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il NASCAR
A Word From Papyrus Racing Games

Welcome to NASCAR® Racing 2002 Season!  Papyrus Racing Games has been making
racing simulations for fifteen years, and everything we' ve learned over that period of time
has been crammed into this product.

Thank you for your purchase, and to those of you who have stuck with us over the years,
thank you for your continued support. Inan erain which theterm “realistic smulation” is
viewed with disdain by many in the gaming industry, you' ve proven that there | S a market
for such products —if they’re done right.

We hope you'll think that we've “done it right” with NASCAR® Racing 2002 Season.
Enjoy the game, and we'll see you out on the track!

- The Papyrus Racing Games devel opment team

Installation

Close all other programs before you begin installing NASCAR® Racing 2002 Season.
Place the CD-ROM initsdrive. Theinstallation process should begin immediately. If it
doesn’t, click on the START button and choose RUN. Type D:\Setup (substitute“D:” with
the correct drive letter of your CD-ROM drive if it's different) and choose OK. The
installation will now begin.

Enter the CD Key located on thefront of the NASCAR® Racing 2002 Season insert. After
abrief system test is performed, you must choose the destination hard drive and folder for
the NASCAR® Racing 2002 Season program files. Use the default drive and folder, or
click on the Browse button if you' d prefer an alternate destination.

When the basic installation processis complete, NASCAR® Racing 2002 Season will test
your video card's capabilities. Choosea3D acceleration format (renderer), adisplay adapter,
and a graphics mode, and click the Finish button to begin the test. You can reconfigure
these settings at any time by choosing Configure 3D Graphics from the Main Menu, or by
launching the “ Config.exe” file located in the NASCAR® Racing 2002 Season folder.

Controller Configuration

The first time you run NASCAR® Racing 2002 Season, you will be taken to the Controls
tab on the Options screen, where you may be asked to calibrate your controller. Thereare
three main steps to getting your controller to work with NASCAR® Racing 2002 Season:
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1. Plug in and configure your control device (joystick, wheel, pedals or gamepad) in
Windows if you haven't aready. Follow the manufacturer’s installation instructions.

2. Calibrate your controller in NASCAR® Racing 2002 Season.

NOTE: NASCAR® Racing 2002 Season usesits own calibration routines, so you must
calibrate from within thegame- evenif you have calibrated your controller in Windows.
The first time you run the game, the calibration box may pop up automaticaly. If it
doesnot, simply click on the Calibrate button on the Controlstab of the Options screen.
Follow the on-screen prompts to calibrate the controller. You should see the calibration
meters on the screen react to your movements. |f you don’t, your controller may not be
installed correctly.

3. Assign the controls. Now you need to tell NASCAR® Racing 2002 Season how you
want your controller towork by assigning itsmovements and buttonsto specific functions.
The Controller Assignment and Gear Selection areas are on the left side of the Controls
tab. Simply click the mousein the highlighted areato theright of aparticular function,
and when prompted to do so, make the controller movement or press the button you
want to assign to that function. Keep in mind that if your controller isn’t blessed with a
dozen or so different buttons and control axes, you'll still be ableto assign somefunctions
to the good ol’ keyboard.

You can re-configure or re-calibrate your controller by coming to the Options screen and
clicking on the Controlstab. You can get to Options from the Main Menu, from the Race
Weekend screen, and even while you're inside the car.
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If your controller supports force feedback, NASCAR® Racing 2002 Season allowsyou to
adjust the strength, damping, and latency of theresponse. Experiment with different settings
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il MASCAR
until the controller hasthe responsivenessthat you want. For moreinformation, right click
on any of the force feedback settings located in the upper right area of the Controls tab.

OK, you're amost done! Before you hit the track, though, there are a couple of other
settings on the Controls tab you may want to tweak. Thefirst is Steering Linearity. Most
people who use a wheel to steer find that they get the best results with a high Linearity
setting (70% or above), while joystick and keyboard users find that alow setting (20% or
less) usually doesthetrick for them. Naturally, everybody is different, so experiment with
this setting until you find your comfort zone.

Finally, inthelower right corner of the Controlstab, you'll seealist of the variousdriving
aidsthat are in the game. For details on how a particular driving aid works, right click on
itsname. Many of these aids are turned on by default because driving a 750HP stock car at
the limit isn’t easy. As you gain speed and
Drivirmg Abds confidence, you'll want to gradually turn the aids
off, because while they were designed to help the
novice control the car more easily, they were also
e e 2 designed to be a disadvantage to the advanced

Ia: Clarkch driver. For example, turning on automatic shifting
can make your life easier by giving control of the
gearbox to the computer, but thegear changeswon't
happen with the same kind of speed or precision
that an advanced driver can get by shifting gears
manually.
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Options Menu

The Options menu is available from the Main Menu, from the Race Weekend screen, and
viathe Escape key interface when you'rein the car. |n addition to the controller selections
we just went through, the Options menu also allows you to tweak many different graphics
and sound settings so that you can customize NASCAR® Racing 2002 Season to your
liking. Once you get to Options, ssmply click on the appropriate tab control at the top of
the screen— Controls, Graphics, or Sound - and tweak to your heart’s content. If you' re not
sure what a particular option does, right-click with your mouse on its name, and a pop-up
help bubble will provide an explanation. Pop-up help is available for most menu options
throughout NASCAR® Racing 2002 Season.

The game initially sets many of the graphics and sound options based on what it thinks
your system can handle, so use some common senseif you chooseto add additional graphic
and/or sound detail into the mix. In any event, if the game looks choppy or sluggish, go
back to Options and reduce some of the graphics and/or sound details. The bottom lineis
simple: achoppy game means sluggi sh control movements, and sluggish control movements

usually result in losing control of the car.
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The Nerve Center: The Main Menu

NASCAR® Racing 2002 Season’'sMain Menuisthe heart of the user interface, and serves
asyour launching point into the simulation. The Main Menuisbroken up into two sections:
game modes and user settings.

Game Modes

The various game modes are o
listed on the left side of the /’"'-‘--\7 e
screen. Here'saquick rundown
on what they are:

Driving Lessons Click hereto ih———
check out a series of driving TESTIVE SESENIY
lessonsand track toursthat were SMELE RALE
made with the new replay
editor. The lessons cover
everything from the basics of
car control up through advanced
subjects like racing strategy and tactics. Thetrack tours feature NASCAR legend Darrell
Waltrip, and they’ll give you the inside scoop on each of the tracks in the game.

CHAMPIIS I
MILLTIPLAYER REPLA K PSR

FAIT LI LAY A DY

Testing Session: Just you and the track. Testing sessions give you the opportunity to learn
in private on any track you choose, without any other cars to distract you.

DRIVING LESSOAG S| ngle R_ace: Pick atrack an(_j set up arace. You can compet(?
inan entirerace weekend, which consists of four race sessions:

PECR PR ST I Practice, Qualifying, Warmup, and Race. Or, if you'd prefer,

SVGLE RACE you can skip to the race and try to win from the back of the

FHAMPITVEHIE field.

LTI AYER

EXIT

Championship Season: An entire season’s worth of racing, as you accrue championship
points based on your finishing positionin each race. Seeif you've got what it takesto etch
your name on the NASCAR trophy, alongside the likes of Petty, Earnhardt, and Gordon.

Multiplayer: Theultimate proving ground. NASCAR® Racing 2002 Season’sunparalleled
multiplayer mode allows you to compete against an entirefield of living, breathing human
opponents. Don’t have enough racing buddiestofill out thefield? That's OK, throw some

L 6



computer opponents into the mix if you like. Just remember to bring your modem, LAN,
or Internet connection along for the ride!

Exit: Returns you to the Windows desktop, but why would you want to?

User Settings

The user settings are on the right side of the screen, and they R ———
giveyou total control over the simulation environment. Here's

what these items do: ST HANALTR

TN

Player Info: Click hereto change personal settings such asyour
name and the car you drive. Specify acar to drive offline, and BEPLAK FHEARER
oneto race in online. Personalize Autochat messages that you
can display in online races.

PP MDY AL AT S

Opponent Manager: Here's where you can adjust ratings for computer opponents, use the
Paint Shop to recreate your favorite team, and where you manage rosters of opponents to
race against.

Options We've aready covered this one, but once again thisis where you' Il adjust your
controls, graphics, and sound preferences.

Replay Theater: Letsyou view and edit your saved replay files. The ability to edit replay
filesis a powerful new featurein NASCAR® Racing 2002 Season.

