groove track that must be driven with a patieil
give-and-take mentality. High speeds combined with a narrow grooy
mean that every pass must be handled gingerly by all cars involved
As adriver, you’ll feel like you’re racing the track more here, rath
than the other cars.

t Minute Tweaks:

Ington presents one of the toughest tracks to develop a feel for.
t get frustrated, practice trying to maintain as many rpms as
ble in Turns One and Two in order to carry lots of speed down
ack straightaway.

At the start/finish line, stay on the gas and near the outer wall unl
you reach the first corner. This is the wider, faster end of the ra¢
track; drive the car into the corner a little deeper than you might fe
comfortable doing, before braking. As you enter the corner, use t
brakes and drift away from the wall, positioning the left side tires
the dotted white line near the middle of the track. As the car dif
down to 7,000 rpms, step back on the gas early (before the apex (
Turns One and Two). The car will move up approximately a half-§
lane, but you should be able to hold the same line around the remaind
of the corner after that.

The car should come out of Turn Two near the wall, and at ful
speed. The banking takes a dip at the exit of the turn, so you’ve g
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Dover Setup:
 steep banks keep the right side tires working very hard throughout
e, it’s up to your set up to reduce the stress on the right side...Do

Dover Downs
International
Speedway

Dover, Delaware

Dover Line:
ver is a comfortable track to race side-by-side on. Its wide, high
fners provide two distinct lanes to travel in.

1 Mile ping flat out at the start/finish line, stay up high along the wall.
Bankin g: 24° I'll notice that the straightaways at Dover possess an unusual
punt of banking; as you enter Turn One, brake down to about
)0 rpms and drive down to the bottom of the corner. Because of
Steep straights it will feel like you’re driving into the bottom of a
. Maintain just enough acceleration to let the car hug the bottom
= _‘e track; just prior to reaching the middle of the corner, step back
the gas and drive full speed around the remainder of the turn. As
car reaches the exit of Turn Two, let it drift back up the banking,
near the wall.

Single Pit Lane
Pit Road Speed Limit: 35 mph

Known as “The Monster Mile,” Dover Downs Internatiof
Speedway celebrated its 30th year in NASCAR racing in 199
Originally paved with asphalt, Dover was resurfaced with concrel
prior to the 1995 season, becoming the first NASCA
superspeedway to sport a concrete surface.

the back straight, stay wide unless you are overtaking other
5. You may feel the urge to drive hard into Turn Three, and for
it it’s worth, the car will respond. However, hard entrances into
th Three tend to take quite a toll on the tires and really don’t do
having lap times. Instead, make an earlier entrance by
ard and diving for the low line. Keep the car on the bottom
rack at a constant 6,500 rpms, and stay off the gas until you
end of the pit wall appear ahead'“At that point, get back on

A horse racing track surrounds the infield of the one-mile oval, heng
the name “Dover Downs.” Due to its speeds, banking and tigl
corners, Dover is a physically demanding racetrack for drivers
face.
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way
iternational
ceway

idison, lllinois

the thrgttle_ ard and steer the car off the low lane of Turn Four,
exit Turn Four too wide, you’ll most certainly smack the wil
and'leave a mess for your crew to clean up. The Turn Four exit
rhaps the trickiest part of a Dover lap; as your tires begin to wef
wait a beat or two later before getting back on the gas. This wi
~ help you avoid that sneaky Turn Four wall.

Last Minute Tweaks:
When the right side tires are gone, this is one of the tougher tracky#
drive on. Take it extra easy on worn tires at Dover Downs, until yal
can replace them.

1.25 Miles
Banking: 1 & 2 at 11°
3 & 4 at 9°

Single Pit Lane
Pit Road Speed Limit: 45 mph

iddition to its 1.25-mile oval, Gateway International Raceway
fures a 1.6-mile road course and a dragstrip. The speedway itself
omprised of two very unique turns that give the track an overall
ong shape.

yugh the track is actually located in Madison, Illinois, Gateway
ional Raceway is often thought of as being in St. Louis,
which is five miles away. The famous Gateway Arch can
in the distance from the track.
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ﬁé’t;eﬂmy Setup: ) - -
r a chassis that’s a little loose getting into the corners, lil L 0 meStead-M’am'

"‘:"pay off with quicker cornering speeds here...Choose a flexible fourl
ear that can carry straightaway speed yet keep enough rpms turni

in the corners... mestead, Florida

The Gateway Line:
At the start/finish line, stay in fourth gear along the outer wall. A X
you approach Turn One, brake early, and brake hard. Slow the 1.5 Miles

down to 5,200 rpms. As you make the turn, start high then let ly Banking: 60
car drift low as the engine revs way down. Clip the bottom of'{
apex, then ease back onto the accelerator (don’t mash the gas {0
soon!) and steer the car out of Turn Two, near the outside wall.

Stay wide on the backstretch, and get on the brakes as you pull evg Slngle Pit Lane

with the pit lane entrance on your left. Keep the car high at first, | Pit Road Speed Limit: 45 mph
the rpms fall to 6,000 while coasting down to the bottom of lj
track. Just before the left side wheels reach the curb, step back ol
the gas and try to keep steering left as hard as you can. If you hit i
just right, the car will drive straight off the corner and out near the
wall as you exit Turn Four, heading back to the start/finish line.

estead-Miami Speedway opened its doors in 1995. Hosting
BCAR Busch Series Grand National Division and NASCAR
ftsman Truck Series races over the past few seasons, Homestead-
_* 1 was added to the NASCAR Winston Cup schedule for the
0 season. The warm South Florida climate is a perfect fit for Fall
Ing, which is why the track hosts its NASCAR Winston Cup and

ich Senes Grand National D1V1510r1 events in the fourth quarter.
Last Minute Tweaks:

Try shifting down to third in the corners if you’re uncomfortablé
with the low rpms. Take another look at your rear sway bar stiffnegy
to make sure you're getting all the grip you can as you exit each turi

s one of the most state-of- the-art racing facilities in existence,
ead-Miami offers plenty of 1uxury suites and fan-friendly
dations. : -
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through the corners smoother...Play with camber and wedge settin
o make the front wheels grab the pavement for you in the cornery

The Homestead-Miami Line:
Very little banking gives the Homestead-Miami corners a slippe
feel. Long and lazy, these turns demand utmost concentration !
order to get through them consistently. The turns are roomy, i
with little traction each driver must hold their line.

At the start/finish line, stay along the wall and in the gas until yg
reach the entrance of Turn One. This should be just about at {k
same point where the pit lane exits to your left. When you reach {li
spot, brake down to 6,000 rpms and drive a diamond pattern- start
high, then dropping low at the apex of Turns One and Two. Ha
the rpms at a constant 6,000 until you reach the middle of the corn
then gently bring the accelerator back on full. Let the car drift
near the wall as you exit Turn Two.

Along the back straight, stay near the outer wall until you reach (l
pit entrance on your left, just before Turn Three. Using the pit laf
as your braking point, get off the throttle and slow the car down |
6,000 rpms. Enter the turn wide, then drop to the bottom at I
apex, again cutting a diamond pattern through the corner. As yu
reach the middle of the turn, roll back onto the accelerator. Tl
should be just before you reach the first small grandstand on yal
right. Let the car come off the turn high to position you for anot
run along the front straight.

The Homestead-Mramr Setup: it Minute Tweaks

notto let your chassis settings make the car too tight, unless yd lember, the key to fast laps here is learning to master the corners.
n braking extra-early... A little more spoiler may help you § y are the heart and soul of this track; try to develop a setup and
‘0ach to handling these corners in a consistent manner.
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@ Indianapolis Setup:

I need a chassis that allows you to stick low in the corners...Soften
right front suspension to protect your tires, but be careful not to
® up too much straightaway speed in the process...This is a track

¢ you can fine-tune with sway bars and grille tape...
Indianapolis, Indiana

: -_ @ Indianapolis Line:
2.5 Miles | | 8 is a high speed track with a lot of room, except near the apex of
B anking: 9° 12° h turn. If you’re running side-by-side in the low lane, you may
; : = il to concede a little horsepower in order to keep your car from
Slngle Pit Lane ’ {ting up into your opposition.
Pit Road Speed Limit: 55 mph 00. Remember that number. What was it again? Oh yeah, 6,500.
ym the start/finish line, stay along the outer wall until you reach
in One. Brake early and let the rpms fall to, you guessed it- 6,500.
 to steer a low line through the turn, making a wide exit onto the
brt chute. Back on the power, there isn’t enough time to build it
iy high- you won’t need to touch the brakes going into Turn Two,
itlift off the throttle instead. Let the rpms come down to, all together
W- 6,500. Pin the car to the bottom of the turn and step on the gas,
ling wide onto the back straightaway.

The historic Indianapolis Motor Speedway joined the NASCAR
Winston Cup schedule in 1994. Since that time, the annual Brickyai
400® race has become the largest race on the NASCAR schedule

The track was built in 1909 and shortly thereafter paved with bricky
3.2-million of them! Most of the bricks have been paved over will
asphalt, except for a strip of them that remains at the start/finish ling
[n 1911, the Indianapolis Motor Speedway hosted the firsl
Indianapolis 500®, won by Ray Harroun in his Marmon Wasp
Harroun won the 200-lap race with an average speed of 74.602 mpli
beating the second place finisher by one minute, 43 seconds. The
Marmon Wasp can be seen at the track’s spectacular museut
displayed alongside many other historic auto racing vehicles.

wn the long back straight, stay near the wall as you approach
in Three. Brake early, drop the motor down to somewhere between
400 and 6,600 rpms; 0.k., 6,500 if you must. Drive the car down
the bottom of the corner (you did brake early, didn’t you?) and get
Kk on the gas. Floating back out to the wall of the short chute,

ke Four without braking. Justlift off the gas, get the rpms to
know what,” and drive through the bottom of the turn. As




dianapolis
taceway Park

Jianapolis, Indiana

- Last Minute Tweaks:
Try braking earlier in order to get the car to “set” before you reaclt
cach corner. Don’t shy away from the draft here, you might pick uj
a tenth or two on the straightaways by finding a buddy out there,

.686 Mile
Banking: 7.5°

Single Pit Lane
Pit Road Speed Limit: 35 mph

lianapolis Raceway Park is one of the original NASCAR Busch
" es Grand National Division tracks. In 1998, the track underwent
Jor reconstruction to its surface, creating a smoother overall groove
I the drivers to compete on. The track features a grand lighting
dlem; a road course and drag racing facilities. Indianapolis
iceway Park has been owned by the National Hot Rod Association
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Jetthe motor over-rev too long here, drive at least a half-a-tank ¢

1’s worth of laps before setting fourth gear...

Vegas, Nevada

The IRP Line:
Thanks to a recent repaving, the line has moved inward a little. Theig
used to be two distinct bankings, forcing the stock cars to the extrer
outside, hugging the wall. The new pavement design lets the ca
run a lane lower, near the middle of the track.

1.5 Miles
Banking: 12°

At the start/finish line, approach Turn One near the upper-middle

the track. Brake down to 6,500 rpms and coast around the corngl
Keep the car in the center of the track, don’t let it get too low Of
you’ll miss the exit. Just past the apex, feather the gas on and ol
until you hear the tires stop squealing. At that point, you can get
back on the throttle hard and move up the track to the outside wall Sin gle Pit Lane

Entering Turn Three, again try to keep the car above the middle lang Pit Road Speed Limit: 45 mph

as you brake down to 6,500 rpms. Coast into the turn and pump the:
throttle on and off, being careful not to get back onto the gas tol
soon. As the car floats near the bottom, keep it near the center if yoi
can and only apply full throttle when you hear the tires stop squealing.

5 Vegas Motor Speedway is an all-inclusive facility located about
feen miles from the famous Las Vegas Strip. Its expansive complex
_‘l‘ures several tracks including a draostrip, a motocross track and

) the art of racing, from BMX riding to NASCAR Winston Cup

Last Minute Tweaks: mg schoois

The difference in speeds here is really less than you’d think- if you'n®
having trouble keeping pace, try loading up one of the default setups
and making one or two tweaks from there.

»nur luck?
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it Minute Tweaks:

starting with your Rockingham setup if you’re looking for a
line to begin with. Don’t have a competitive Rockingham setup
' In that case, reach for your Darlington car and go from there.

The Las Vegas Line:
Las Vegas bears a slight resemblence to its bigger brethren, Michigg
and California. Two-wide racing into and out of the turns is quil
common, and fairly comfortable. You’ll find that it’s possible I
drive hard into the turns a bit deeper here than some other tracks.

As you cross the start/finish line, have the car just below the middl
of the track. Staying on the gas, approach Turn One by letting thi
car drift back up near the outer wall. When you reach the entrang
of the turn, tap the brakes and let the rpms fall to 6,200 as you dr¢
the car down to the bottom of the corner. At the apex of the cornel,
just before your car directly faces the “Turn 2” label painted on t
wall, begin rolling the gas back on to accelerate off the turn.

Let the car come up off the bottom of the track at the Turn Two exil,
then ease back out toward the back straight wall. As you approacl
Turn Three, give the brakes a light jab and lift off the throttle. L
the rpms fall back down to 6,200 as the car drifts down to the botton
of the corner. This corner is slightly tighter than Turns One and
Two; for that reason, wait an extra beat before reapplying the gas
As your tires wear you’ll notice that you’ve got to wait even longel
before speeding off of this turn, in order to avoid contact with th
Turn Four outer wall. When you can get back on the gas full, drive
the car off the bottom, as low as you can. The car will exit the turi
and drift up near the wall; gently work your way back down neat
the bottom of the track as you cross the start/finish line.




 Lowe’s Motor Speedway Setup:

il by running a few laps and setting fourth gear so that the over-
light just starts to blink at the end of the back strai ghtaway...Right
Ittire wear is crucial, so strive for a happy medium between stiff,
Suspension and soft, grippy rubber. .. Try to keep the car neutral,
@ a loose chassis will result in slower exit speeds off the

1ers... Put as much tape on the grille as the car’s water temperature
I withstand on long runs...

Concord, North Carolina

1.5 Miles ' Lowe’s Motor Speedway Line:

R o flquick lap here at Lowe’s Motor Speedway, there are two schools
B anklng : 24 1ought. Some drivers prefer to enter the corners higher and lifta
 early, never using the brakes. This method allows a driver to
ok the corners at slightly higher speeds, while putting a little bit
Aira wear and tear on the tires. Other drivers strive for better tire
I'by giving the brakes a sli ght tap at the entrance of each corner.
i lets a driver enter each turn lower, with minimal tire squeal,
Ie trading off a small amount of speed. This is the more common
150 it is the one we will illustrate for you below.

Single Pit Lane
Pit Road Speed Limit: 45 mph

One of the favorite stops on the NASCAR Winston Cup schedul
for teams, drivers and fans, Lowe’s Motor Speedway is located
Concord, North Carolina, just outside of Charlotte. Most of | i
teams are based in the immediate area, and the drivers use Low#
Motor Speedway for testing quite frequently.

i€ start/finish line, try to be out near the wall to set the car up for
ind dogleg left. Cut the car down low and nip the curb of the
eg; the car will drift back out to the middle of the track and be in
il position for the Turn One entry. Tap the brakes for a split
bnd, let the car come down to about 7,500 rpms and enter the
justabove the bottom white line. Barely three or four car lengths
lhe corner, get back on the gas; at this point the car should be
ed directly at the outside wall at the Turn Two exit. The car
actically turn itsclf as you accclerate off of the corner wide; as
Xt the turn, let the car drift out to the wall.

The track was the brainchild of the late Curtis Turner, legendln
stock car driver. It opened in 1960 and has provided many a hl'S’[OFIl
racing moment since. The track features an impressnlre ]1gh1|l_
scheme; it was the first superspeedway to accomodate night racl
on the NASCAR Winston Cup circuit.




Jowe’s back straight, then dive low and use the extra speed 1
omplete the pass at the Turn Three entrance.

Just before your car reaches Turn Three you’ll notice a white striji§
that crosses the asphalt. Stay on the gas until you cross that line; ju
over the line, lift and stab the brake again, getting down to 8,00k
rpms. You won’t need to bleed off as much speed in Turn Three i
you did in One, Three is a slightly faster corner. As the car slow
just enough to drop down to the low white line in Turn Three, j
back on the gas and drive hard off the corner.

Irtinsville, Virginia

Try to let the car drift out near the middle of the track before you g# 526 Mil
to the first dogleg; you’ll scrub the tires unnecessarily if you try | - . 11
stay at the bottom (inside) of the track here. Try to drive both dogleg Bankin oy 12°
in one continuous, sweeping move, rather than as two separilé Sinole Pi

apexes. Round the first dogleg flat out while letting the car drift § ingle Pit Lane

the outside under the flagstand, then clip the bottom of the tragh Pit Road Speed Limit: 35 Il'lph
again on the second dogleg. Ifyou fail to hit these two doglegs ju
right, or if your tires are heavily worn, you may have to lift to avollf

iki 11 as tset t : 4 : .
striking the wall as you get set o enter Turn One Itinsville Speedway is the oldest NASCAR-sanctioned track on

_-'circuit‘ The track held its first race in 1947 as a dirt track, and
§ paved with asphalt in 1955. The track is located in Virginia,

Last Minute Tweaks: I the North Carolina border.

You can drive a lot of different setups here and find that each o
will run about the same speed. Aside from a risky fourth geit
adjustment, the most significant improvements in speed here will
come from altering your racing line around the track.

straightaways comprrse sixty percent of the racing surface
sville; this leaves very little room in the tight, flat turns.
can expgct to find themselves__u_l heavy traffic here all day,
dig new meaning to the phrase “rush hour.”
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§t Minute Tweaks:

niember, you’ve got to brake early here. Take another look at the
you’re driving. Are you waiting until you’re already at the corner
yre hitting the brakes? If so, you're not going to go fast here.
key is to get the car ‘set’ by the time you reach the middle of the
, S0 that you can really apply the power coming out of the corners.

flartinsville Setup:
or a slightly tight setup that can be driven consistently...Soflef
B ¢ right side of the suspension for extra grip and longer il

ife...The front and back straightaways look similar; memori
andmarks to remind you of where you are...

The Martinsville Line:
An exercise in patience, Martinsville Speedway cannot be driven |
an “on the edge,” over-aggressive manner. Stomping on the gas i
you leave the turns here will swing the back end of your car aroun
too quickly, causing the car to get sideways and lose speed. Rolli
the gas back on- gently accelerating over a one or two second spall
is a vital art to master before challenging the field at “Marty.”

From the start/finish line, stay about a car-width away from the ou
wall as you approach the first turn. Just before you reach the concrel
surface in the corner, lift and brake hard, letting the rpms plummet |
5,200. Hold the power there until you feel the car pass the apex ¢
the turn, then gently roll back on the accelerator.

Let the car come out of Turn Two near the outside, staying a half, {§
maybe a full car-width away from the wall. Driving hard down th
back straight, get off the gas and hard onto the brakes just befon
you reach the concrete pavement in Turn Three. Hold the rpms i
5,200 until you reach the center of the corner; roll back onto the
throttle and let the car float back out toward the wall as you exit Tu
Four.
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e Memphis Setup:
_, i Il don’t need a loose car, the banking will do the work for
I...Stiffen the front suspension and put a bit of extra wedge
. M o t o "s p o rts Pa rk Drive several laps to evaluate fourth gear...
Millington, Tennessee
e Memphis Line:
imphis has steep banks, akin to those found a few hours away at
shville Speedway USA. These banks allow drivers to stay up on
high side on the straights, dive down low in the corners, and
' b back up the banks again as you exit.
.750 Mile
: - o] the start/finish line, the car will feel like it wants to drift down-
Banklng : 14 't let it. Instead, keep the car high as you lift and brake for Turn
€. Let the motor coast down to 5,500 rpms; the car should point
‘way toward the bottom of the banking. If you time it just right,
icar will reach the base of the banking at the same moment that it
- . iches the apex of Turns One and Two. Confidently reapply the
Slng le Pit Lane pelerator and steer out of the corner, in the middle of ihe trsg:jk. Let
Pit Road Speed Limit: 45 l‘l’lph } car wash back up to the outside wall in order to set up Turn

hen you reach Three, brake and let the rpms drop to 5,500. There’s
vhite stripe across the track here, start your braking just before
u reach it. Enter the turn high, then guide the car down to the
ttom of the turn. If you enter the turn too low, you’ll have to brake
tder and fight the car to keep it in control. As the car reaches the
ittom of the track, step back on the gas and steer out toward the
on’t let the car cross the start/finish line on the bottom, even
t wants to; getting back out to the wall is important for another
Lat Turn One. i

Memphis Motorsports Park features a three-quarter mile tri-oval a8
its showcase of the multi-race facility. Recent, extensive renovation
include a repaving of the speedway, and improvements to grandstands
and suites in order to provide the Mid-South sports market i
comfortable, exciting atmosphere.

Dover Downs Entertainment acquired the facility in 1998 in a buys
out of the Grand Prix Association of Long Beach, and is intent ¢
attracting other major stock car events to the speedway.




..apq;ijef look at your brdkmg points, and study replays of other dnvcrl
{ wf;_",i:ét it right. Try tweaking up your Myrtle Beach car and running
t here. _
rooklyn, Michigan

2 Miles
Banking: 18°

Single Pit Lane
Pit Road Speed Limit: 55 mph

jcated about an hour from Detroit in the Brooklyn/Irish Hills area,
ichigan Speedway first appeared on the NASCAR Winston Cup
hiedule in 1969. A 600-mile race was slated for that year, but rain
darkness ended the event after only 330 miles were completed.
ie following year, the race was shortened to 400 miles.

1 gan' fes’itures steep, Wide b‘&:&kb that are suitable for sev eral
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The_'M“i'é:gjfgan Setup:

[/finish line, careful not to squeal the tires.

it Minute Tweaks:

The Michigan Line:

The key to competitive lap times at Michigan is to make wide entri¢
into the corners, then dropping the car down to the bottom as yol
reapply the throttle. Take care that you don’t get too low however
planting all four tires on the apron will likely create a loose conditiol
sending your car into the wall.

fa grip off the corners.

At the start/finish line, the car will be in the middle of the track. li
order to set up the Turn One entry, let the car drift high. Lift and tap
the brakes as you enter the turn, bleeding off the rpms until the tach
falls to 7,000. Let the car drift down to the bottom of the turn; thig
vital toward driving a fast line out of Turn Two. Hold the rpmk
steady at 7,000 until the car reaches the apex of the corner, then gel
back on the gas and steer the car out to the wall as you exit Turl
Two.

If you got off the corner low enough, you should have plenty af
speed to carry down the back straight as you keep the car near the
outside wall. Upon reaching the Turn Three entrance, tap the brakes
and steer the car low into the corner, again reducing rpms to 7,000
As youmake the turn, get back on the gas and let the car swing back
up toward the middle of the track.

you clear Turn Four, the car will be drifting back out to the wall.
to slide back down to the middle of the track as you cross the

ou still find you’re not hanging with the pack, you might want to

emoving a round or two of cross weight. Odds are that you’re
etting enough speed off of the corners, causing you to get left
ind on the straights. Using a little less wedge may give you that
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Milwaukee Mile

" est Allis, Wisconsin

1 Mile
Banking: 9.25°

Single Pit Lane
Pit Road Speed Limit: 45 mph

Welcome to one of the oldest racing venues in North America, The
Milwaukee Mile. Originally built as a dirt track for horse racing,
The Milwaukee Mile hosted its first auto race in 1903. The track
was paved with asphalt in 1954.

NASCAR first visited the track in 1984, and the track became i
charter stop on the NASCAR Craftsman Truck Series in 1995. The
Milwaukee Mile is located at the Wisconsin State Fairground in Wesl
Allis, Wisconsin.

//IIII

he Milwaukee Setup:
ie car should be fairly neutral here, both in and out of the

mers...The rear sway bar and cross weight adjustments may find
) a little more grip exiting the turns...

he Milwaukee Line:

e corners here are very, very flat. You’ll need a steady gas foot
d a patient mind in order to conquer The Milwaukee Mile.

om the start/finish line, keep the car near the outer wall as you
proach Turn One. Brake early, don’t wait until you’ve fully reached
tum Slow the car down considerably, until you dip below 6,000
ms. Steer the car low on the blacktop, keeping it just above the
fon as you roll around the turn. As you reach the mid-point of the
Iner, ease back on the gas and drive low around the bend. Punching

I gas may cause the car to break loose and spin, use a deft touch

tead.

it Turn Two near the wall and stay on the outside down the

ckstretch. When you reach Turn Three, brake early and enter the
i in the middle lane, with the rpms falling just below 6,000. As

e engine revs down, let the car ease to the inside and onto the
acktop. Justas you cross the mid-point of the turn, roll back on the

ottle and drive hard out to the wall. The car should steer easily,

1d1ng the wall bya car-w;dth or so.

ack is not as dependent upon the setup as some other tracks.
131 re off-pace, try adjusting your line for faster laps.
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he Myrtle Beach Setup:
Ight front, right front, right front- make it soft enough to stick when

U plant it... Move some weight toward the rear in order to get that

ickend to turn for you in the corners..
]

Myrtle Beach, South Carolina i
e Myrtle Beach Line:
lyrtle Beach is a fun track to race on. Prepare to brake hard and
; us on exit speeds here if you plan to win.
.538 Mile

. 2 (o) Om the start/finish line, the car should be in the middle of the track.
Banklng. 13 : i you approach Turn One, keep letting the car drift higher. You
It of have to drive a straight line from the low part of the front
aight, up to the crest of Turn One. When you reach Turn One,
ke hard, down to 6,000 rpms. Get most of your braking out of
6 way before you turn the car. The car should begin pointing
Dual Pit Lanes Ward the back straightaway before you actually get to the apex.

4 vau e ep on the gas and dive low to the bottom of the track, exiting back
Pit Road Speed Limit: 35 mph ) wide near the wall in Turn Two.

fhen you reach Turn Three, enter it low, not high like you did Turn
lie. Brake hard and let the rpms fall to 6,000. Wait until you reach
e apex of the corner, then get back on the gas and drive up the

nking. As you approach the start/finish line, let the car come back
wn the track toward the bottom.

Myrtle Beach Speedway is located amidst one of the nation’s moi
famous resort areas. The surroundings make it a favorite stop on the
NASCAR Busch Series Grand National Division schedule for thg
drivers and their families.