Configure 3D Graphics: Letsyou change your resolution and other 3D accel erator settings.
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A Quick Spin

From the Main Menu, click Testing Session
and select California Speedway® - awide,
comfortable, 2-mile“D” shaped track. Click
the green Continue button in the lower right
corner, and you'll be taken to what we like
to call the RaceWeekend screen. From here
you can view replays, check standings and
lap times, and control the entire slate of
racing sessions. Notice the various buttons
on the screen that allow you to visit the
Garageto adjust your race car, Pausethelive
action, and most importantly, hit the track!
Click the green Drive button in the lower
right corner and let'sget inthecar. We'll go
over cockpit featuresand controlslater - right
now we just want to see you get some laps
under your belt.

Ah, inthecar at last. Beforewe get started,
make sure you like the view. If you like
driving from the cockpit view, you'reall set.
If you'd rather try one of the other views,
just press the PageUp/PageDown keys on
your keyboard, and you'll cycle through the
four availableviewsinthegame. Next, make sureyour speed/
gear display (located to theleft of the steering wheel) isturned
on. Ifitisn't, pressthe“S’ key on your keyboard.

Shift to first gear and gently begin accelerating. If you're
using manual shifting, try to shift into second gear and keep
the RPM’ s below 6,000 until you reach the backstretch. Steer
the car on the apron of the track, staying along the bottom of

- the pavement through Turns One and Two. When you reach

the back straightaway, merge onto the track, shift to third and
increase the throttle. Work your way up the gearbox quickly
until you reach fourth gear, about the sametimeyour car nears
TurnThree. Asthe pavement darkens, rel ease the accel erator
and try to aim for the middle of the turn. At this point you
should be of f the gasentirely. Let thecar glideinto the corner

as the RPM’s fall off - gradually add about 50% braking and keep turning the car in the
proper direction, which at this point, should still be left!

¢
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You'll have to concentrate to keep the car from drifting down the front straightaway. Re-
apply the throttle in a smooth, gradua manner as your car exits Turn Four. The front
straightaway at Californiaisalong, sweeping left bend that requires supreme concentration.
Try to keep the car in the darkened “groove” as you cross the start/finish line; when you
approach Turn One keep the car high on thetrack, lift off the gasearly and let it drift down
near the bottom on its own. Stay off the gas until you feel like the car is about halfway
through the turn. Gradually reapply throttle and power up off the bottom of the track as
you exit Turn Two. Avoid the urge to stomp on the gas- even at high speeds this could
cause the rear wheels to spin out. Down the back straightaway, keep the car near the
outside wall; you'll probably have to steer toward the right somewhat in order to achieve
this.

Approaching Turn Three, stay high and lift off the accelerator early, again letting the car
drift down toward the bottom of the track. Coast around the bottom of Turns Three and
Four until you reach the halfway point, then ease back onto the throttle and drive back
toward the flag stand. Now take some more laps and get acquainted with your race car,
and press the ESC key when you're done.

An Important Word About Chassis Setups

Chances are, the car you just drove used the “Easy” default chassis setup. The “Easy”
default car setup for each track isa“ symmetrical” one - meaning the shock, spring, caster,
and camber settings have all been set to neutral valuesin order to make the car’ s handling
more predictable and act more like what you would expect from the family station wagon.
However, station wagons don’t win stock car championships, and symmetrical setupswill
not give you the fastest lap times on oval tracks. On an oval, you'll be turning in only one
direction - left, and because of that you'll want an “asymmetrical setup” along the lines of
the“Fast” setupsincluded with NASCAR® Racing 2002 Season, in which the suspension
istuned differently on theright side vs. the | eft.

Asymmetrical setups will help the car turn left in order to get it through the corners as
quickly aspossible, but they havethe side effect of pulling the car to theleft on the straights.
As aresult, you may find that you need to “countersteer” to the right on the straights in
order to keep the car tracking straight ahead. Thisis perfectly normal, and is something
that real NASCAR drivers have to deal with every timethey climbinto thecar. If you feel
comfortable tinkering with the car setup in the Garage, try experimenting with different
Caster settings to find a good balance between turning ability and straightline control.
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Basic Driving

Tips

Now that you' verun somelaps
and gotten more comfortable
with thefeel of your stock car,
let’s cover some of the basics
that will help you become a
competitive NASCAR driver.
First of al, a word about chassis
setups. Any NASCAR driver will tell
you that in order to win achampionship,

you' ve got to have good setupsfor every track. But while setups can help you drivefaster,
they don’t necessarily make you drive better.

Here are some ways to improve your driving skills quickly:

Watch the driving lessons and track tours. They’ Il give you agood understanding of the
fundamental s and will serve as a solid foundation upon which you can build your skills.
To view them, go to the Main Menu and click on the Driving Lessons button.
Concentrate on one track at atime. Don't jump around from track to track each time
you launch NASCAR® Racing 2002 Season. Learn your way around one track
comfortably; try to turn competitivelapsin the preferred groove, but also practicerunning
dternate lines - both high and low. Successful drivers know how their car will behave
on every part of a specific track.

Get comfortable in traffic. NASCAR racing is al about door-to-door, close-quarters
action, so the sooner you can get comfortable driving in a pack of cars, the better. Skip
qualifying and take a provisional (start in last place). Try to patiently pick your way
through traffic and work your way toward the front of the field.

Study the tape. Save and review replays of your escapades on the track. Be sureto use
the various camera angles. The helicopter view is particularly useful for finding the
fastest way around a speedway, and for spotting a problem with a particular chassis
setup.

Listen to your car. Squealing thosetiresthrough every corner? Learn how fast you can
drive through each corner at a particular track without squealing the tires. Some tire
scrubbing is to be expected, but if you're laying enough rubber down to resurface the
entire city of Daytona, you'll need to learn to drive with a bit more finesse. Braking a
little harder and earlier going into acorner will often allow you to power out of that turn
with much more authority.
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Back to School

What'sthat? Your little visit to the track didn’'t go so well? Instead of breaking the track
record with one hand tied behind your back, you were spinning like a compass in the
middle of the Bermuda Triangle? Well, don’t get discouraged, because help is but a mere
mouse click away. Well, it's one click away if you're on the Main Menu, at least!

TheDriving Lessonsareaof NASCAR® Racing 2002 Season containslessonson avariety
of different topics. There's something in there for drivers of every ability level. If you're
anewbie and struggling just to get around the track without spinning, there's some great
information in there on driving fundamentals. Don’'t have a clue about how some of the
ruleswork? Fear not - there's alesson in there for you, too. Looking to squeeze another
tenth of a second out of your car setup? The folks at Papyrus University have that one
covered, too.

So how can you become privy to this wealth of knowledge? Well, the first stepissimple.
Go to the Main Menu and click on the Driving Lessons button.

Choosing a Lesson

From the Main Menu, you'll be taken to the lesson selection screen. On theleft side of the
screenyou' Il seealist of driving lessonsand track tours. Lessons covering the basic topics
appear at thetop of thelist, while those that cover advanced topics appear near the bottom.
Thelater lessons assume that you are awar e of the concepts covered in the previous ones
soif you'retotally new to the world of simracing, you'll want to start right at thetop of the
list and work your way down.

The track tours feature 3-time NASCAR champion Darrell Waltrip, and were designed for
advanced sim racers. From the correct throttle, braking, and shifting points to the proper
cornering speeds, Darrell will let you in on the secretsto mastering each of thetracksin the
game.

To select alesson, simply left-click onitsname. A summary of the topic(s) covered in the
lesson will appear on the right side of the screen. Once you have selected the lesson you
want to check out, click the green View button in the lower right corner.

Lesson Viewing

After you' ve pressed the View button, you'll be taken to the lesson viewing screen. The
lesson you selected will begin playing automatically. Most |essons are broken down into
several sections, or chapters.
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Here's arundown on the controls and displays you'll find on this screen:

In the top area, you may see telemetry information for the car being viewed in the lesson.
In addition to the standard speed and gear displays, you'll see agreen throttle bar and ared
brake bar. When either of these bars“grows” from left to right, it means that more of that
particular control is being applied. So, if you see a maxed-out green throttle bar and
nothing at al in the brake area, it means that the driver's got the “ pedal to the metal!”

In the bottom area, you'’ Il see another red bar. This oneis the progress bar for the lesson.
Asthe lesson progresses, the bar will “grow” from left to right.

Below the progress bar is a group of four controls that you can use to navigate to various
points of the lesson. From left to right, they are as follows:

* Rewind to Start: Rewindsto the start of the lesson.

» Previous Chapter: Takesyou to the start of the current chapter. If you're aready at
the start of a chapter, pressing this control will take you to the start of the previous
chapter, if any.

* Play/Pause Starts/stops lesson playback.

* Next Chapter: Takesyou to the start of the next chapter, if any.