Constructed in 1958 and christened “Rambi Raceway,” Myrtle B_cach
Speedway was added to the NASCAR Busch Series Grand Nationil
Division schedule in 1988.

2 ,-t'-'Mimi.te' Tweaks: _
Il may be over-attacking the turns here. Be patient and let the
come to you. Strive for a steady rhythm instead.
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he Nashville Setup:

_-,h en the front suspension some, the banking will do some of the
ork of turning the car for you...Don’t overlook the left front camber
lling here, get it right for the banking but be careful with it- too

listic a setting may cause the car to get upset when driving onto the

3 ..Nashviﬂe, Tennessee fons...

he Nashville Line:
ishville’s banking allows for comfortable side-by-side duels. Plan

Spend some time practicing both the high and low grooves here in
der to be a factor from anywhere.

Banking: 18°

fthe start/finish line, you’ll be near the bottom of the track. Move
e . » car up a lane or so as you approach Turn One. Brake hard, let
Slngle Pit Lane b engine coast down to 5,200 rpms and steer toward the bottom of
Pit Road Speed Limit: 35 mph track. It’s an early apex corner, but not by much. Just before the
I'reaches the bottom of the track, step back on the gas and drive
It to the wall off of Turn Two.

ily wide on the back straightaway, but begin dipping low just prior
reaching Turn Three. Lift, then brake down to 5,200 rpms and
ike a slightly lower entrance than you did in Turn One. Keep an
e out for cars that may be slamming on brakes to dive onto pit
ad, which does appear quite suddenly at the apex of the turn. Get
-k on the gas and let the car wash up toward the high lane. As
-approach the start/finish line, move back toward the bottom,

N up again for the Turn One entry.

Nashville Speedway USA has appeared on the NASCAR Buscli
Series Grand National Division schedule at various times througl
the years. Located at the Tennessee State Fairgrounds, the steeply
banked oval keeps the speeds up for its eager crowds. The track
was freshly repaved in 1995.

Bobby Hamilton, Darrell Waltrip and Sterling Marlin are among the
NASCAR Winston Cup drivers who have honed their trade g
Nashville.




Last Minute Tweaks:
The ‘default cars are actually very good, even competitive here,
__plck one you can handle and give it a whirl. If you’re still off-speeik
rou may be driving a line through Turns One and Two that prevenis
~you from making an early apex.

[ NASCAR

hzareth, Pennsylvania

1 Mile
Banking: 1 at 3°
2 at 4°
3 &4 at6°

Single Pit Lane
Pit Road Speed Limit: 45 mph

."iginally built as a half-banked, D-shaped dirt oval in 1966, Nazareth
)¢ edway fizzled outin 1971. After a ten year hiatus, the track was
pened in 1981 but by 1985 had fallen into bankruptcy again.

bger Penske purchased the facility in 1986 and immediately went
iwork rebuilding it. The track was paved and the entire venue was
e ovated to accomodate a new, unique one-mile tri-oval. In 1997,
zareth Speedway underwent further improvements, including a
grandstand adding over 10 000 seats. Today, the facility has
88 seats.
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Nazareth Setup:
Getting the car to turn here is very difficult...If you can drive the ¢l
l loose you’ll be faster...Soften the right front and spend exii
1e working on camber adjustments for the right grip... 1

| the back straight, brake hard when you reach Turn Three and
@ for the bottom. There’s a little bit of banking here, but this is the
htest corner on the track. Watch the tachometer fall all the way
wn to 5,500 rpms, then punch the accelerator as you try to hug the
tom of the turn. Near the exit of Turn Four, let the car drift back
t wide- this is important because you cross the start/finish line
ad and then you’re into Turn One again. It’s a bang-bang
The Nazareth Line:
Nazareth features four distinct corners, each with a different radiug
and banking. This isn’t a one-groove track, but it is a place whe "{
slower cars will need to concede positions to faster traffic, or righ
being the source of a big pileup. st Minute Tweaks: :

ke the car stick in every turn by braking early, if you’re too slow
l’re probably driving too hard into the corners. Don’t just run
8, try to drive the car through each turn the exact same way,
nsistently.

At the start/finish line, you should try to have the car as close to th

line at race speed, brake just as you reach the stripe, because Tu
One is just ahead. Let the rpms fall to 6,500, then turn the car and
put the left side tires on the curbing. When you touch the curb, stej:
back on the gas and drive the car out to the wall.

Approaching Turn Two, brake as you pass the thin white stripd
painted across the track. Let the engine rev down to 6,500 rpmy,
and enter the turn wide, near the wall. Use all of the track out to the
wall going underneath the pedestrian bridge and then turn the caf
left down to the inside of'the track as you approach the apex. When
you see the red and white curbing on your left, add some gas back
on and try to steer along the inside of the turn. This is a difficult tury:
to get just right on a consistent basis; if you aren’t in perfect positior,
lift slightly again until you reach the little access road on the left. Al
that point, you should be full on the gas, with the car drifting oul |
near the wall.
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he New Hampshire Setup:

)u can’t afford to have a car that’s too ‘pushy’ here, aim for a
putral or slightly loose setup...Faster cornering speeds are the key
faster laps here, concentrate less on straightaway speed and more
i turning ability...

New Hampshire
International

- Speedway

Loudan; New Hampshire he New Hampshire Line:

¥o-wide racing is possible here in the corners, even common, but
ily with give-and-take. Turns One and Two form a deeper corner
it you can ‘diamond’ for extra speed. Turns Three and Four
)wever, are more straightforward- creating a slow, patient corner,

1.058 Mile
Banking: 12°

[0ssing the start/finish line, keep the car out near the wall. Just as
i reach the end of the pit wall on your left, brake down to
proximately 6,000 rpms and steer the car into the middle of the
Sin gl e Pit Lane [n, making a deep entry. Keep the car from getting too low in the

. BN, Iner, staying a lane or two away from the apron. As the nose of
Pit Road Speed Limit: 45 mph lir car begins to swing left, roll back on the power and drive out of

Two as low as possible.

own the backstraight, stay along the wall. The entry to Turn Three
ijomewhat tricky because it is blind. The roadway dips down in
e corner; if you wait until you see the apron of Turn Three to begin
fiking, you’ve waited too late! Pick out a brake marker- trackside
lIboards, scuffs on the walls, .anything. Use that marker to step on
I :brake Just before you can see thc Turn Three apron.

Each year, New Hampshire International Speedway hosts some uf:
the largest single-day sporting events in New England. A state-of
the-art facility, New Hampshire International Speedway joined thi
NASCAR circuit in 1993. The track is located in Loudon, New
Hampshire, and is often referred to as “Loudon.”

Just over a mile in length, New Hampshire International Speedwiiy
has very tight turns that place its straightaways very close togethes
giving fans an excellent view of the racing action.

down tb 6,000 rpms and try to--h;ug the bottom of this turn.
ike the Turn One entrance, a deeper entry here is not generally




. Hold the engine at 6,000 rpms until you’ve passed the aj

bigit ‘Three and Four. You’ll have to fight the urge to get budl

_ the gas too quickly in order to stay away from the Turn Fa

“'wall. When you cross the centerpoint of this corner, ease back ofil

2 he accelerator and steer the car left; you’ll come off the turn near |
outer wall as you head back to the start/finish line.

ckingham, North Carolina

Last Minute Tweaks:
You can’t overdrive the corners here. This is a patience trackj |
order to master it, you’ve got to practice until you’ve obtained .
consistent approach to the corners. Remember that passing hef 1.017 Mile

cannot be done at will. You’ve got to pick your spots and wait [ Banking: Turns 1 & 2 at 22°
the driver ahead to make a mistake. Turns 3 & 4 at 25°

Dual Pit Lanes
Pit Road Speed Limit: 45 mph

tter known as “The Rock,” North Carolina Speedway is located
the outskirts of Rockingham, North Carolina. The track has been
luded on the NASCAR Winston Cup schedule since 1965.

tkingham’s two distinct corners provide a welcome challenge to
yers. Each turn demands concentration- let the car get out of sorts
you’ll have no exit speed to carry with you down the
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yutside wall; steer back toward the bottom of the track as you
h the start/finish line.

Rockingham Setup:
distinct corners present a challenge in setting up the car,,
"i?"_bge"\:hasms will give you fits in Turns Two and Three, whilg
ight chassis will have a tough time hugging the low line in
“One...Entrances to the corners can be unpredictable, so look
~ passing opportunities as you exit each turn instead... t Minute Tweaks:

|might try shifting down to third in the corners here if you have
ble driving at a consistent speed at the bottom of each corner. If
're looking for a car to start with here, try loading your best Loudon
The Rockingham Line: p and going from there.
The best bet is to drive patiently here and let the car find the proj
groove. Once you feel it, try to maintain that line lap after lap, b
beware- as the tires wear, the car tends to get slippery while exiti
Two, and very tight while exiting Four. You’ll have to compensi

by accelerating later until you can pit and grab new rubber.

As you cross the start/finish line, let the car drift away from the wi
toward the bottom of the track. Between the start/finish line af
Turn One, bring the car back up near the wall and prepare for a hi
entry into the first corner. Brake early, bring the engine down |
6,000 rpms and dive for the bottom of the track. Coast around {k
corner just past the apex, then ease the throttle back on. Steer the
up out of the banking and onto the back straight near the wall.

Approaching Turn Three, move to the middle of the track and st
the brakes; let the motor rev down to 6,500 rpms. Though it's |
steeper, faster corner than One and Two, getting into the acceleral(
early to exit Turn Four has its consequences. If you steer the car o
low, the left front tire can touch the apron off the banking, sendi
the car into a violent spin. If you steer out too high, too soon, yo
won’t make the corner. As you exit Turn Four the car will be ne
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e Phoenix Setup:

e slight looseness here may help get the car through the turns
ker...Set fourth gear up to trigger the over-rev light as you reach
>nd of the front straight near Turn One...

International
Raceway

Phoenix, Arizona

e Phoenix Line:

ns Onc and Two are very tight; in order to go two-wide through
im, the outside car has to be conceding position. Turns Three and
lir, however, are generously wide and can accomodate side-by-
e racing quite comfortably.

the start/finish line, keep the car near the wall. As you near Turn
) €, drop to the middle of the track and brake hard. Let the motor
1 Mile idown to 5,500 rppms. Move the car down to the bottom, but be
Banking: Turns 1 & 2 at 11° Iy careful not to touch the grass as you steer through the turn. The
Turns 3 & 4 at 9° 88 is very slippery and could throw the car out of control should

I accidentally drift too low.

Sing]e Pit Lane | the middle of Turns One and Two, get back on the gas and steer

- Nt ‘car off the corner. The exit of Turn Two is critical. The wall

Pit Road Speed Limit: 45 mph ir the exit juts outward and you’ll feel as though you’ve barely

§sed it on faster laps. However, if you compensate for the jutting

Il by making a lower exit out of Turn Two, you will not be in

d position to go through the backstretch dogleg. Coming off of
0 near the protruding wall is where you want to be.

Phoenix International Raceway is a difficult track to master, b
drivers who develop a feel for its corners look forward to racii
here. Each corner has a distinct radius and banking, and (i)

backstretch features a kink that is designed to keep the action clos Sl A _
aving Turn Two, steer full speed through the backstretch kink,

lly avoiding the outer wall as you exit the bend. Clipping the

Phoenix International Raceway joined the NASCAR Winston Cuj _
Mitbing here is somewhat common when trying to maintain full

circuit in 1988. Located on dry Arizona desert land, the speedwi
1s surrounded by majestic mountain scenery.
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Approachmg Turns Three and Four, get on the brakes just as
Cross: thc white stripe that runs across the pavement, keeping yil
Carir the middle of the track. Let the rpms drop to 6,500, then beg
~holding the throttle open enough to keep the motor revving at {
-level as you round the corner. Drive as low through the turn
possible; just after you see the yellow safety stripe on your left, sl
back on the accelerator and power out of the turn. Like Turn Twa
exit, you’ll come dreadfully close to the outer wall as you len
Four.

untain, Colorado

Last Minute Tweaks:
Remember to back off some as the tires get worn; your car may

make it through the backstretch dogleg without lifting once the rig Bankin g: 10°
front tire gets low on rubber.

Single Pit Lane
Pit Road Speed Limit: 45 mph

Is former horse racing track was redesigned and rebuilt into a
Iti-purpose motorsports complex in 1996-7. Not to be confused
h the famous mountain nearby, Pikes Peak International Raceway
ocated in Fountain, Colorado, near Colorado Springs.

¢ facility offers a road course along with its D-shaped oval, and
st to NASCAR Busch Series Grand National Division,
ftsman Truck and Winston West Series events.
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it Minute Tweaks:
your Milwaukee car here if it’s strong. The two tracks corners
a lot in common. Focus on throttle control in the corners, you

; you’ll need some bite in the rear of the chassis...

The Pikes Peak Line:
Pikes Peak is a finesse track, requiring steady throttle control in (li
corners in order to run with the leaders. The turns are wide and hay
ample passing lanes, but the traction is very low and demands t
each driver hold a steady line.

At the start/finish line, stay up high near the wall. As you approug
Turn One, brake down to 7,000 rpms, then lift your foot off (i
brake and let the engine coast down another grand to 6,000. Try|
be at 6,000 rpms just as you enter the turn. Hold just enough gas ¢
to keep the car there as you feather your way through the middl
lane of the track. As you reach the apex of the turn, reapply the g
in a fluid, steady motion. Exit Turn Two up near the wall.

Stay high on the straightaway and prepare to enter Turn Three in
center of the track. Brake down to 7,000 rpms, and as you steer infi
the base of the turn, let them fall again until they peg 6,000. At th
apex of the turn, you’ll notice an access road on your left betwegl
Turns Three and Four. As you draw even with this access road, ste
back on the gas and steer the car through the middle groove and o
near the wall. Stay on the high side of the track as you come back

the start/finish line. “




le Richmond Setup:
lter right side suspension is necessary... Try to keep the car as neutral
possible here...You may find that running a bit more wedge will

’ntemationa ’ Ip get the car through the corners faster here, without overstressing
Raceway

Richmond, Virginia

1e Richmond Line:

chmond is a very wide track to race on. Cars will often go two or
fee wide here, thanks to the variety of racing lines that drivers
sfer. The hard braking in Turns Three and Four will keep you on
750 Mile ir toes as you struggle to keep the car on the inside.

. L] o
Bankmg : 14  the start/finish line, keep the car up near the outside wall.
pproaching Turn One, stay wide and step on the brakes just before
i reach the dotted lane lines on the track. Drop the rpms down to
500 and reapply enough throttle to hold them there as you coast
2 . fough the turn. Drive past the apex of this corner before stepping
Slngle Pit Lane ick on the gas. When you exit the corner, the car should use up all

Pit Road Speed Limit: 40 mph ' the racetrack available, coming out near the Turn Two wall.

@y high down the back straight and brake hard as you enter Turn
hree. Let the car drop as low as possible here as the rpms fall to
800 or so. As the car reaches the end of the pit lane wall, step back
i the gas and accelerate away. The car should drift back up near
e wall just prior to reaching the start/finish line.

Originally a half-mile oval, Richmond International Raceway wilk
reconfigured in 1988, becoming a unique, three-quarters of a mil§
D-shaped oval. The track has been hosting NASCAR Winston Clijf
action since 1953.

For many years, Richmond International Raceway has hosted §
daytime NASCAR Winston Cup event, as well as a race at nigl
later in the season. As of 1999 however, all of the racing actioff
takes place under the lights.
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l.ast M‘inute Tweaks:

“corner, and getting a hard run out of the turns.

eep thetire skidding to a minimum in the corners, otherwise you'll
_be.out of rubber well before your competitors are. You’ll find thul
~you really won’t go much slower by easing your way around eagli

oma, California

1.949 Miles
| 1-Turn Road
Course

Point Raceway is located among lush vineyards in the beautiful
APA Wine Valley region of California. The circuit was redesigned
11998, but it still has many of its original characteristics- twisty
fners, blind turns, rising and falling terrain, hairpins and curbing.

ars Point Raceway joined the NASCAR Winston Cup schedule
989, following the demise of the road course at Riverside,
ia. NASCAR was looking for a West Coast replacement
erside, and Sears Point provided the perfect fit.
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The Sea rs Point Setup:

on the rumble strips and lift off the gas for just a second, then you
id to gather the car up as it swings out towards the wall to make
sharp right hander at the end. Brake a little earlier here then it
5 like you should, and downshift to second- it’s easy to overshoot
corner.

Yc__) ;
slo

tafford to let the wheels get too stiff here, the tire spin w
-you down...Keep in mind that most of the difficult corners i
rack bear to the right...Keep the spoiler up, make the tires spon
and plan to spend some time picking the right sway bars...

Ktup comes a series of five consecutive third gear turns collectively
)wn as the “Esses.” You have to be steady and constant through
), never mashing the gas, never touching the brakes, but getting
lires on the rumble strips on each side. It's really the finesse part
he track. For the second right hand turn in the Esses (Eight-A)
@ good idea to ‘throw' the car sideways into it to help turn the car
| get a better exit line. Coming out of Eight-A you’ll need to keep
car as far right as possible to position for the next turn.

The Sears Point Line:
Coming across the start/finish line, stay as far right as possible. Tuf
One is a fast left hander going up the hill. You’ll still be in fourl
gear but you’ll need to lift a little through here, and you should ai
to clip the grass on the left side a little to help turn the car. St
carrying a lot of speed up the hill, you have to prepare your car fi
Turn Two, the sharp, blind right hander at the crest. Your momentul
will try to naturally force you to the right but try to stay as far left i
possible in your approach. You'll downshift to first and get the righ
sides on the rumble strips at about 50 mph, then swing out to the |
exiting back on the gas.

ll come speeding downhill into Turn Ten, one of the toughest
hers in NASCAR Winston Cup racing. The key here is to have
car under control and balanced before you make the turn. You
d to let off the gas and hit the brakes long before the turn even
iears. Get the left sides just barely on the grass at the markers for
ftter entry. Release the brakes for just a second before turning
it, it helps to balance the car and you'll turn much better. Try to
the right sides on the rumble strips, feet off both pedals, then
mediately get back on the gas, exiting at about 95mph. Again, it
ps to throw the car sideways into this turn. The real trick to the
t of Turn Ten is that, once you get back on the gas do not turn the
eel much- let the '-teaf'Wheeis turn the car. Try to achieve as high
it speed as possible, because the best passing zone on the circuit

Next up comes the double turn, Three and Three-A. Let up eatl
and shift down to 2nd, keeping to the right. Get the left tires on (li
rumble strips, then feather the gas for a brief moment, trying to keg
the car left, to afford a better entry into Turn Three-A. There's §
great passing zone coming up so you want to exit with as mugl
speed as possible. In effect you use the left hander to setup for
good exit out of the right hander. At the top of Three-A get the rig
sides on the rumbles, and mash the gas as the car drifts out left.

Now you’re barreling down the new part of the track (wave to (li

carousel as you pass by). As you go through the long right hand ing flat out towards the pit entrance, approachin g the hairpin,
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left and get hard on the brakes right at the start of the
pit line. Downshift to first and take the hairpin at 38mply : ou th BOSton
_coming close to the right wall in the apex, and drifting out to pit wall
ting the turn. Mash the gas and climb all the way to fourth geil
“bringing the car to the right wall. Cross the start/finish line and do i
all again. Piece of cake, right?

buth Boston, Virginia

Last Minute Tweaks: 400 Mile
Memorize your braking points for each turn (where you get off the SE

gas and stand on the brgklls). Always let up a little before that poifil Banklng -
to leave room for error. Seat time will improve vour lap times, 4
don't worry about your times at first, just worry about learning the
track, and staying on course. Brake before the turns, not in thems
The car will turn much better this way.

Dual Pit Lanes

* Special thanks to Mike Ostrow, Beta Tester for the Sears Poil Pit Road Speed Limit: 35 mph
Line! i

Ocated in South Boston, Virginia, this speedway was an original
larter member of the NASCAR Busch Series Grand National
livision in 1982. The .357-mile oval left the series following the
991 season, but after a massive renovation project that included
ing the track to .400-mile, South Boston Speedway rejoined
ASCAR Busch Series Grand National Division schedule in
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Falladega
superspeedway

alladega, Alabama

Al 18 loose on the exits is tough to maintain throughout a race.. Kwp
= gears close together, it’s a tight track...

The South Boston Line:
This is really an ‘outside line’ type track. Faster traffic will pask
along the wall, while slower cars will remain low. You have to b 2.66 Miles

careful not to drive too deeply into the turns however, in order (i 2 x
avoid getting the car scraping along the wall. B&Ilkll’lg: 33

From the start/finish line, keep the car high and get on the brakes i . Slngle Pit Lane

you enter Turn One. Bring the engine down to 6,500 rpms and stegl Pit Road Speed Limit: 55 mph
the car around the middle lane. When you’re confident you caff
reapply the throttle, aim the car low and roll the gas back on. The
car will drift upward on its own, winding up back up near the wall

No sooner have you dispatched Turns One and Two than you't$ ‘
staring at Turn Three. Brake down to 6,500 rpms, keep the car higlf
and turn in. As you reach the apex roll the accelerator back on and

4 ill France, Sr. wanted NASCAR to have the biggest, fastest
drive back up near the wall.

pecdway possible. So, in 1969 he built Talladega Superspeedway,
tolossal track featuring gigantic banks and wide pavement. When
-'.r track opened as Alabama International Motor Speedway in 1969,
fivers balked at racing here. Bill France hopped in a race car and
Itned a few hot laps himselfin order to prove the track’s worthiness.

Last Minute Tweaks:

You can vary the line somewhat to find what works best, but if you'n¢
slower it’s probably just that- the line. Work on being smooth and
consistent.

at year,-- the track has been th"e_g‘ragc of the fastest laps ever
en in a stock car. Bill Elliott’s qualifying lap of over 212 mph
stands as the world record for stock car competition.
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it of Turn Four now, you’ll be heading for the tri-oval. Start the
i through the tri-oval near the middle of the track, letting it clip the
ttom of the dogleg and easing back out toward the wall. Maintain
Il throttle through the tri-oval, and back across the start/finish line.

The Talladega Setup:

the spoiler at its minimum and choose a fourth gear that has the
.over-rev light just beginning to flicker at the end of the back
raight...Use as much grill tape as conditions allow, keeping an eys
n water temp...If the car’s too loose it will spin out when driven
down onto the apron at high speed...For faster runs, stiffen up the
suspension all the way around...

Ist Minute Tweaks:

bn’t expect too much too soon from the car, Let it run a few laps
; see what kind of rpms you’re pulling in fourth gear. You may
int to use a very tall gear here in order to pull more straightaway
eed. Due to the restrictor plates, you’ll be racing in close quarters
te. [t’s not uncommon at Talladega to see forty cars, nose-to-tail,
rking the draft while patiently jockeying for position. No matter
lat position your car is in here, keep your composure and
thodlcally pick your way toward the front. Banzai style, “passing
enty cars in a single lap” driving will only shorten your day and
in your pursuit of the NASCAR Winston Cup Championship.

The Talladega Line:

Welcome to restrictor plate racing at its finest, just mash the throttle
down full and drive flat out all the way around! Patience and i
capacity to work the draft to your advantage will be priceless attributes
here, while an inability to remain in the draft will most certainly
relegate you to the back of the field.

From the start/finish line, have the car along the outer wall. As you
approach Turn One, stay on the gas and drop down about a half-as
car width off of the apron. Keep the throttle floored and stay in the
low groove all the way around, careful not to wash too close to the
apron; the change in banking can upset the chassis and scrub off
speed or worse- throw the car into a violent spin.

As the car reaches the exit of Turn Two, let it naturally drift back uj
toward the outside wall. Stay along the wall all the way down the
back straightaway. The red over-rev light on your car’s dash should
just start to blink as you reach Turn Three, where you’ll keep the
power fully applied as you attack the low line. Drive along the
bottom of the banking, cautiously avoiding the apron as you steel
the car around the corner at top speed.
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lhe Texas Setup:

wooser is only faster here when no other cars are around...Set fourth
ear up to peg the light as you enter turn one... Try not to use negative
ross weight values here, you may find these settings faster but very
liconsistent. ..

Texas Motor

Speedway

' Fort Worth, Texas

lhe Texas Line:

lhe groove at Texas is narrow. Therefore, you’ll find that side-by-
-_ de driving through the corners requires a lot more situational
Wareness than you’d need at Atlanta or Las Vegas. Plan on using
hie speed off of the corners to set passes up, rather than diving deeper
ito the turns. Deep diving cars will have trouble holding a line
fre.

1.5 Miles
Banking: 24°

\t the start/finish line, stay on the power full until you reach Turn
Jne. Enter Turn One low, staying on the accelerator until you actually
pach the base of the turn. Tap the brakes briefly, letting the rpms
ome down to 7,500. Just a beat or two later, step back on the gas
nd try to steer the car along the bottom of the corner all the way
round. It takes a delicate touch to keep the car low while avoiding
he slippery apron in this turn.

Single Pit Lane
Pit Road Speed Limit: 45 mph

fxit Turn Two and let the car drift back out to the wall. Stay in the
pwer until you reach Turn Three; move the car down to the middle
ane of the track as you approach the turn. Lift and tap the brakes,
tinging the rpms down to 7,000. Turn Three feels slightly tighter
hian One; so brake carlier and stay off the gas until the car feels
The new track held its first NASCAR Winston Cup event in 1997, le. Step back on the gas and keep the car in the middle or low

and its surface underwent a substantial upgrade prior to the 1994 s you exit Turn Four. Once you’ve cleared the turn, move up
Season. d the outside immediately.

Texas Motor Speedway is one of the largest sports and entertainmen
facilities in the United States. The speedway is capable of hosting
over 200,000 visitors at any given time. Texas Motor Speedway It
also equipped with lights for nighttime racing action.
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t place to be on this racetrack is along the bottom
appfﬁaehlhg the frontstretch dogleg. You will either have to lift of
.suf?er the consequences of dealing with the grass if you find yoursell
" stuck along the curb here. Your best bet is to try to ‘round off” the
dogleg, entering the first kink in the middle lane, drifting to the outside
wall beneath the flagstand, and diving back to the inside for the
second kink. This will get you in position to make another fast rur
at Turn One.