When you're finished with alesson, press the Done button in the lower right corner to be
taken back to the lesson selection screen.
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The Drivers Meeting

In this section we'll give you al the info you'll need to get around in the NASCAR®
Racing 2002 Season world, including how to create various types of races and how to
paint your car.

Setting Up Races

At the Main Menu, choose the type of event you'd liketo drivein. Select Testing Session
if you want to have the track to yourself. Click on Single Race if you want to pick atrack
and show ‘emwhat you've got. If you’ re experienced enough to battle the NASCAR pros
on avariety of tracks, go for the Championship. Thankfully, seasons can be saved to disk
- you don’t haveto finish over thirty racesin onesitting! Finally, there’s Multiplayer —the
ultimate challenge for your skills.

Race Options

From the Testing Session, Single Race, Championship, and Multiplayer screens, you can
customize many aspects of theracing action, such asthe race distance, the weather, and the
skill level of the computer opponents you'll be battling — if any. In Testing and Single
Race modes, you'll be able to select the track. In Championship mode, you're locked into
whichever track happens to be next on the schedule. In Multiplayer mode, you'll be able
to select the track only for the races you host.

Click the Show Options button at the bottom Ieft of the screen to reveal the entire list of
racing options that you can adjust. These items will vary based on the game mode. For
example, on the Testing Session screen you won't find any options that are related to
computer opponents, because the Testing Session mode does not allow computer opponents
onto the track.

Hereareexplanationsfor the variousrace options M (P 3 A
you'll encounter in NASCAR® Racing 2002

Season. Again, not al options are available in

all game modes.

TRACK SELECT: Here'swhereyou'll pick the battleground for the race.
DRIVING MODE: Arcade mode givesyou acar that's easier to drive, with more traction

and maneuverability than real race cars have. Simulation mode is the Real Deal —you'll
be at the helm of a 750 HP beast, so hang on tight!

L)
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RACE WEEKEND: Here you specify
the length of the various sessions in the
race weekend. Practice and Warmup
sessions are set in minutes, and the
Race sessionis set as apercentage of the
actual 2002 race distance. So, if you've
got the urge to race the same distance
thereal NASCAR folksrace, set therace
length to 100% and you're good to go.
To skip the Practice and Warmup
sessions, check the Quick Racebox. This
allows you to jump right into qualifying
and then straight to the race itself.
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COMPUTER OPPONENTS: This section of the options list allows you to adjust the
computer-controlled competition to your skill level. Usethe roster selector to specify the
group of opponentsyou want to race against - rosters are managed on the Opponent M anager
screen — and decide how many of them you want to oppose. Use the Strength control to
dial the speed of your opponents to match your own ability. One of your long-term goals
should beto race competitively with thisvalue set to 100%. In Multiplayer races, you'll be
able to race with or without computer opponents.

DAMAGE: Select from three different damage settings: None, Moderate, or Realistic.
With damage set to None, your car becomes imperviousto collisions. At Moderate, your
car will sustain minimal damage during hard collisions. For thereal deal, where a heavy
collision usualy spells the end of your day, select Realistic. Remember that this setting
refers to collision damage only —it's possible to blow the engine and blow tires due to
abuse on any of these settings.

RULES: Here’'swhere you can change the various rules for the race weekend. Checking
the Full Pace Lap box will cause the pre-race pace lap to start in the pits, just likeit doesin
real life. The tradeoff isthat it can take along time to complete afull pace lap, especialy
at the road courses. If you'd prefer ashort pace lap that starts on the racing surface, leave
this box unchecked. The Yellow Flags box controls whether or not ayellow caution flag
will bewaved in the event of a hazardous condition on thetrack —asisthe caseinred life.
Without yellow flags, the race will go by faster, but things can get pretty hairy with cars
barreling full-steam through the scene of an accident. The Double File Restarts setting is
only applicable if the Yellow Flags box is checked. If Double File Restarts are enabled,
cars who aren’t on the lead lap are alowed to line up on the inside of the race leaders

L
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during cautions. Regardless of this setting, per NASCAR rules, doublefilerestarts are not
used at the road courses, and they aren’t used during the last ten laps of arace.

There are afew rulesthat are available only in Multiplayer races which were designed to
help provide aslevel aplaying field as possible during such contests. The Force Cockpit
View option makes all participants drive from the cockpit view and disables the PageUp/
PageDown “switch view” keys. The Force Smoke option forces smoke to appear on
everyone' smachine—regardless of the Smoke checkbox state on the Optionsscreen. Lastly,
the Fixed Setup option forces everyone to race with the same car setup.

WEATHER: Often overlooked, weather conditions have a profound effect on your car’s
handling. Cooler air is less dense than warmer air, so when the mercury drops you can
expect your car’sengineto “breathe’” more efficiently. Drag isalso reduced in the cooler,
thinner air. Hotter weather tends to stress your car’s systems and increase the amount of
drag. Also, remember that tires grip better when they’re warmer, just below their peak
operating temperature of 225° Fahrenheit. The wind can also have amarked effect on the
car'shandling. A tailwind will push it down the straights and tend to make it loose in the
corners, whileastiff headwind will slow it down on the strai ghts and cause abig-time push
in the corners. Clicking the Realistic box will set the weather based on average local
conditionsfor each track, but if you' d rather control the weather, just uncheck that box and
goforit.
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The Race Weekend Menu

The Race Weekend menu is the
" place where you navigate amongst
thevarioustasksat thetrack. From
taking the car into the garage for
tweaking, to navigating among
the sessions of the event,
to viewing standings and replays,
the Race Weekend menu is where
theaction is!

Click on the various tabs on the
Race Weekend menu to view items
like general race information, a
chronology of lap times, the current
standings, and the race entry list. Use the replay controls (as described later) to view
highlights. Visit the garage, change game options, or drive the car - all by clicking on the
buttons found on the Race Weekend Menu.

NASCAR® Racing 2002 Season allows you to jump to the start of any session in therace
weekend by using the session navigation controls. Asasession progresses, agreen timer
bar will “grow” from left to right underneath that session’s name. To go to the start of a
session, simply click on the blue button below and to the | eft of the session name. You can
go forward or backward through time — so you can not only skip ahead to future sessions,
you aso can go back to the start of a previous session or the current session. Keepinmind
that if you decide to re-run a session, you'll be starting from scratch, not only for that
session, but for future sessionsin the weekend aswell. For example, let’'s say you've gone
through Practice, gone through Qualifying (let’s say you qualified 81, and are halfway
through Warmup when you decide to jump back to the start of Practice. By doing so, you
wipe away not only theresults of the original Practice session, but theresults of Qualifying
and Warmup as well.

The NASCAR Rulebook

Every driver needsto know thebasic rulesof stock car racing beforetheflag drops. Penalties
are disabled in Practice and Warmup (except for reckless driving). Your spotter will still
let you know that you've done something wrong, but there won't be any consequences.
However, this leniency will not be seen in the Race session. Break a rule then, and the
officials will be all over you, so listen up!
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With that in mind, here are the rules:

» No passing other cars under yellow, including the pace car. When the yellow flag
comes out, the leader is instructed to race back to the start/finish line. Once the leader
has crossed the start/finish line, al traffic behind the leader must also slow and line up
according to the rules. However, if acar isgoing too slowly, thisruleistossed out. Your
spotter will tell youwhat to do. The penalty isablack flag, and you must stay inyour pit
stall long enough to offset any advantage you gained.

» No speeding in the pits. You can’t exceed the pit road speed limit. The penalty is 15
seconds (no black flag) for speeding on entry to your pit stall, but a stop and go (black
flag) if you speed while exiting the pits.

» You must merge properly when exiting the pits. Theruleisto stay on the apron (or asfar
away from the racing line as possible) until the spotter says, “O.K., merge when you
can.” That doesn’t necessarily mean that it's SAFE to merge, it just meansthat you may
legally merge at any time. Some tracks, like Indianapolis, have pit exit roads that you
must follow if you want to avoid this penalty. The penalty is a black flag stop and go
under green, or a simple “go to the end of the longer line” with no black flag under
yellow.

 You must enter the pits properly. Cutting acrossthe grassin an attempt to avoid having
to slow down to the pit speed limit is a no-no. You must cross the line that marks the
beginning of the pit stall area. At Homestead, you need to use the pit access road in
order to avoid this pendlty. If you break thisrule under green flag conditions, you'll be
black-flagged and you'll need to come in and serve a 30 second penalty. Under yellow,
you won't be black-flagged, but you'll have to go to the end of the longer pacing line.