Last Minute Tweaks:

Still stuck? Try using your Lowe’s, Atlanta or Vegas car here,
Remember that in Turn One you’ll need very little braking, if any al
all. On the other hand, you’ll need to get the car slowed and settled
before you get to Turn Three.

2.45 Miles
11-Turn Road
Course

Yatkins Glen is a historic road course that first opened in 1948.
uring the 1960’s, the prestigious track hosted the United States
rand Prix; economics played a role in the track’s downfall however,
fid in 1981 the facility was bankrupt.

hter the late Jim Riesbeck, a Corning, Inc. executive who persuaded
e mapufacturmg conglomerate to purchase the facility in a joint
nture with International Speedway Corporation in 1983. The track
T "Sto_r_ed and has been a regular site on the NASCAR Winston
) schedule since 1986. '-
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The Watkins Glen Setup:
Set fo th gear up on the back straight, approaching the Inner
5 .\Kecp that spoiler up, look for other ways to shave lap times
nstead...Watkins Glen is a ‘ri ght hand’ course- that is, more of the
important turns are to the right... Try to get all four tires wearing evenly
as you drive...

rest the hill out of Three in order to avoid contact with the wall.
st as the car moves back into the middle of the track, you’ll go
hrough Turn Four, a flat out right hander. Clip the bottom of the
urn and let the car drift back out to the left.

Now you’re on the back straightaway, the fastest part of the track.
As you approach the end of the straight, keep an eye out for the
brake markers on your left- when you reach the 500’ marker, brake
lard and work the transmission down to second gear. The next four
s, Five, Six, Seven and Eight, comprise what is called the Inner
00p. Steer right through Five, then left through Six while staying
Jff the gas. After you clear Turn Six, step back on the gas and clip
he curb as you steer left through Seven. Cut the wheels back to the
1ght through Eight as the power continues to build.

The Watkins Glen Line:

The key to fast lap times here is to develop a rhythm for the Innet
Loop. If you can string these four corners together in one gracefil
maneuver, you’ll be among the front runners.

At the start/finish line, you’re typically just shifting up to fourth gear
as you make a hard exit out of Turn Eleven. Stay in fourth until you
reach the brake markers on the left hand side of the track; as you
approach the first marker, apply moderate braking and begin
downshifting. Be careful not to downshift too many gears too sooils
let the engine rev down prior to each shift. Try to get down to firgl
gear before you reach Turn One, a tight right hander. Just as you
start to enter the turn, get back on the throttle and exit the turn wide
shifting back up to third gear before you reach Turn Two, anothet
right. Turn Two is not very sharp and can be taken with a brief lifl
off the accelerator, staying in third gear.

Jut of Eight you’ll approach Turn Nine, a sweeping right hander.

;:' can take Turn Nine in third gear, keeping the rpms low, or goall
he way down to second and rev the engine a bit higher. It’s kind of
i-between the two gears. Either way, try to hug the bottom of the
urn and wait until you’ve passed its apex before reapplying the
hrottle. You’ll exit Nine to the left of the track; the surface has some
xtra runoff there to catch you. Shift back up to fourth gear as you
iead for Turn Ten, a tight left.

Climbing the hill toward number three now, move first to the righ, ‘When you get to the 400 brake marker on your
then dive low to the left and clip the curb as you blast through the '-,":'dOWnShlﬂ: to second and cut the left wheels across the
turn. You should be able to obtain fourth gear just before the actul of the corner. The car should float to the right side as you

turn, a blind left. As you exit Turn Three, the car will drift to the. '\eﬁ, shlﬁmg back up to thli'd Steer;back to the left and downshift
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t number eleven, you’re back on the front straightaway.

Last Minute Tweaks:
There is no short cut to road course perfection, unfortunately. The
best way to get faster on any road circuit is practice. Try working on

each corner, one at a time. Watch your speed through each turn and.

work on getting faster before moving on to the next corner.

d offers some variety of lines to choose through it. Once

What You Need To Know Before
You Take On Human Competition
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Online Racing Guide

ftruggling to keep up, remember this: you will gain a reputation,
good or bad. It’s a small world, and the online racing community is
pven smaller. A certain amount of chatting takes place before and
ifter every race (and sometimes during). Unload a barrage of
bscenities at that driver who just wrecked with you, and word of
your behavior will travel fast- much faster than any word of the
Wreck itself. Any form of Flaming (telling a fellow driver off in an
ind manner) will quickly earn you the cold shoulder from many
driver. Since most online races are passworded, this sort of juvenile
onduct will likely have you banned from participating in many races.
Ihink you’ve got the right to free speech, the right to say what you
Want? Try climbing aboard a large airplane and yelling “I have a
gun, this is a hi-jack!” You’ll definitely learn the boundaries of free

peech. En ough sermons already, just treat others the way you wish
0 be treated.

Feeling pretty comfy racing against Earnhardt, Gordon, Labonte and
the other computer opponents? Maybe it’s time for you to take o
some human competition via online racing. Think about ,'t--_-thoj“
computer opponents are very-well programmed, but that’s just if+
they’re programmed. In online competition, none of your (.Jpponentll
are programmed, or predictable- because they re all real life human
beings like yourself.

“What is online racing,” you ask? Simple. Using your Internel
connection or a LAN system, along with your ]iccnseq copy ol
NASCAR Racing 3, you race against a field of hur.nan drivers on I.
variety of tracks. None of the cars are programmed, it’s all h.appen?nu_
live, on the fly. The races can take on a whole new (lilmen.smn
thcrﬁselves, and you get to meet some really fun fellow-sim drivers
along the way (real NASCAR Winston Cup drivers have been knowii
to run in several online races for extra training).

..‘ lart Small

imay sound trivial, but remember- Dale Earnhardt didn’t win seven
VASCAR Winston Cup Championships overnight. For your first
ice, plan on hanging back in the pack and learning the ropes. No
atter how good you think you are, there’s someone out there capable

i beating you. Don’t thumb your nose at the abilities of experienced
tivers, learn from them instead.

So, where do you begin? Jumping into your first online race can bi
a daunting, if not downright frightening experience. I‘F doesn’t have
to be, though! A few basic tips, combined with a little comn?onﬁ
sense will have you tearing up the tracks on your way to becoming
an online racing legend. et’s Hear It qu Fammrwark
You’ll Be Famous...So Watch H-fhat 'You oumay dfseeverthat S?ou ;fé'k;i::g?eat_shon track driver. Or, you may
Py in-Taces: FOgEe wosiniandeien ferfo turn right, making you a road course afficienado. Every
iver has individual strengths and weaknesses. By joining an online

Whether you're a gifted driver who wins a high percentage of race! teégp, sidanpoolvodk knéjy’iedfg_g bt e v

online, or whether you're a back-of-the-packer who’s alwa
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ups track tips, replays and a few laughs with your
tes- you’ll be rewarded with more knowledge, possibly faster
ds, and definitely some new friends. Many drivers have gone
1to meet their online teammates face-to-face for the first time ata
NASCAR event or other social gathering.

te

Bob Stanley is a Principle Engineer for a software firm in Virginia,
His job takes him overseas from time to time to develop and manage
‘theatre of war’ demonstrations for the U.S. government. Bob and
fellow driver Eric Aldhizer formed one of the first Internet racing
teams ever. “Eric and I met in the NIS scries online,” Bob recalls,
“We ran first and second to each other a bunch, got to talking on the
phone and found we had similar interests besides online racing. We
were having so much fun and hit it off so well over a few monthy
that I asked him if he wanted to form a team. As we talked about
what a sim race team would be about, the obvious aim was that by
mimicking real world NASCAR teams we could do more testing,
share information, and of course, have a sometimes all too hard to
find drafting partner at Dega.”

Bob, his brother Tom, and Eric formed Team Lightspeed and set up
their own website. They recruited other experienced drivers to joir
their team and now have a highly-trafficked website you can visit, at
http://www.team-lightspeed.com. Team Lightspeed’s website i§
known as a place to turn for downloadable car setups for every track,
and advice freely dispensed to the racing sim community.

“Like anything there’s a downside,” Bob says, “Some guys jump
from team to team just gathering setups, not realizing setups are ong¢
of the least important aspects of being a good driver. Just like real
racing, it's fairly easy to go fast, but learning the intricacies of racing
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8 a whole different story. Teammates are great for constructive
riticism as well as moral support. We've all leaned on each other
When going through tough times both in the real and sim worlds.”
Heck, we only see each other maybe once a year but I consider
hese guys as “best buds.” There are times we’ll talk to each other on
ie phone and just chat about family, work, you know- the normal
tuff beside sim racing,” Bob adds.

0 how does one join a team, or form a team? Simple. Ask those
rivers you like racing with. Ask them in the chat room, prior to or
bllowing races. Check out the racing simulation newsgroups; post
nessages in them asking for teammates. Try to find drivers that

lave the same interests and demeanor that you do.

e You In Their League?

[here are several types of races to join online. Pick-Up Races are

pur of the moment affairs that welcome anyone and everyone. These

ldces are usually pretty short, sometimes ugly, and almost always

illed with sprint drivers- those who focus primarily on speed, not
buch on strategy or finesse. League Races are generally longer,
ollow a set schedule and only allow approved drivers to participate.

eagues don’t generally recruit members based on speed; drivers
re invited to join leagues based on their demeanor (remember to
feat others with kindness) and on their mutual interests, Online
icer Bd Keegan has met many of his fellow league drivers in person.

-r_ctty much if they’re a nice person online, they’re a nice person
ghen you mect them fd&:e to—face Ancl 11 they re ajerk online...” Ed

'r_neys p_1pe-ﬁtters retallers CEQ s, rcmees, computer geeks and
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| ‘can barely peck their name on a keyboard; most leagues
rsonalities together, rather than skill. These leagues carty
bbreviated names like HAL, OSCAR, HGNS and CARS. To find
gébd league to join, you might want to take a look at the Sier
‘Forum at http://www.sierra.com/sierrasports/forums/motor/. Internel
" discussion groups are also a good source of information concerning
teams and leagues.

m in action. Take note of the line they drive (the blimp cam is an

Kcellent look, here) and the speeds they’re able to generate in each
er.

- Build setups that are appropriate for the types of races you’re
bing to run. Don’t load up your Martinsville sprint setup that’s
lazing fast for forty laps before it has you riding on the rims, if
ou’re driving in a two-hundred and fifty miler. Slow the car down
Id save the tires. Don’t jump into a short 5% sprint race with a
oW, long-distance setup that gets great tire wear- you won'’t be
aking any scheduled pit stops anyway.

“I’m Quicker Than They Are,
How Come Pm Not Winning?”

In offline racing, speed kills. But in online competition, you’ll need
a lot more going for you than the fastest race car. Patience, solid pil
strategy, your best overall chassis setup, a complete knowledge of
the track, and of course, racing luck are all vital ingredients found i
any stock car racing victory. So how do you gain all of this
knowledge?

: Stick a four-leaf clover in your pocket, tape a rabbit’s foot to your
ymputer monitor and hang a necklace of garlic cloves around your
eck- okay, maybe not; just remember that racing luck will play a
le. Don’tlet a bad streak get under your skin, and don’t let a hot
feak go to your head. Racing luck is cyclical- accept whatever the
ickle finger of fate gives you and take satisfaction in knowing you
Ive it your best shot. You’ll win races you really didn’t deserve,
d you’ll lose some heartbreakers you thought were in the bag.
verybody does. Above all, don’t dwell on things. Apologize
lickly, even if you didn’t cause the accident you were in. Make
lends, that’s what it’s all about. Savor your triumphs, but comfort
se who were slapped around by the track, incidents, connection
lality or rotten luck.

1. Practice. It’s not uncommon to find drivers online, practicing
solo or with teammates before the big race. Many drivers also crank
up the opposition strength and practice offline against the computer
cars. One of the worst things you can say in the chat room prior to i
race is, “I’ve never raced at this track before, I really hate this place*
Put the seat time in even if you don’t like the track. Who know,
maybe you’ll sneak away with a top ten when the dust settles.

2. Ask questions of other drivers, no matter how much faster you
think you are- sometimes the slowest guy in the field knows the
secret that will put you in victory lane.

Papyrus Racing School

e'u'_n'dls like the pr.ebédi_x-ig-_paragraphs have been a sermon on
keep in mind that 80% of what you enjoy about online racing

3. Study replays. Find someone faster than you and save a replay of tem from your attitude. The other 20% will come from the
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hen _s;‘e'Ivcs. In order to make the most of that 20%, there arg the fuel tank is not well below the halfway mark when you stop, it

ff?}V things you’ll need to be aware of anytime you’re on the trag ly be advantageous to take only new right side tires- especially if

o-situp straight and throw away that chewing gum! Class is ng u’re making that pit stop under a green flag. You might be able to

ssion. in some position on the track by doing so. The two-tire stop is

| st effective when there are a lot of cars still on the lead lap...or

Squealing Will Only Get [y late in a race...or in ‘Fixed Setup’ races (tighter setups may feel
You Into Trouble Oser after a two-tire stop).

hile it’s better to have four fresh tires on the car, you can’t always
ke the added time to get them. When you opt for right side tires
ly, try adding some wedge to the car (between 10-30 Ibs.) in order
compensate for the added looseness in the chassis.

First and foremost, minimize that tire squeal. Anytime you hei
your tires skidding around corners, that means you’re putting mof¢
stress on the tires. More squealing equals more wear. If you can’t
reduce the skidding noises by tweaking your setup (chances are yoll
won’t) you’ll need to consider altering your approach in the corners,
and possibly (gulp!) slowing down a tad more. Under green fli
conditions, rubber is your most precious commodity. If you ca
make your tires hold up a little longer than the competition’s, you'll
be able to run faster laps as your fuel tank reaches lower levels.

retch That Fuel

iere are a couple of tips that will help you squeeze every drop of
el out of your tank. First, during caution flag periods, keep your
Ir in fourth gear. The reduction of rpms will improve your fuel
onomy. Second, choose taller fourth gears if possible. Again,
ducing the engine rpms will provide you with a few more laps of

The ‘Ol Two By Four

‘ Often while racing, one of the most important decisions you’ll makg
is whether to have two tires changed in the pits, or whether yoil
should go ahead and take four new ones. ie online driver, Bill Benedict, won a race at Rockingham thanks
some heady thinking- and footwork! Figuring that he would run
it of gas just three or four laps short of the race finish, he gambled
id began lifting off the accelerator on each strai ghtaway in order to
ve gas. He began quietly fading back in the field, over a half-a-lap
hind. However, when the other drivers were forced to pit for a
splash of fuel, he chose not to pit and snuck into the lead. He

f gas just as he received the checkered flag- and the victory!

request four new tires. You’re only going to save a second, mayb§
| two by refusing new left side tires. That second or two you galll

|
|
If your fuel tank’s empty, most of the time it’s best to go ahead ani
| could easily be lost on the track as you struggle to maintain traction

Under yellow, taking four is often better than taking two; you cill
always take two on the following stop, which may have to be madg
under a green flag.
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To Shift Or Not To Shift

 know what rpms you should be seeing in the corners, then grab
iR inal drink, hit the restroom, walk the dog and take the phone off
_ h a few exceptions, most NASCAR Winston Cup drivers onl ¢ hook- it’s time to race!

“shift gears on road courses. Several online drivers prefer to shiff
‘gears in slow corners, however. Tight, slow corners like the ongd
found at Gateway, Martinsville, Richmond and Rockingham a
among those that some drivers like to downshift to third gear in, |
you don’t feel comfortable hearing your engine dip down below
6,500 rpms, you may desire to shift gears. While there is no concrei
proof of a speed benefit from shifting, there is a tradeoff to keep I
mind. Lots of gear changes mean lots more opportunity faF
something to go wrong, such as an improper downshift. Many uif
online racer has blown an engine and seen a good effort go up in i
plume of smoke thanks to a mis-timed downshift.

dgister For The Draft

fafting is a technique used on speedways and long straightaways
{drivers, in order to achieve faster speeds and improve track
'_ ition. The car at the front of the draft punches through the air
ass as it is driven at high speed. Other drivers try to keep their cars
sitioned directly behind the car ahead; all of the cars in the draft,
tluding the lead car, are able to gain speed because of how the air
ing the track gets displaced.

:bigger tracks like Lowe’s Motor Speedway, Atlanta Motor
ieedway, California and Michigan, drivers will commonly use the
aft for the sole purpose of gaining a position or two quickly. At

Practice Makes Perfect

You sce them every time in the pre-race practice session. Speed
freaks. Big dogs. Those drivers who aim to impress others by loading
up their qualifying car and spitting out the fastest laps possible, il
order to see their names at the top of the practice speed screen. Don'f
get sucked into this game! Ignore the practice speeds, throw ‘e
out! Use the valuable practice time instead to make final tweaks {0
your racing setup. Work on your line, get settled in, get comfortable
with the track. Drive in and out of the pits several times in order (i
get the pit road speed limit burned into your mind.

lladega, however, the drafz is your only chance of keeping pace
ﬁeld "Offline, you Imght be able to drive so much faster
the computer-controlled ¢ cars that the draft really doesn’t mean
ut online, you’ve got to work the draft in a patient manner,
ot let yourself slip more:tha.ﬁ"fgéilr;tjgnths-of—a—second behind

This time should be used to fix small last-minute issues with the
chassis setup, and to help you find your rhythm on the track. That's
it. Don’t try to make anything more out of it. Load your qualifyin,
car up with about five minutes left; take a few laps in it to make su
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watchmgthe field drive away from you.

up races.
frustrating endeavor because beginning drivers generally don’t wilk
patiently enough before making their moves. i

| You can really enjoy Talladega, its draft and all that goes along witl

restrictor plate racing. Venture onto its thirty-three degree banks
cautiously, with drivers you’ve already raced with online and trush
When you get into a race here with people who know how to draff

and drive patiently, it can be a real blast! Just remember that ther

are twenty-seven other tracks to try out; drivers who only race il
Talladega become the object of scorn, nicknamed as ‘Dega-heads’

Qualifying School

There are two distinct ways to tune and race your stock car. We'vw
talked about the main way, racing. Now let’s get into the business of
qualifying. You’ll find it very difficult to move from the back of the
field to the front in most online races. Starting at the back of the fiel
is also riskier, since anything bad that happens will occur in front af

you and it’ll be your job to try to dodge it. Starting a race near the.
front of the field removes a great deal of this risk. But what can yoli

do to get there?

First, let’s talk about what you can do to your car to produce a bettel
qualifying setup. Enter Mike Lentz, by day an Instructor for the:

ad. If you do, you will fall back very quickly, helplessly

Talladega is the most popular track to race at online. This is due i
¢ fact that it requires no braking, and it’s wide. Beginners tend (i
flock to this track, daring any and all comers to join in ‘Dega’ piek:
Some of these races can be rewarding, but most are i

I

.S. Air Force, specializing in Bio-medical computer technologies;
y night, Mike is a formidable online racer known for his mastery of
ery type of track. “Basically, the first adjustments to making a
)od qualifying setup are bumping up the gearing a couple of tenths,
[opping the rear spoiler, raising tire pressure a couple of pounds
id stiffening the shocks at least 5% or more,” Mike offers. “This
50 will depend on the track you are working on, but this is a general
le of thumb; you want to stiffen it up to make it looser, make it

licker off the turns and reduce drag. The grille tape is also going to

ive a significant impact on the qualifying setup as well. While you
ant the qualifying setup looser than your race setup, the goal is to
lake it stable enough to be able to drive for 2-3 laps without having

) fight it too much.”

0 what about the qualifying line? Clicking off fast laps with a race

tup that has warm tires is one thing, but how does a driver handle
e strains of posting a fast lap on cold rubber? “Qualifying takes
ore concentration (and a significant amount of practice) since you

e attempting to hit a perfect lap on a setup that has yet to get the
tes warmed up to their most effective level of grip,” notes Mike.
You have to compensate for this fact by using all of the adjustments

 your disposal, to their fullest extent. As in your race setup, you

nly want to make small adjustments to one or two items at a time,
nd then practice with it to see the results.”

fike goes on to say, “Experiment with your driving line, trying to
atten turns out and gain the fastest speeds down the straights.
emember, the more you are mowng the steering wheel to keep the

1ere you want it, the more resistance you are creating- and the

ryou are going. Be as smooth as poss1ble and practice, practice,
i _
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The Bight Scuff

Index

[t’s no secret that the more heat you have in a tire, the more griji
ou’ll enjoy. During qualifying sessions, try to scuff the tires i
huch as possible. Before your official timed lap begins, scrub thi
tires against the pavement as much as possible in order to build heat
This is especially useful at tracks that have two qualifying laps insteud
of one. Many online drivers will ‘waste’ the entire first qualifying
lap to heavily scrub the tires, zig-zagging at high speeds in order 0 Bnimation Speed. See Framerate
produce heat. Then, on the second lap these drivers will focus ol $rcade Driving Views 28
time, striving for a fast, clean line around the track. ircade level 55

tlanta Motor Speedway 58, 110, 118, 122, 123, 124, 197, 198

labama International Motor Speedway. See Talladega
uperspeedway

Final Tips

You don’t have to be the fastest driver on the track in order to pul
your car in victory lane. You don’t even have to be among the tell
fastest. Remember, drive patiently, drive ‘heads up”and avoid taking
risks early in the race. Ask yourselfbeforehand, “Is this race expected
to be full of cautions, or will it feature long green flag runs?” Consider
this factor when loading your final setup.

ristol Motor Speedway 54, 115, 116, 125, 126, 127

alibration 8
alifornia Speedway 65, 128, 129, 130, 148, 160

If you’re back in the pack, go ahead and make that early pit st ymber 90, 103, 104

under yellow, even if you don’t need to. Top off the tank, get fresh
tires and pray you get a long green flag run. If your prayer I§
answered, you might find yourself at the front of the field when all
of the leaders have to pit before you do. And if fate really smiles ol
you, you’ll get a late yellow just before you have to pit, yourself, If
that happens, sit back and enjoy watching the former leaders try (o
battle their way back onto your lap!

Setup 58, 83, 84, 85, 86, 89, 95, 98, 102, 111, 118, 120
lution 56

hampionship 19, 54, 67, 69, 195

hassis type 51 T

button 71

window 71

pit 25, 28, 30, 95
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néect button 70

tion properties 70 [ key 30, 72
Continue button 70 10 key 21, 28
Controllers 7 key 32, 33
controls 48, 53, 60 key 34, 99

Controls Menu 7, 9, 30

i key 36, 38, 95
Crew Chief 31, 35, 46, 98, 99, 131

5 key 38, 40, 72, 96

cross weight 29, 41, 43, 106, 107, 108, 109 Also See wedge b key 41

current race standings 32 I/ key 43, 100, 101
Current Setup 85, 86 8 key 45, 118
Current Standings 29, 34 ) key 46

|
| D
| damage 20, 55
| Darlington Raceway 131, 132, 133, 149
dashboard 25
Default Qualifying Setup 85
Default Race Setup 85
Detail Shop 74
Double-File Restarts 56
Dover Downs International Speedway 86, 87, 93, 105, 134-136
Driver Info 48, 49, 50, 51, 54, 73
Driving Mode 55

E

el display 34

rage 83, 87, 93, 95, 104, 111

ateway International Raceway 57, 137, 138
jar ratios 21, 26, 89, 93, 115, 116

0 To Track button 57

faphics Acceleration 10
raphics Menu LO lS 66 75

edit replays 62

Enter key 33, 40, 47, 71, 86
Entry List 54

ESCape key 19, 39, 62
Event Rules 59

Exit button 58
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; ar Displays 25
- Indianapolis Motor Speedway 142, 143, 144

- Indianapolis Raceway Park 145, 146

Instant Replays 60, 61

Internet 11, 19, 69, 72, 80

IRP. See Indianapolis Raceway Park

J

Joysticks 7

L

Lap Display 30

Las Vegas Motor Speedway 147, 148, 149, 197, 198
Last Lap 59

Leaderboard 59

Load button 65 _

loose 42, 82, 105, 108, 109, 113

Loudon. See New Hampshire International Speedway
Lowe’s Motor Speedway 150, 151, 152, 198

M

Main Menu 7, 15, 18, 19, 20, 30, 48, 58, 64, 66, 69, 73

Martinsville Speedway 66, 118, 153, 154, 155
Memphis Motorsports Park 156, 157, 158

Michigan Speedway 20, 53, 54, 86, 128, 148, 159, 160, 16l

Milwaukee Mile 162, 163, 183

Monster Mile. See Dover Downs International Speedway

Multiplayer 19, 54, 69, 70
Myrtle Beach Speedway 158, 164, 165
N

Nashville Speedway USA 157, 166, 167, 168
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\zareth Speedway 169, 170, 171

Hampshire International Speedway 172, 173, 174
w List 49

xt Session 58

yrth Carolina Speedway 149, 175, 176, 177

| Pressure 26

| Temperature 26
ptions Menu 58, 66
iersteer 82, 108

car 56

hoenix International Raceway 178, 179, 180
kes Peak International Raceway 181, 182, 183
tboard 29, 30, 34

t road speed limits 22, 27, 116

t stop 40, 41, 44, 46, 96, 98

ayer Info 50, 51, 70

ace button 21, 58

ace Info 54

ace Weekend Menu 57, 58, 59, 60, 62, 83, 98
io 25, 45 96, 99, 100 mz 118
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Rockingham. See North Carolina Motor Speedway
S

Save button 49, 86

Sears Point Raceway 105, 187, 188, 189, 190
shifting gears 21, 26

Shifting Help 9

shock absorbers 91, 110, 111, 114

Single Race 19, 20, 53, 54, 57, 58, 67, 70
Skid Mark Buffer 14

South Boston Speedway 191, 192

Spacebar 40, 61

Speed And Gear Indicator 27

spoiler 43, 82, 100, 101

standings 48, 53

Standings button 58

standings display 33

status 47

Suit Shop 74, 79

sway bars 82, 92, 93, 113, 114

T

tachometer 26, 88

Talladega Superspeedway 87, 115, 116, 118, 119, 193-195
Testing Session 20, 88, 98, 99

Texas Motor Speedway 118, 196, 197, 198

Textures 15, 16, 75
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I
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res 36, 56, 93, 94, 95, 96, 97, 103, 104, 107, 108, 110

| ack Drawn Ahead slider 13
[tack Selector 54
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ndersteer 82, 108, 111

Jnited States Grand Prix 199

fiew Decals button 80

liew Replay button 65

yater temperature 27, 118

Vatkins Glen International 66, 199, 200, 201, 202
jeather conditions 53, 57
jedge 42, 106, 107, 108, 109 Also See cross weight

yeight bias 89, 105, 106, 107, 108, 109, 110
theel lock 119, 120

llow Flag 56




‘United States
i.S.A. Sales Phone: (800) 757-7707
nternational Sales: (425) 746-5771

Hours: Monday-Saturday 7a.m. to 11 p.m. CST, Sundays 8 a.m. to 9p.m. (. ﬁ"f'

FAX: (402) 393-3224

Sierra Direct

7100 W. Center Rd
STE 301

Omaha, NE 68106

United Kingdom

Havas Interactive

Main: (0118) 920-9111

Monday-Friday, 9:00 a.m. to 5:00 p.m.