» You can't cut across the Innerloop at Watkins Glen without stopping. If you cut across
the Innerloop at Watkins Glen and fail to come to a stop before you merge with traffic,
you'll be penalized. You'll be black flagged and forced to serve a stop-and-go penalty.

» You can't pass the leader before the start/finish line on a start or restart. Thereisa
“fudge factor” built in to keep you (when leading) from intentionally being able to
cause aviolation for someone else. If acar is going too slowly, thisrule is tossed out.
The spotter will let you know if it's OK to pass. Keepinmind that in raceswith double-
filerestarts, theleader on arestart isthefirst car inthe OUTSIDE line. If you break this
rule, you'll be black flagged and you' Il have to comein and serve astop-and-go penalty.

» You can't pass a car in the same pacing line on the inside before you reach the start/
finish line. You can pass on the outside, but not theinside. Again, if acar isgoing too
slowly, thisruleistossed out, and your spotter will let you know that it's OK to pass. If
you break thisrule, you'll be black flagged and you' [| have to comein and serve astop-
and-go penalty.

* You can only pit on the appropriatelap(s). Only thecarson thelead |ap may pit thefirst
lap the pits open. Everyone else must wait until the next lap. The penalty for entering a
closed pit isatrip to the end of the longer pacing line. Your spotter will tell you where
to go.

» You can’t continue to race with heavy damage. If your car is damaged to the point that
the engine is smoking heavily or your car is dropping debris or fluids, you'll be black-

o



Ty

flagged. To clear the black flag, you must pit and get the car repaired at least to the point
that NASCAR feelsit’'s safe. If the car is too heavily damaged, it's possible that the
crew won't be able to fix it well enough for you to continue, and you won't be allowed
back on the track.

» You can't drivein thewrong direction. If youdo, you'll get disqualified. Drivinginthe
wrong direction can be done either forwards or backwards, so be careful.

* Youcan't passtheofficial at the end of pit road if he's showing the stop sign. If you pass
the official when he's showing the stop sign, you' Il have to go to the end of the longest
line. Thisruleis only applicable to races with yellow flags.

MULTIPLE PENALTIES: For the sake of convenience, if you have multiple penalties,

you only need to comeinto the pitsonce. For each penalty beyond thefirst one, an additional

time penalty is tacked onto the time normally associated with the infraction. Thisisdone
to simulate the additional time it would have taken you to serve the penalties on separate
trips to the pits.

POST-RACE PENALTIES: If you have unserved penalties when the checkersfall, you'll
receive a post race penalty of 1 lap per outstanding infraction.

SERVING PENALTIES If you'reblack-flagged, you must report to the pits, whereyou'll
be held in your pit stall by the NASCAR official for however long it takes to clear your
name. However, you can only clear a black flag (for non-damage related issues) under
green flag conditions, and even then you can’t clear ablack flag on arestart. If you happen
to be on pit road when the yellow comes out, you may proceed to your stall and legally
serve the penalty and clear the black flag. You'll have four green flag laps to comein and
clear the black flag. If you don’t, you'll be disqualified.

A few fina items of note:

* |n Qualifying, you may be disqualified (your qual time is tossed and you're given a
provisional) if you cut the Innerloop at Watkins Glen.

* When yellow flags are turned on, it is possible for the start or restart to be “waved off”
inthe event of acatastrophe. If thishappens, the start/restart will be delayed by onelap.

* In Arcade Mode, the rules are relaxed. Speeding on pit road, passing under yellow,
passing the pace car, reckless driving, and cutting the Innerloop at Watkins Glen are the
only rulesArcade Mode enforces.
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In Car Controls

Now that you’ ve driven the car and you know how to create and customize race events,
let'sgo over al of theitemsyou have accessto whenever you'reinthedriver's seat. These
in-car controls include the instrumentation of your stock car, aswell asthe keyboard keys
that allow you to communicate with your pit crew.

The*S’ key onyour keyboard toggles on/off the speed/gear/flag display shown just beside
the driver’'s side window. The Function keys on your keyboard (F1-F9) toggle on/off the
various pit radio displays, superimposed over the lower-right corner of the cockpit. The
rearview mirror keeps you abreast of what (or who) is behind you.

* Steering Wheel Animation Off

The Dashboard

» Tachometer: Measures engine RPM. It's the biggest dia on the dash, because rea
stock cars don’t have speedometers and the driver relies on the tachometer to calculate
speeds. You'll want to shift gears between 8,500 and 9,000 RPM everywhere except at
the restrictor plate tracks, where you'll want to shift at about 6,500 or so.

» Secondary dials: Theseinstruments provideinformation about your car’ s current health.
Fuel Pressure should hold steady at around 9 PSI, until you start to run low on gas, when
it will start to drop pretty quickly. Water Temp should hover at around 220 degrees.
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If the water temperature is too hot, you' ve probably got too much tape over the grille.
Qil Pressure and Oil Temperature are reflective of your engine's stress. If the pressure
drops or the temperature rises, either you aready have an engine problem, or you're
about to have one. This could be from improper car setup (gears) or as a result of
damage.

» Warning lights: The critical gauges each have a warning light (sometimes called an
“idiot light") adjacent to them. These lights will illuminate when something’s wrong.

THE MIRROR: Pressthe“M” key on your keyboard to toggle through the various levels
of mirror detail. If the action seemstoo “choppy” you might be able to make thingsrun a
little smoother by reducing the mirror detail. In addition, you can press the “N” key on
your keyboard to remove the cockpit reflections, such as the back of your roll cage.

DRIVING VIEWS: You can change driving views by pressing the Page Up/Page Down
keys on your keyboard. There are four viewsto drive from. Try them all and pick the one
that best keeps you on the track. In Multiplayer racesin which the race host has checked
the “Force Cockpit View” option, you'll be forced to race from the cockpit, and the Page
Up/Page Down keys will be disabled.

Function Key Displays

The various function key displays are available only while you're driving the car. They
serve as the means by which you'll request pit service, view standings, and see how many

Lower Right Corner
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laps are left in the race, so take the time to learn how they work. To call up one of these
displays, pressthe appropriate function key on thekeyboard (F1-F9). To switch to adifferent
display, pressthat display’s function key, and it will replace the current display, if any. To
turn the function key display window off, pressthe function key associated with the current
display. So, if you have the F3 display turned on, pressing F3 again will turn the function
key window off.

Here's a rundown on each of the function key displays:

F1: Session Info - Here, you'll find information on your lap speeds or times, as well as
your position in the current session, the current lap, the remaining number or laps (or time)
in the session, and the interval in seconds to the cars immediately in front of and behind
you in the standings. Not al of thisinformation is available during all sessions. The F1
display will update each time you cross the start/finish line.

F2: Sandings- Eachtimeyouinvoke the standingsdisplay, your car’s position will appear
inthe center of thewindow. To scroll through the completelist of drivers, use the up/down
cursor arrow keyson your keyboard. You can always reset the standings display by simply
toggling the window off and then on again with the F2 key. The F2 display has two
modes, and you can use the Spacebar to toggle between them. The first modeis displayed
by default, and it shows the session standings based on your most recent lap crossing. The
second mode is a real-time display that shows you which cars are immediately ahead of
you and behind you on the track — regardless of their position in the standings. In this
mode, cars listed in white are on the same lap as you, those listed in red are one or more
laps ahead of you, and those in green are one or more laps behind you. If acar iscoming
up from behind to lap you, its F2 display line will start to flash, letting you know that the
leaders are closing in on you!

F3: Fuel - Thiswindow givesyou your car’sfuel status, including the estimated* amount
of fuel remaining and the approximate number of laps you can complete with your current
fuel supply. At the bottom of the window, you can tell your Crew Chief how many cans of
fuel to put into the car during your next pit stop. Each can holds up to 11 gallons of fuel.
The choices you have here are 2 cans (22 U.S. gallons, acomplete fill-up), 1° cans, 1 can,
° can, a“splash”, or none. A splash of fuel will give you approximately an eighth of atank
of gas, good for the closing laps of aracewhen you can't afford alengthy pit stop. Regardless
of this setting, the crew will stop fueling the car once the tank has been filled up to its 22-
galon limit.

Use the left/right cursor arrow keys on your keyboard to request the desired amount of
fuel. Sincethe default is usualy 2 cans, your tank will always be topped off by the crew
unless otherwise specified. The default valueis set by the crew chief, and is based on the
estimates you see in the F3 box.
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* The fuel calculations performed by your crew are ESTIMATES ONLY. That isto say,

they may betoo high, or they may betoo low. Sincereal-life crew chiefstend to err onthe
side of caution, your crew chief will do the same. That means that for the most part, his
calculations will be either right on the money or even alittle bit on the conservative side,
but there is that small chance that he'll underestimate the amount of fuel you'll need to
finish the race. So, if you don't feel confident with the estimates, pit earlier and/or take
more fuel than the your crew chief’s recommended value.

F4: Tire Temps - Perhaps the most important data available, the F4 display shows your
current tire temperatures. The display gives you the Inner (1), Middle (M) and Outer (O)
temperatures of each tireasyou drive. Every NASCAR driver will tell you that the fastest
car on the track is not necessarily the one with the most horsepower, but the car with the
most grip. That's where the tire temperatures display becomes vital. As you drive your
car, each tire undergoes a certain amount of stress. The greater atireis stressed, the higher
thetemperaturerisesinthat tire. Ingeneral, you'll want to aimfor similar tempsacrossthe
tire so that you'll get maximum grip. Adjust tire pressures and/or suspension components
like camber and caster in order to achieve balanced temperaturesin your setup.

F5: TireChange- Hereyou can specify which tiresyou'’ d like changed during the ensuing
pit stop, and you can view the current remaining life of each tire; you can also dictate any
adjustments to the pressures of each tire with thiswindow. Beneath each tire’sdisplay isa
status bar that showsyou itscurrent wear level. Each tire’'s status bar will gradually become
shorter withwear. Freshtireshaveafull green statusbar. Asatirewears, thebar will grow
shorter and turn yellow. Theyellow bar will then shorten and will eventually be replaced
by ared square. When atire reaches red status, it can blow at ANY TIME, so unless the
raceison theline, you should make every effort to pit for fresh rubber any time you seea
red tire status bar.

Use the Spacebar on your keyboard to toggle which tiresyou' d like changed. Your choices
areto have al 4 tires changed, right-sides only, left-sides only, or no tires changed. Each
tire shown in the Tire Change window has a box next to it. A check mark fills the box of
each tire that will be changed. Empty boxes indicate the crew will not change those tires
during the upcoming pit stop.

To have your crew perform tire pressure adjustments, use the up/down cursor arrow keys
onyour keyboard to select aspecifictire. Thecurrent tirewill appear highlighted in yellow.
Use the left/right cursor arrow keys to raise/lower the cold pressure of each tire. The hot
pressure (the operating pressure, indicated by “H”) of each tireisindicated just below the
cold pressure value. Once you've specified the new pressure value, your crew will make
the necessary pressure adjustments during your next pit stop.
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Pressure adjustments are often the first thing tried by a race team to correct handling
problems, because it is the least drastic remedy. Reducing the pressurein atire may help
it grip better during corners, but may also create more “rolling drag,” thus robbing the car
of some straightaway speed.

F6: Wedge — Wedge, or cross weight, isacommon adjustment teams make during the race
to change the car’s handling. Adding wedge will increase the amount of chassis weight
applied to theright front and left rear corners of the car; conversely, negative values shift
weight toward the |eft front and right rear of the car. Adding wedge may help cure aloose
condition, but it will also increase the load on the right front wheel, which is usualy the
most heavily-stressed tire to begin with. Removing wedge will have the opposite effect
and will tend to loosen up the car.

Use the left/right cursor arrow keys to make wedge adjustmentsin five pound increments.
The changes you specify will be implemented during your next pit stop.

F7: Track Bar — You can also change the car’s handling by adjusting thetrack bar. Although
you can adjust both sides of the bar in the Garage, you can adjust only the right side when
you'rein the pits. Raising the right side of the track bar will loosen the rear suspension;
lowering the right side of the track bar will tighten the rear end up.

Use the left/right cursor arrow keys to specify the amount of track bar adjustment you'd
like during your next pit stop.

F8: Grille Tape — It's common for teams to use heavy-duty tape to cover a portion of the
front grille. The percentage display represents how much of the front grille is covered;
thus, a 20% tape setting means that 80% of the grilleis still open. The more tape you add
tothegrille, the more you causetheair to be funneled around the nose of the car rather than
into its radiator. More tape means less drag and more front downforce, which means a
faster car, but it also meansless cool air is getting to theradiator. So, try to get away with
as much tape as you can without overheating. Watch that water temp gauge, and if it starts
to shoot through the roof, you'll know you’ ve got too much tape on there.

Keep in mind that during Qualifying, you'll only need to run a couple of fast laps. That's
why most teams choose to qualify with afully-taped (100%) grille.

Use the left/right cursor arrow keys to instruct the crew to add or remove tape during the
next pit stop.

F9: Pit Summary —Thisdisplay isasummary of al of the changesthat will be madeto the
car during your next pit stop. If you specified changes to the tire pressures, for example,
you'll see those changes listed here. You'll also see how many tires will be changed and
how much fuel will be added.
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The F9 display is aso the place where you tell your crew to make repairs to your car. |If
your car has been damaged, the Repair line at the bottom of the window will be set toYES,
meaning that when you come in for service, your crew will try to repair your car. If you'd
rather not have the pit crew fix your damage, press the Spacebar to toggle the Repair
display to NO. Onceyou'rein your pit stall and getting repaired, your crew will work as
long as they have to (sometimes a minute or more) in order to repair the car as best they
can. If youwant the crew to stop repairing the car —in order to avoid going alap down, for
example— pressthe Spacebar and change the Repair statusto No. After acouple of seconds,
they’ll stop their work and let you leave the stall.

THE ESCINTERFACE: Whenyou want
to stop driving, or return to the pits, or
simply take a breath and watch a replay,
just pressthe ESCapekey. Thegamewill
pause (except in Multiplayer mode), and
you'll be presented with alist of options
which will vary based on the game mode
and the current session. Usethe up/down
cursor arrow keys to select the item you
want, then press the Enter key.
Sometimes, you won't be able to access
the ESC interface unless your car is 3 U
stopped. If thisisthe case, you'll see awarning message appear on the screen. Just pull
into the pits, or pull over to the side of the road, come to a stop, and try again.

Most of the optionsin the ESC interface are self-explanatory, but here are explanationsfor
some of the items which may not be as obvious:

Get Out of Car — Takes you back to the Race Weekend screen.

Retire— Takesyou out of the race and back to the Race Weekend screen. You will NOT be
ableto re-join the race.

Call Tow Truck - Takesyou to your pit stall. Before your pit crew can begin working on
your car, asimulated towing countdown takes place.

THE PAUSE KEY: Pressthe Pause key on your keyboard to freeze the action and answer
the phone, heed nature’s call, or confront whatever other distraction that little thing called
“life” may throw your way. When you're ready to resume the action, press the Pause key
again, and you' Il be back in the saddle. The Pause key does not work during Multiplayer
races.
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Instant Replays

Relive al of your moments of glory with NASCAR® Racing 2002 Season’s elaborate
instant replay system. Replays are viewable using avariety of cameraangles, and in most
cases, you'll be able to watch the action from any car on the track. Last but not least,
NASCAR® Racing 2002 Season includes a brand-new replay editing feature that will
allow you to add your own sounds, artwork, and effectsto your replay files! Beforeweget
into editing, though, let’s cover some of the basics.

First, you can view areplay from several placesinthegame. If you' reat the Race Weekend
screen or inthe car, you' [l havelimited replay functionality —you can watch and manipul ate
replay footage from the current race, and you' |l be able to save footage, but you can’t use
any of thenew replay editing functions. Inorder to have accessto thefull arsenal of replay
system features, you'll need to go to the Main Menu and select the Replay Theater option.

To watch areplay when you're driving, press the ESC key. Aslong asyou're not in a
Multiplayer race, the racing action will pause. Choose View Replay to begin watching
instant replay highlights. When you want to resume racing, press the ESC key twice, then
press the Pause key on your keyboard. The action will pick up right where you left off.
Now, you can still view a replay during a Multiplayer race, but keep in mind that while
you're sitting around watching replay footage, the racing world is moving along without
youl!

Replay Controls

Once you' ve chosen to view areplay, you'll see the replay viewing window. |f you know
how towork aVCR you'll find thereplay controlsto berelatively simple. Usethe controls
found at the bottom of the screen to rewind the footage to the beginning, start and pausethe
replay, and fast-forward to the end. Use the Cut button to create small highlight reels of
your exploits. Click onthetimeline or drag its slider bar to queue the footage to a specific
point.
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Rewind to Beginning: One click doesiit!

Rewind: Click onceto rewind at normal (1x) speed. Each subsequent click causes
the footage to rewind faster and faster.

Sep Backward: Each click of this button steps backward, one frame at a time.
Click and hold the mouse button to produce a low-speed rewind.

Play/Pause: Click onceto unpause action that’s frozen (roll tape). Click againto
freeze the footage. Note that you are NOT pausing the game world, you're only

pausing the replay.