Fax: (0118) 987-5603

Disk/CD replacements in the U.K. are £6.00,

or £7.00 outside the UK. Add “ATTN.: Returns.”

2 Beacontree Plaza,Gillette Way,
Reading, Berkshire
RG2 0BS United Kingdom

France

Havas Interactive
Téléphone: 01-46-01-46-50
Lundi au Jeudi de 10h a 19h
Vendredi de 10h a 18h

Fax: 01-46-30-00-65

Parc Tertiaire de Meudon
Immeuble “Le Newton”™

25 rue Jeanne Braconnier
92366 Meudon La Forét Cedex
France

/lllll IIMSGAH

Custtf;_;ner Service and Sales

I MSB

/‘x.__\\/

D e

ermany

ivas Interactive

l: (0) 6103-99-40-40

ontag bis Freitag von 9h - 19Uhr
x: (0) 6103-99-40-35
pbert-Bosh-Str. 32

63303 Dreieich

pmpuServe United Kingdom: GO UKSIERRA

bmpuServe France: GOFRSIERRA

ompuServe Germany: GO DESIERRA
http://www.sierra.com

ternet United Kingdom: http://www.sierra-online.co.uk
ternet France: http://www.sierra.fr

ternet Germany: http://www.sierra.de

lisk and/or Manual Replacement

foduct Returns:

ierra On-Line Returns Sierra On-Line Fulfillment
100 West 190th Street 4100 West 190th Street
irance, CA 90504 Torrance, CA 90504

[OTE: To replace your disk(s) please send only Disk #1 (or the CD) and copy
Fyour dated Receipt, if less then 90 days. Afier 90 days please include a $10
andling fee along with Disk / CD #1. For Documentation, please include a $
00 handling fee and a photocopy ONLY of disk #1. Payment should be made
the time of your request. Sorry, no credit cards.

Returns to this address valid in North America only.

i



ICAL SUPPORT

North America

Sierra On-Line offers a 24-hour automated technical support line with recol
~ answers to the most frequently asked technical questions. To access this servii

-_

topic and resolve the issue. If this fails to solve your problem, you may sl
write, or fax us with your questions, or contact us via our Web site.

Sierra On-Line Technical Support

PO. Box 85006

Bellevue, WA 98015-8506

Main: (425) 644-4343 Monday-Friday, 8:00 a.m. to 4:45 p.m. PST
Fax: (425) 644-7697

http://www.sierra.com

support@sierra.com

United Kingdom

Havas Interactive offers a 24-hour Automated Technical Support line will
recorded answers to the most frequently asked technical questions. To accem
this service, call (0118) 920-9111, and follow the recorded instructions to find
your specific topic and resolve the issue. If this fails to solve your problem, yoi
may still write, or fax us with your questions, or contact us via our Internet o
CompuServe sites.

Havas Interactive

2 Beacontree Plaza, Gillette Way,

Reading, Berkshire

RG2 0BS United Kingdom

Main: (0118) 920-9111 Monday-Friday, 9:00 a.m. to 5:00 p.m.
Fax: (0118) 987-5603

http://www.slerra-online.co.uk

call (425) 644-4343, and follow the recorded instructions fo find your specilly

llllll

lavas Interactive

arc Tertiaire de Meudon
pmeuble “Le Newton™

5 rue Jeanne Braconnier
:j:' Meudon La Forét Cedex

Iephone 01-46-01-46-50
undi au Jeudi de 10h & 19h
endredi de 10h a 18h

ix; 01-46-30-00-65
ttp://www.sicrra. fr

favas Intcractive

Obert-Bosh-Str. 32

)-63303 Dreieich

eutschland

el: (0) 6103-99-40-40 Montag bis Freitag von 9 - 19Uhr
ax: (0) 6103-99-40-35

lailbox: (0) 6103-99-40-35

ftp://www.slerra.de

lavas Interactive
\venida de Burgos 9
~OF2

§ ()3 6 Madrid

ono: (01) 383—2623
s a Viernes de 9h30 a 14h y. de 1 5h a 18}13 0
{01 ) 381 2437




Sierra Warranty & Legal Information

Sierra’s end user license agreement, limited warranty and return policy 15 sl
forth in the EULA.txt file, found on the CD, and is also available during (W
installation of the product.

© 1999 Sierra On-Line, Inc.

/lllll

ontattare il vostro distribotore.

sredits

ASCAR® Racing 3

0 _]ect Director

Ic bard Yasi

dditional Game Design
lave Flamburis

harlic Heath

avid Matson

§sociate Producer
cott Stutsman

1t Director
ave Flamburis

{ ductlon Manager

-mduétion Director
sa Shabasheva

Grant Reeve
Misha Tchekmarev




Art Production Management
Batw oV

t Production Assistants
1na Kuzmina

“Tanya Smirnova

Olga Zhlobinskaia

3D Artists

Alexander Aleksandrov
Alexander Rassenikov
Oleg Kuvaev

Oleg Schedrov

Pavel Sokolov

Yury Zasiavsky

Sveta Gvozdevskaya
Gleb Yanchikov

2D Artists

Vitaly Titov

Ira Shostik

Sveta Semjonova
Lena Epiphanova
Zina Smirnova
Yana Kashket
Igor Maslov

Olja Djankina
Ulija Gorbunova
Ljuba Dudenkova
Inna Savitskaya
Katya Razuvacva
Edward Boldin

Lena Asecva

Technical Assistants
Sergev Bocharov
Sergey Zhukov

Dmitry Yakimovich
Valery Lehnitsky
Michael Spitsyn
Alexander Kostuchenko
Vladimir Mitasov
Katya Speranskaya
Olga Sumenko

Andrey Pugachev

Tanya Toldova
Kristina Kim

Kirill Krukov
Natasha Gratcheva
Misha Strutinsky
Anton Chidgov
Tanya Gorbovskaya
Igor Petrovsky
Natasha Yakovieva
Ira Mogutova

Ira Bodgevskaya
Ira Burakova

Lena Lupanenko

Sergey Esin
Victor Smirnov

llllll

roduction Assistant
Keay

idditional Interface Layout
t1ic Busch
fatt Pantaleoni

icensing Director
risten Olson

farketing Brand Manager
athleen Ott

ublic Relations Manager

. Matt Pantaleoni
. Todd Sirois
- Jay Taylor




B[/ NASCAR |

\//

Scott Sanford
Jay Taylor
Shawn Wise

Additional Testing
Robert Cutler

Eniola Oluwole

Greg Hill Nathan Swift
Beta Testing

Rhawn Black Mike Ostrow
Don Burnette Tom Ostrow
Hughston Caldwell Tony Rizzuti
Alec Flory Matt Schiller
Robert James Brian Simpson
Lonnie Larkan Bob Stanley
Mike Lentz Brian Tate
Matt Merciez Steve Vandergriff
Sound Direction

Matt Marsala

Sound Production Assistance
Eric Busch

Sound Effects provided by Soundelux Media Labs

Becky Allen, Project Manager Tom Qzanich, Lead Sound Designer

Peter Sullivan, Lead Recordist Dutch Hill, Sound Designer
Peter Zinda, Recordist

Additional Sound Effects
Roberto Toledo

Crew Chief Voice
Shawn Wise

Spotter Voice
Scott Sanford

ntro Video Coordinator
tichard Yasi

riginal Intro Music
fony Trippi

ntro Video Production
‘:- entor Films, Daytona Beach, FL., 904-947-6522

nterface Photography
CIA Stock Photography Incorporated
Dave Flamburis

Special Thanks To:

Blake Davidson & NASCAR Christi Moll

Kirsten Larsen & ISC Properties Bobby Labonte

Justin Kirby Donnie Helmly

Karl Frederickson & Stock Car Racing Magazine

Paul Langley and Sean O'Leary at Dynolet

Hughston Caldwell Ron Gaines

] ony Saxon Rodney Arndt

Bobby Gahan Jack Zinkan

Gordy Arbitter. Steve Crist, Dale Earnhardt Jr., Tony Eury Jr., and Therese
Underdown at Dale Earnhardt, Inc.

Eddie Lowery at Labonte Racing, Inc. Vu Barnes

Winston Cup Scene Winston Cup Illustrated
Racing Milestones Dave Thomas, Jr.

Extra special thanks to the beta testers for their hard work on the car
setups! i :

S And finally, Joel Belog - the hardest working man in the IT business.




I3

a.On-Line, Inc. All Rights Reserved. Sierra, the “S™ logo, aml
are trademarks of Sierra On-Line, Inc. Papyrus™ and the Papyri
; tmdemarks of Papyrus Design Group, Inc. NASCAR® and Grand
"Na onal® are registered trademarks of the National Association for Stock
;| I_'rAuto Racing, Inc. Windows is a registered trademark of Microsoll
Corporation. Pentium is a registered trademark of Intel Corporation. Any
other trademarks are the property of their respective owners. ® designales
trademarks registered in the USA which may be registered in certain othel
countries.

Darlington Raceway®, Talladega Superspeedway®, Watkins Glen Internationil
Raceway®, Phoenix International Raceway®, Homestead-Miami Speedwayll)

lorth Carolina Speedway®, Michigan Spcedway®, California Speedwayll
and Nazareth Speedway® are registered trademarks and used under license
from ISC Properties.

Atlanta Motor Speedway®, Bristol Motor Speedway®, Lowe’s Molof
Speedway®, Las Vegas Motor Speedway®, Sears Point Raceway®, and Texis
Motor Speedway® including name, likeness, logos, and event names and logox
are registered trademarks of Speedway Motorsports, Inc. Officially licensod
product of Speedway Motorsports, Inc. ©1999. www.GoSpeedway.com

Dover Downs International Speedway® is a registered trademark, the mark
and track likeness are used under license from Dover Downs Internationul
Speedway®.

Indianapolis Motor Speedway and Brickyard 400 are registered trademarky,
the marks and track likeness are used under license from Indianapolis Motor
Speedway.

Martinsville Speedway® is a registered trademark, the mark and track likenes
are used under license from Martinsville Speedway.

New Hampshire International Speedway®, Magic Mile® and its image anl
related logos are the proprietary property of New Hampshire Speedway, Inc,
used under license by Papyrus Design Group, Inc. New Hampshire Speedway,
Inc. reserves all rights therein.
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Richmond International Raceway® is a registered trademark, the mark and
eness are used under license from Richmond International Raceway, Inc..

Gateway International Raceway® is a registered trademark, the mark and
rack likeness are used under license from Gateway International Raceway®.

dianapolis Raceway Park® is a registered trademark of the National Hot
Rod Association; the mark and track likeness are used under license from the
National Hot Rod Association.

e, emphis Motorsports Park® is a registered trademark, the mark and track
likeness are used under license from Memphis Motorsports Park.

The Milwaukee Mile® is a registered trademark of Carl A. Haas Racing Teams,
LTD. and the mark and track likeness are used under license from that company.

'_ yrtle Beach Speedway® is a registered trademark of Speedway of South
- arolina, Inc. and the mark and track likeness are used under license from that
company.

,___ash ville Speedway U.S.A.® is a registered trademark, the mark and track
likeness are used under license from Nashville Speedway U.S.A.®

Pikes Peak International Raceway® is a registered trademark, the mark and
lrack likeness are used under license from Pikes Peak International Raceway.

South Boston Motor Speedway® is a registered trademark of South Boston
Motor Speedway, Inc. and the mark and track likeness are used under license
from that company.

lbe name and likeness of the #1 Peﬂnzod stock car and Steve Park are licensed
with Dafe Earnhardt, Inc.

qty W ”d{,{, s name and the I;Ifeness of the #2 car, including the Ford
torsport logo, are registered trademarks uscd under license with Rusty
ce, Inc. and Penske Racing South , Inc., respectively.




The name and likeness of the #3 GM Goodwrench Service Plus stock car anil
: arnhardt are licensed with Dale Earnhardt, Inc.

':Bobby Hamilton’s name and likeness, KODAK, GOLD MAX and Trade Dress uiv
Trademarks licensed to Papyrus Design Group by Eastman Kodak Compaiy.

License granted by Kellogg Company and Hendrick Motorsports. TM, ©]994
Kellogg Co.

The *Valvoline’ Trademarks, Roush Racing and Mark Martin’s Name and/or
Likeness Used by Authority of Roush Racing, Livonia, MI.

The use of Ricky Rudd’s name, likeness, and/or signature, the number “1()",
“RPM?”, and “Rudd Performance Motorsports™ are granted by Rudil
Sportswear/LCR, Inc. and can not be reproduced without wriften consent ol
Rudd Sportswear/LCR, Inc.. Tide and Tide the Logo are registered trademarks
of Procter & Gamble and may not be reproduced without the written consent ol
Procter & Gamble. Procter & Gamble have licensed these rights to Papyris
Design Group’s name.