Sep Forward: Each click of this button advances the footage forward, one frame
at atime. Click and hold the mouse button down to roll the footage at alow speed.

So-Mo Control: Click this button to view the action in slow motion; each
subsequent click of this button slows the footage down another notch.

Fast Forward: Click onceto fast forward at normal (1x) speed. Each subseguent
mouse click increases the speed of the fast forward action.

Forward to End: Click once to jump to the end of the footage.

Cut: Use this button to make and save shorter highlights. Queue the footage to a
specific point and click thisbutton onceto select astarting point for the highlight;
now go to the point where you'd like the highlight to end and click the button a
second time. The new abbreviated version will be saved to your REPLAY folder.

Save: Click thisbutton to save the current replay initsentirety in your REPLAY
folder.

Toggle Replay Window Sze:  When viewing replays from the Race Weekend
Menu, each click of this button toggles between Full Screen and Inset Window
views. When viewing replays from the cockpit of your car, clicking this button
exitsthe replay viewer and returns you to the driver’s seat.

Toggle Replay Standings Display: Pressing the “S” key on the keyboard brings up a
standings box during replays. These standings run concurrently with the footagethat you're
watching. The Replay Standings Box will have up to three different modes of display,
depending upon which race session you are in. Use the left/right cursor arrow keys to
toggle among these display modes.
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CHANGING CAMERASAND DRIVERVIEWS:
NASCAR® Racing 2002 Season gives you quite a
few different camera angles from which you can
view the action, and in most cases you can watch
that action from any other car on the track, too. In
Multiplayer races, you may not have access to all
the drivers at any given time.

« In the full screen view, change replay camera
angles by clicking on the controls next to the
Camera heading in the upper left corner of the
screen. Toview thereplay from another driver’s
vantage point, use the controls next to the Driver
button, located just above the Camera controls.

* From the Race Weekend view, select the camera
and driver with the controls located below the 3D window and above the session
navigation area.

REPLAY THEATER: NASCAR® Racing 2002 Season makesit easy for you to amass an
incredible collection of replays. From the Main Menu, choose Replay Theater. You'll be
taken to a screen that lists al of the replay clips that are stored in your REPLAY folder,
organized by track. From here, you can quickly jump to any replay, recorded at any track.
Click on the column headings to sort the list to your liking. Want to sort the list by track?
Click on the Track column
heading, and you've got it.
You can also use the drop-
down controlsat thetop of the
screen to filter the list to
include replays from one
particular player and/or one
particular track. Use the
Delete button at the bottom of
the screen to trash those old
clips you no longer want.

You'll notice that there’s
another little button down at
the bottom of this screen—the
Edit button. Thisisthegateway to NASCAR® Racing 2002 Season’s powerful new replay
editor. If you want to see what this thing is capable of, just look at any of the driving
lessons or track tours that come with the game, because they were all made with the replay
editor. To check it out, select a replay file you want to edit, click the Edit button, and
you're on your way to film school!

27



Timy

The Replay Editor

EDITING REPLAYS: NASCAR® Racing 2002 Season’s Replay Editor places an array
of moviemaking featuresat your fingertips. Takethereplay file of that hot |eague race you
ran the other night and put together a highlight reel, complete with sound bites, custom
graphics, and screen fades. Better yet, do you still havethat replay where your friend spun
out a hundred yards from the finish line and lost the race? How cool would it be to insert
alittle sound bite of yourself laughing hysterically at his misfortune? How about putting a
giant dunce cap on theroof of hiscar? Let'sfaceit —humiliating your buddies can be one
of life's simple pleasures, especially when it's done in a creative way. With the replay
editor at your disposal, you'll be poised to do that and awhole lot more.
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Let's break down the replay editing screen one section at atime.
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VCR Buttons — Located benezath the 3D display window. From left to right, these buttons
perform the following functions:

» Rewind to the beginning of the replay

* Rewind. Clicking more than once will increase the rewind speed.

* Rewind one frame

* Play/Pause

» Advance one frame

» Advance. Clicking more than once will increase the advance speed.
» Advanceto the end of the replay.

FIF & (1 53] J Tyme

Car/Camera Selectors— L ocated beneath the VCR control s, these combination drop-down/
arrow selectors serve the same purpose they do on the main replay screen — to let you
change thefocus cameraor thefocus car. Inand of themselves, they will NOT change the
content of the replay file. If you want to put a deliberate camera or car switch into the
replay, you'll need to usethe Cameraand Car buttons (see Replay Feature Controlsbelow).
The C/shift Cand V/Shift V commands can be used to navigate to the previous/next camera
and car, just like on the standard replay screen.

Replay Editing Buttons— L ocated to theright of the VCR controls, these buttonswill alow
you to perform cuts, copies, and splices of replay footage. From left to right, the buttons
areasfollows:

* PLACE MARKER: Places a marker at the current frame of the replay. Pressing the
button again cancels the placement of the first marker.

* CUTFOOTAGE: Deletesfootage from the marker to the current frame. A marker must
be in place in order for thisto work. A pop-up box will tell you how many frames of
footage you have cut.

* COPY FOOTAGE: Copies footage from the marker to the current frame up to the
clipboard. A marker must be in place in order for thisto work. A pop-up box will tell
you how many frames of footage you have copied to the clipboard.

* PASTE FOOTAGE: Pastes footage copied to the clipboard into the replay. Note that
this is realy an “insert paste” function; the clipboard contents are inserted and any
existing footage is pushed forward in time to resume at the end of the newly-pasted
section.
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* SAVEAS: Savesyour changes. When you're doing alot of work on areplay, you may
want to save it under anew name after each step. For example, one step might involve
doing all the audio work. By using incremental saves, you'll be in a position where if
you make a mistake, you won't have to start from the beginning again.

Replay Feature Controls - Located in the bottom right area of the screen, these controls
serve asthe heart of the editing system. |n most cases, pressing one of these controls will
trigger apop-up box that will prompt you to make additional choicesrelated to that function,
such as how long you want that piece of artwork to stay on the screen, how quickly you
want that fade-out to happen, and so forth.

e STAMP: Thisisthebuttonto pressif you want to insert acustom imageinto thereplay.
In order for a piece of artwork to be usable by the game it must be in .BMP or .TGA
format (seethe README filefor details) and it must residein the IMPORTS subfolder
of the main program. You'll also be asked to set the screen position (in pixels) where
theimagewill appear; 0,0 isthe upper left corner of the screen, and 800,600 isthe lower
right. The top left point of the image will appear at the coordinates you specify, so you
may need to do some quick math to find the best spot— especially if you don't know
your image's size beforehand. Finaly, you'll be asked to specify the fade (the time it
takes the image to fade on- and off-screen) and the duration (the total time you want the
image to appear on-screen) timesin seconds.

e SOUND: This button allows you to insert your own audio into thereplay. In order for
a sound clip to be usable by the game, it must be in .WAV or .OGG format (see the
README file for details) and it must reside in the IMPORTS subfolder of the main
program.

e TEXT: Thisbutton allowsyoutoinsert atext bubbleinto your replay. Just likewiththe
Stamp tool, you'll need to set the screen coordinates and the fade and duration times
here as well. You'll also have the option to specify the maximum pixel width of the
bubble; the smaller the number, the narrower the bubble. Finally, at the bottom of the
pop-up box is the areain which you type the text that will appear.

» FADE: Thispowerful featureletsyou insert fade effects. Fades are particularly useful
for covering up portions of areplay that have been heavily edited. You'll need to decide
whether you'd like to perform a fade-in or a fade-out, and you'll need to specify the
fade's lifespan, or the time in seconds it will take the fade to complete. NOTE: When
using fades to cover copy and paste points, make sure to have the replay completely
faded out when you get to them. Otherwise, you could get a momentary screen flash
when the replay reaches one of those points.
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CAMERA: Switches the replay to the specified camera. If you havethe TV1 camera
active, pressing this button will cause the replay to switch to the TV1 view when it

reaches that point in time.

CAR: Switchesthereplay to the specified car. Each time the replay reaches that point

in time, the camera will switch to appropriate car.

PLAYBACK: Letsyou change the speed of the footage. A playback rate of 1 isnormal

speed. Going to ahigher number will speed up thereplay. By checking the 1/x box, you
can use slow-motion. For example, if you have a playback rate of 2 selected, and you
havethe 1/x box selected, the result will be aplayback rate of °, or half speed. Selecting
aplayback rate of 0 will pause thereplay. You specify the duration of the pause in the
lifespan area.

VOLUME: Thiscontrol lets you fade the volume of the game sounds in the replay. If

you want to include voice-oversfrom acameraview whichisinherently loud (the cockpit,

for example), and you don't want them to be drowned out, you'll get to know this
command well. Usetheslider control to specify the volumelevel you want, and usethe
lifespan field to specify how long it will take to reach that level. We have found that a
level of 25%, or one quarter of normal (100%) volume, works well when using voice-
overson top of “loud” cameras. Finaly, keep in mind that the volume level will stay at
the new percentage unless you create another volume event later on in the replay in
which you boost it back up.

CHAPTER: This alows you to place chapter bresks in areplay. Currently, chapter
navigation is supported only in the Driving Lesson Viewer. Make sure that you place
the chapter break in advance of any events you want triggered in that chapter. For
example, let’s say you place a 10-second audio file in one frame, and achapter break in
the next one. If you then go to the lesson viewer and click the chapter controlsto start
playback at the new chapter break, the sound file will not trigger. Why? Because when
you used the chapter skip command, you also skipped over the trigger point for that
sound.

TOGGLE: Lets you turn on or off various effects like the ideal racing line, the racing
groove, and car telemetry.

SUMMARY: Thisfeatureislimited to the Driving Lessons area of the game. The text
you include in the provided box will appear on the right side of the screen when you
select that replay file.

You'll notice that most of these buttons have blue arrow controls located to their left side.

Pressing a given function’s left arrow will take you to the previous spot in the replay in
which you used that function, while pressing the right arrow will take you to the next spot
in which you used that function. For example, if you are at the very beginning of the
replay and you press the right arrow control next to the Sound button, the replay will
advanceto thefirst sound filetrigger point. |f you're at the end of the replay and pressthe
left arrow next to the Camera button, the replay will rewind to the last camera change

trigger point.

&
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Making Changes— OK, so you' ve put
abunch of cool stuff into your replay,
but now you want to change 1.650 Dinui Butrafch boatp
something or get rid of it entirely. 0,00 <LoskosEl The B3 makas h>
How do you do it? WeII, you do it 0.50 ©Cansara: Spactators

from the command list, which is 0,50 <Driver: (# §3) J Tymas
located in the upper | eft portion of the 0.00 <Playback Rale: 3

screen. It shows which replay editor
commands are active at the current
point of thereplay. Onceacommand
hasbeen completed, it will disappear
from the list. This means that
commands that take just a single
frame to complete (like camera
switches) will be on the list for a
fraction of asecond, while something
like a 10-second camera fade will be
visible for, well, 10 seconds.

Active perotion

To make changesto a particular command, or to removeit entirely, you'll need to navigate
through the replay and get to apoint at which that command is active, and therefore appears
onthelist. Thisisn't asdaunting atask asit may seem. By using the arrow controls next
totheindividual replay feature buttons, you'll be ableto track down any command quickly
and easily.

Once the command appears on the list, click on its information line to select it, and then
click the appropriate button at the bottom of thelist: Edit or Delete. Some commands, like
camera switches, cannot be edited; they can only be deleted.

Art ResourcesList—So you don’t have any custom artwork ready to insert into your replays?
Never fear. NASCAR® Racing 2002 Season includes several pieces of ready-made artwork
that you may find useful. Theart resourceslistison theleft side of the screen, beneath the
command list. To use one of these items, select it and then click the Insert button at the
bottom of thelist.
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Going For It All

Getting pretty comfy with all of the tracks? Want to see if you can bag consistent finishes
throughout an entire season? Click on Championship on the Main Menu to see if you've
got the magic to finish an entire NASCAR season on top.

The NASCAR Cup Series Championship is decided using apoints system. You earn points
according to how well you finish in each race. To capture the NASCAR Cup Series
Championship, you'll have to produce a season filled with consistent top ten finishes. Win
ten or twelve races but crash out and finish last in ten or twelve, and you'll find yourself
out of the running. Consistency isthekey - you don’t have to alwayswin, just put together
alot of good finishes.

Start by setting all of the parameters that will control your season. Race length, opponent
strength, realism options and rules can all be set up the way you want, but once your
season is underway, these settings cannot be changed. Start a season running 25% race
distances, andthey’ll al bethat length. Eventsareraced inthe order they appear in whatever
schedule file you use. For example, if you select the 2002 season schedule, you'll start in
Daytona and end at Homestead, just like the big boys do.

The Standings and Results buttons on this screen allow you to view individual race results
aswell as season totals. Naturally, if you haven't completed a given race, there won't be
any results for that event, so the Results button will gray out.

Win the race, and you'll receive at least 180 points (175 points for finishing first, and a5
point bonus for leading at least one lap). For a complete breakdown on how the points
system works, see Appendix A.

Player Info

So, you're tired of being known as
“ThePlayer”, huh? Well, wecan't say
we blameyou. It'stimeto personalize
your NASCAR alter ego, and the
placetodoitisthe Player Info screen.
To get there, go back totheMain Menu
and click on the Player Info button at
the top of the right column. From
there, you'll be able to change your
driver’'s name, select which car(s)
you'll drive, check out your track
records, and edit your Multiplayer
“Autochat” messages.
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Notice how there are separate car selectionsfor Single Player (i.etheTesting, Single Race,
and Championship game modes) and Multiplayer. Thisisbecausewhileall of theofficially-
licensed cars in the game may be used in the Single Player modes, not al of them can be
used in Multiplayer. So, be sure to take the time to make selections for both categories.

The Autochat messages are for use in online races. To display the Autochat messages in
races, just press the corresponding numeric key on your keyboard and hit the Enter key. If
you're not happy with the default set of messages, just click on a message and type in
whatever you want. Here'satrick: If you placeadollar sign“$’ at the end of an Autochat
message, you don’'t even have to press Enter to send it. Just press the number key and it's
gone.

Opponent Manager

Use the Opponent Manager Menu to build and maintain lists of drivers (called rosters)
your races. The Opponent Manager screen also serves as the gateway to the NASCAR®
Racing 2002 Season Paint Shop.

The game shipswith aroster called “ Cup2002”, and it consists of all thelicensed driversin
the game, plus severd fictional cars that are used to fill out the 43-car starting field. To
make a new roster, just click the New button underneath the Roster heading at the top | eft
of the screen, and go ahead and select the drivers you want added to it by clicking in the
checkbox next to their names. You can build as many rosters as you want.

You can aso create new drivers from the Opponent Manager screen. Thistime, click the
New button beneath the Driver heading on the right side of the screen, and you' re on your
way.

Finally, by clicking the Ratings button underneath the Driver heading, you'll be able to
edit the driver ratings of any car that exists on your system. These ratings affect the
performance of each car and can be adjusted to reflect the most current statistics, but keep
in mind that these ratings only come into play when the car is being driven by a computer
opponent. So, if you think you can gain an edge on the competition by coming to this
screen, cranking the driver ratings of Fred Jones to the moon, and then going back to
Player Info and picking his car as the one you want to drive, you' re out of luck!
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The Paint Shop

Want to keep your collection of cars up to date with the latest and/or commemorative paint
schemes of the series? NASCAR® Racing 2002 Season gives you the brush and design
tools to paint or repaint any race car in the game, whenever you wish!

To enter the NASCAR® Racing 2002 Season Paint Shop, click on the Opponent Manager
button at the Main Menu. Want to paint Tony’s car blue? Go ahead, he won’'t mind. Give
Mark a purple and orange car? Why not! To begin painting a car, just select it from the
driver’slist on the left, and then click on the Enter Paint Shop button.

Many of the controls found in the Paint Shop will seem familiar to those of you who have
previously used any other artistic software packages. The Detail Shop alows you to paint
the car itself, while the Team Shop offers you the ability to customize the look of your
crew’s uniformsand accessories. To move back and forth between the Detail Shop and the
Team Shop, simply click on the tab controls.

BASIC PAINTING: The basic process of painting acar or object consists of clicking on a
tool and applying it to whatever you want to paint. For example, click on the Freehand
Brush tool to select it, then choose a primary color with the left mouse button. Choose a
secondary color with the right mouse button. Next, click and hold the left mouse button as
you drag it across the car or crew object to apply the primary color. Click and hold the
right mouse button as you drag it to apply the secondary color.

USING TOOLS: By checking the box labeled “ Show Tools Options” you can seeall of the
pop-up windows each time you select atool. Change the valuesin these windows to affect
thetool you want to use. Like so many other buttons and elements of NASCAR® Racing
2002 Season, each toal in the painting toolbox has pop-up help - just right-click on any
button, or hover the cursor over the tool for afew seconds, and the help text will appear.