Penske-Kranefuss Racing, L.L.C. trademarks, including the #12 and the likencys
of the racecar, and Jeremy Mayfield’s name and/or likeness are granted by
license from Penske-Kranefuss Racing, L.L.C. Mobil 1 and the “Pegasus™ ai¢
registered trademarks of Mobil Oil Corp.

“Bobby Labonte™?, “Joe Gibbs Racing®”, “#18™" and “Interstatel
Batteries” licensed under authority of Redline Sports Marketing, In¢,
Huntersville, NC.

“Tony Stewart™", “Joe Gibbs Racing®”, “#20™" and “The Home Depotl"
licensed under authority of Redline Sports Marketing, Inc., Huntersville, NC'

Name, likeness and signature of Jeff Gordon and the likeness of the #24 Hendrich
Motorsports Dupont Automotive Finishes Chevrolet: ©1999 JG Motorsporty,
Inc.

Kcn Schrader, Andy Petree Racing and Oakwood Homes are licensed under the
authority of APL. Flatrock, NC 1999.

John Andretti officially licensed by Petty Marketing Company, LLC. STP®
mark used under license.

Kyle Petty name and/or likeness used under license from Petty Enterprises Two,
Inc. Mattel, Hot Wheels flame, logo and color “Hot Wheels blue”, and associated
trademarks designated by TM are trademarks of Mattel, Inc in the US and/or
other countries. ©1999 Mattel, Inc. All rights reserved.

The name and likeness of Robert Pressley and the name, marks and race car
design of the #77 Jasper Engines Ford Monte Carlo are used under license
from Jasper Motorsports.

Quality Care and Ford Credit are used under license from Ford Motor Company.
Dale Jarrett and Robert Yates Racing trademarks are used by permission of
Action Performance Companies, Inc.

Bill Elliott name and likeness by CMG Worldwide, Indianapolis, IN. ©1999
McDonald’s Corporation. The following trademarks of the McDonald’s
Corporation and affiliates: McDonald’s, McDonald’s Racing Team logo and
( olden Arches logo. “COCA COLA”rsatrademark of The Coca-Cola Company.

“Deere and Company’ deemdrkc Roush Racing and Chad Little’s Name and/
or LJkeness Used by Authority of Roush Racmg Livonia, MI.

'Exrde Tr&demarks, Roush Racmg and Jeff Burton’s Name and/or Likeness
sed by Authority of Roush Racing, Livonfa, MI.




TV Guide Trademarks, Roush Racing, and Kevin Lepage’s Name and/or
ceness Used by Authority of Roush Racing, Livonia, ML

- All other names and trademarks are properties of their respective owners an
used under permission.

The name and likeness of the #3 ACDelco stock car and Dale Earnhardt Jr., are
licensed with Dale Earnhardt, Inc.

The name and likeness of Dick Trickle and the name, marks and race car design
of the #5 Schneider National Chevrolet Monte Carlo are used under license
with Trickle & Co. Inc.

The ‘Citgo’ Trademarks, Wood Brothers Racing and Elfiott Sadler’s Name and/
or Likeness Used by Authority of Roush Racing, Livonia, MI.

The DeWALT Trademarks, Reiser Enterprises and Matt Kenseth’s Name and/ol
Likeness Used by Authority of Roush Racing, Livonia, MI. The DeWAL]
Trademarks are Owned by The Black & Decker Corporation and are Used
Under License Granted by its Agent, Roush Racing.

®KLEENEX, KOTEX, HUGGIES and EVOLUTION are Registered Trademarky
of Kimberly-Clark Corporation. VIVA, COTTONELLE, SCOTT, RAGS INA BOX
and SHOP TOWELS ON A ROLL are Registered Trademarks of Kimberly-Clark
Tissue Company. Driver’s and Owner’s name and likeness, other trademarks
used either under license or with permission.

The name and likeness of Mike McLaughlin and the name, marks and race cai
design of the #34 Goulds Pump Chevrolet Monte Carlo are used under license
with Team 34 Racing, Inc.

The name and likeness of Tim Fedewa is used under license.

The name and likeness of Glenn Allen and the name, marks, and race car design
of the #38 Barbasol I'ord Taurus are used under license “BARBASOL” is i

[ NASCAR
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registered trademark owned by, and used with permission of Pfizer Inc.

The name and likeness of Andy Santerre and the name, marks and race car
design of the #47 MONRO Muffler Brake & Service Chevrolet Monte Carlo are
used under license from SCM Marketing.

‘The name and likeness of Jeff Krogh and the name, marks and race car design
of the #56 Clearwater Forest Industries Chevrolet Monte Carlo are used under
license from Excel Motorsports.

The name and likeness of Todd Bodine and the name, marks and race car
design of the #66 Phillips 66 Chevrolet Monte Carlo are used under license
from Cicci Welliver Racing, Concord, NC.

The name and likeness of Ed Berrier and the name, marks and race car design
of the #77 Lear Corporation/UAW Ford Taurus are used under license of rights

under Lear Corporation.

Amoco registered trademark used with permission from BP Amoco Corporation.
All other logos used under license.

All other names and trademarks are properties of their respective owners and
used under permission.

76 Fuel name and logos used under permission of Tosco Marketing Company.
ction Sports name and logo used under permission.

Aircraft Standards name and logo used under permission.

AirTouch Cellular is a registered trademark of AirTouch Cellular; Inc.

Allied Signal/Auto Lite and Allied Signal/Fram Filters name and logo used
under permission of Allicd Signal.

American General Finance is a subsidiary of American General Corporation,
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undér permission.

"ARCA BONDO/MAR-HYDE SERIES logo is the trademark of ARCA and
: ondo/Mar-Hyde and is used under limited license to Papyrus Design Group,

Banquet Table Buffet is a registered trademark.

Bayer and Alka Seltzer are registered trademarks and are used under permission,
BellSouth Mobility is a registered trademark of BellSouth Mobility, Inc.
BOSCH is a registered trademark of Robert Bosch Corporation.

“BRYANT?” is a registered mark of Carrier Corporation.

CARQUEST is a registered trademark of CARQUEST.

COCA-COLA, COKE, the Dynamic Ribbon Device, the design of the contour
bottle, the Red Disc Icon with Checkerboard Bottle and “Thirst for Racing™ ar¢
trademarks owned by and produced under the authority of The Coca-Cola
Company.

Comp Cams is a registered trademark of Competition Cams, Inc.

Craftsman is a registered trademark and used under permission from Morris
International, Inc.

Cruise America name and logo used under permission.

Cumberland Farms is a registered trademark and used under permission from
Morris International.

The Cummins logo is a registered trademark of Cummins Engine Company, Inc,

The Dallas Morning News is a registered (rademark of The Dallas Morning
News, Inc.
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Darlington County and South Carolina logos used under permission.
DiGiorno Is a registered trademark of Kraft Pizza Company.

The DuPont Oval is a registered trademark owned by the E. I du Pont de
Nemours and Company.

DuraLube name and logo used under permission.
 Exide Batteries® is used under permission of Exide Corporation.

“First Union” is a registered trademark of First Union Corporation and First
- Union National Bank.

Fleetwood Enterprises is a registered trademark of Fleetwood Enterprises, Inc.
Food City name and logo used under permission,
Gibson USA is a registered trademark of Gibson USA, Inc.

: Goody's and Goody's logos are registered trademarks of Block Drug Company,
Inc.

Greased Lightning is a registered trademark of A&M Cleaning Products, Inc.

Hardee’s is a registered trademark and is used under permission of Boddie
Noell Enterprises.

Holloway is used under pcmnsuon of H. M. Holloway, Inc.
" Hoosier Rscmg Tue is a rf:g}stered lradﬁmark of Hoosier Racing Tire, Inc.
_Husqvama is a registered rrademar{( of quvamd Forest & Garden Company.

EIKON Office Solutions name and logo used under permission.
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Jrf@' t-ib; is a registered trademark and is used under permission.

'eJ\onod Audio is a registered trademark of Kenwood, Inc.

Kidde Safety name and logo used under permission.

Kragen name and logo used under permission of CSK Auto.

Kroger(r) is a registered trademark of The Kroger Co., Cincinnati, Ohio.
Lincoln Electric is a registered trademark of The Lincoin Electric Company.
The Los Angeles Times is a registered trademark of The Times Mirror Company.

The LYSOL and LYSOL script logo trademarks are used under license from
Reckitt & Colman, Inc., Wayne, N.J., U.S.A. ©1998

Mac Tools, a division of The Stanley Works.

MBNA(r) MBNA is a federally registered service mark of MBNA America Bank,
NA.

McDonald’s and the Golden Arches design are registered trademarks of

McDonald’s Corporation.

The Miami Herald name and logo used under permission.

Milwaukee Journal Sentinel is a registered trademark of Journal Sentinel Inc.
Moore’s Quality Snack Foods is a registered trademark.

Motorola and the insignia logo are registered trademarks of Motorola, Inc.

The }\a?-‘i{’A logo is a registered trademark of National Automotive Parts
Association National Headquarters.

National Car Sales is a division of Arelco, Inc., an independent licensee of
National Car Rental.

The New Holland logo is a trademark of New Holland N.V.
Oildale/Firestone is used under permission.
Outback Steakhouse is a registered trademark of Outback Steakhouse, Inc.

Pennzoil is a registered trademark and is used under permission of Pennzoil
Products Co.

Pepsi, Pepsi-Cola. Mountain Dew and the Pepsi Globe design are Registered
Trademarks of PepsiCo. Inc.

PPG names and trademarks are used by permission of PPG Industries, Inc.
Primestar is a registered lrademark.

Racing Electronics is a registered trademark of Racing Electronics, Inc.
Ray’s Custom Exhaust Shop name and logo used under permission.

Safety-Kleen(r) and WE CARE(r) are registered trademarks of Safety-Kleen
Corporation.

Sam’s Town Hotel, Gambling Hall and Bowling Center is a registered trademark
of California Hotel and Casino.

Save Mart name and logo used a’n_de; permission.
Schuck’s name and logo used under permission of CSK Auto.

. Sears Die Hard is a registered trademark of Sears & Roebuck Company.
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a registered trademark of Simpson Race Products, Inc.

pnnt is a registered trademark of Sprint, Inc.

‘Stihl is a registered trademark.

“SUNOCO RACE FUELS? is a registered trademark of Sun Company, Inc.

Systel name and logo used under permission.

Textilease Medique logo and name used by permission of Textilease Corporation,
TNN & TNN Motorsports are registered trademarks of Group W Satellite

Communications.

“Touchstone EnergySM” , “The Power of Human Connections,” and the three-

character logo for “Touchstone Energy” are trademarks of America’s

Electric Cooperatives and are used with permission.

TransSouth Financial name and logo used under permission.

True Value is a registered trademark.

““UniFirst” and ‘Ulst’ are registered trademarks of UniFirst Corporation. Any

use of either mark without the prior written permission of UniFirst Corporation

is strictly prohibited.”

Visa is a registered trademark of Visa U.S.A. Inc.

WDBJ 7 name and logo used under permission.

Weld Racing name and logo used under permission of Weld Wheel Distributing,

WFMX 105.7 name and logo used under permission.

“Winn-Dixie” trademark used by authority of Roush Racing, Livonia, Michigan,

WSET Television name and logo used under permission. Yellow Freight System
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is a registered trademark of Yellow Corporation.
Yoshida’s(r) is a registered trademark of Yoshida Food Products Company,
Limited Partnership and is used with permission.

Photograph, ©1997 Carla Varisco and is used under permission of Dover Downs
Int’l Speedway.

Photograph, ©1998 and is used under permission of Tom Donoghue and Las
Vegas Motor Speedway.

Photograph, ©1999 and is used under permission of Martinsville Speedway.
Photograph, ©1998 and is used under permission of Michigan Speedway.
Photograph of Myrtle Beach Speedway used under permission.

Photograph of Phoenix International Raceway ©1998 and is used under
permission of Landiscor Aerial Information.

Photographs of Richmond International Raceway used under permission of
Richmond Int’l Raceway.

©1999 and is used under permission of Texas Motor Speedway.

Use of California Speedway aerial photograph from JW Aerial Photography.
All other track photos are the owned by and used under permission of their
respective tracks.

Additional photography provided by CIA Stock Photography, Incorporated
and used under permission. Uses Bink Video Technology. Copyright (C) 1997-
1999 by RAD Game Tools, Inc.

Video footage provided by ISC Properties and used under permission.

All other names and trademarks are properties of their respective owners and
used under permission.
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Avaﬂable
Fall 1999 from

Sierra Sports and Papyrus.

- NASGARs 1St fokes youbk to ho flns 22

when muscle cars like the Plymouth® Superbird
and Ford Torino ruled the tracks. Test your skills
as you race side by sid 50
most famous names in NASCAR. |||s1ory,

indluding Richard Petty, Bobby and Donnie Alllson,

Creuted by I!le uwurtl-wm i at Papyrus,
NASCAR. Legends pits you ngainst the renowned
drivers of the T970 NASCAR. season. Experience
historic NASCAR- action at speeds up fo?ﬂﬂ‘mph
on the very treicks Fiat mu:le these men and
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