STARTING WITH A CLEAN SLATE: There are two ways to start painting with a nice
clean car: create anew driver from scratch, or choose the car you wish to paint and select
the Eraser tool. Click the left mouse button on the car or object to clear the textures and
start with asolid primary color. Use the right mouse button in conjunction with the Eraser
tool to clear the car and fill it with the secondary color.

PREVIEWING THE RESULTS: Click on the 3D Preview button to open awindow that
lets you see what you’ ve accomplished. Click theAuto Rotate checkbox to let the car spin
360° repeatedly. Or, uncheck the Auto Rotate box to stop the rotation and reveal a hand
tool that you can use to turn the car in any direction you wish. Simply click and hold the
left mouse button while you rotate the car with the hand tool. Click and hold the right
mouse button to zoomin and out. Click theAuto Rotate checkbox once again to let the car

spin on its own, using the new viewing angle you selected.
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COLOR AND TOOL TIPS: When mixing colors, you can left-click your mouse on the
primary or secondary color swatch boxesto reveal additional color controlsthat allow you
to create the exact color you're looking for. You'll natice that many of the tool buttons
within the Paint Shop can be expanded to reveal multiple functions. Thesetools are denoted
by asmall triangle in the lower right corner of the tool button.

IMPORTING AND EXPORTINGARTWORK: The Paint Shop also givesyou the ability
to Import and Export artwork to and from your car. Got a nice logo graphic you want to
bring in? No problem, save it as a Targa file (TGA extension) and import it using the
Import button at the bottom of the Paint Shop screen. Likewise, use the Export button to
send the entire car or team shop window to a Targa file. Open the Targa file in your
favorite third-party painting application and touch it up the way you want. When you're
finished, save your work and bring it back in using the Import feature.
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Multiplayer-The Ultimate
Proving Ground

Sure, beating the computer-controlled driversin NASCAR® Racing 2002 Season can bea
lot of fun and aheck of achallenge, but there's nothing quite like competing against up to
42 living, breathing, carbon-based opponents. If you want to see how you stack up against
other drivers from around the world, you’ ve come to the right place. A licensed copy of
NASCAR® Racing 2002 Season and aLAN or Internet connection are all you'll need.
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CONFIGURING YOUR CONNECTION: Click theMultiplayer button ontheMain Menu.
If you'reracing on the Internet, you' |l need to connect to it BEFORE you launch the game
-ALT-TABbing out of the game, connecting to the Internet, and ALT-TABbing back won't
work. Onceyou'’ ve connected to the Internet, you need to make sure the gameis detecting
your Internet connection properly. Click on the Join control at the top of the screen and
look in the Select Connection Method area on the left side of the screen. If your Internet
(TCP/IP) connection islisted, you're good to go. If itisNOT listed, you'll need to press
the Configure button at the bottom of the screen, check the “Find Network Addresses a
Different Way” box, and restart the game. When you return to this screen, your connection
should be listed.

&
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Whilewe' re discussing the Configure box, keep in mind that the Detect Modems optionis
for direct, modem-to-modem competition only, and the Detect Serial Ports option is for
direct, null-modem cable races only.

Local Area Network Users—Notethat if you'reracing on aLAN, you will likely see your
connection device (i.e. your network card) listed twice in the Select Connection Method
list on the Join tab, and also in the Connection MethodsAllowed areaon theHost tab. This
is because your network card supports both of the network protocols supported by the
game: IPX and TCP/IP. If you are presented with this choice, pick IPX, becauseit hasless
restrictive bandwidth concerns and you'll be able to see many more opponent cars than
you can with TCP/IP.

JOINING AND HOSTING: Most drivers will Join races. That is, they’ll participate in
racesthat are created by someone else. Tojoin arace, click onthe Jointab at thetop of the
screen. If you have a LAN connection available, and there are races being held on the
LAN, you'll see them listed in the Local Area Network Races area at the bottom of the
screen. To enter one of thoseraces, just click on the one you want, then hit the Start button.
Some races may be protected by a password (which you'll need to know if you want to get
on the track with those folks). In addition, you won't be able to join any race that has
advanced to the Qualifying session.

Your aternative isto typein the IP address or the phone number (if you' re connecting via
direct modem only) of the host's machine. Do thisin the area directly beneath the Select
Connection Method drop-down control. By the way, if you race against the same folks
regularly, you'll find the Address Book will come in handy and will save you from having
to manually input address information every time you connect to a particular machine.

If you' re the generous type and you have a good connection, you might want to Host some
races. Using a dedicated server to host (a separate computer that is set aside to do nothing
more than host the race - without anyone actually driving a stock car, playing a hand of
solitaire or crunching spreadsheet numbers on it) is the best bet if you want solid, steady
results. To host arace, check the Host box and set limits on what types of connectionsyou'll
allow. Astherace host, you can usethe Max Latency selectorsto keep out racerswho have
poor Internet connections. This keeps what you see on the screen (positions of cars) nice
and stable.

In addition to picking the track, rules, and race weekend parameters, you can also decide
how many driversyou’ll allow to connect to your race. Each person that connectsto the
server takes up about 22K of bandwidth. That means that on a 56K modem, you can
reliably host 2 or 3 people. Once you go past 3, thingswill start to degrade. DSL or cable
modem users can reliably host from 10-15 or even more, depending on the amount of
bandwidth available, but keep in mind that it's the upstream data rate that counts, not the
typically MUCH faster downstream datarate. If you're not sure what your upstream data
rateis, call your cable or DSL provider. Once you have that number (in kilobytes), divide

L
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it by 22 and you'll have the maximum number of clients your machine will be able to
reliably host. Now if you're one of the lucky folkswho happensto have accessto an ultra-
fat pipelikeaT1 line, you'll be able to host afull field of cars without breaking a sweat.

CHATTING: Online, you' Il want to sometimes*“ chat” with other drivers. Noticethereare
several Chat buttons sprinkled throughout NASCAR® Racing 2002 Season, most notably
at the bottom of the Race\Weekend Menu. When you' reracing online, you can click aChat
button and open up a pad for typing messages to your competitors. While driving the car,
press any numeric key across the top of your keyboard (1-0) to display the appropriate
Autochat message stored on your system. It's a good idea to reserve Autochat messages
for necessary comments such as passing instructions, alerts to other drivers that you're
going to pit, etc.

You can also type messages from scratch (not agood idea at 180 mph) by pressing the“T”
key on your keyboard, typing the message and hitting the Enter key.

RACING ON SIERRA.COM: Racing on Sierra.comisthe best way of gauging your level
of skill. On Sierra.com you'll find racers of every ability level, and chances are good that
you'll be ableto hop into arace at any hour of the day or night. Sierra.com hasarankings
systemthat isused to group driversby ability level. The detailsof the system are explained
inAppendix B.

To connect to Sierra.com, click on the “Race on Sierra.com” icon at the top right area of
the Multiplayer screen. Theracing is free, but you'll need to sign up for a membership
before you can get out onto the track. Don't have an account? Don’t worry, NASCAR®
Racing 2002 Season will allow you to create an account from within the game. After you
click the Race on Sierra.com button, click the “Create Account” tab and follow the on-
screeningtructions. If you already have a Sierra.com account, click onthe“Login” tab and
follow the instructions there.

ONLINE RACING ETIQUETTE: Online racing spawnsmany friendships, and many times
theactual racing itself eventually takesaback seat to the camaraderiefelt by its participants.
If you want to get the most out of racing online, here’s a great piece of advice for you:
Don't beajerk. No onewill respect you for being aloudmouth, regardless of how fast you
are. Causeanintentional wreck, or swear and display poor character traits, and you' ll soon
discover it hard to find racesto enter, because you’ || be banned from alot of servers. Sure,
you're allowed to make mistakes, you're allowed to be slow, and you're alowed to be
human, but you need to remain civil at all times.

You'll find pretty quickly that if you can keep your temper in check and befriend those you
race with, it really doesn’t matter whether you're good at this sim racing thing or not.
Peoplewill get to know you as a safe competitor, and when it comesto onlineracing, being
safe is more important than being fast, because it only takes one unsafe driver to cause a

massive wreck that ruins the race for everyone.
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Racing online can not only foster new friendships, but it will make you faster. Just by
joining races and watching replays of the fastest drivers, you'll learn how to get through
that corner alittle bit faster. Who knows, if you'rereally nice and if you ask politely, one
of those hotshots might even give you some setup tips.

So where do you start? Here are a couple of thingsto do:

Join aleague. Visit the newsgroups or do aquick Internet search for NASCAR® Racing
2002 Season. Most leagues have monikers like HAL, HGNS, OSCAR, CARS and FSS-
PRO. Many leagues also have their ownWeb pages. Rodney Arndt, a Papyrus betatester,
runs a league called SASCAR (www.sascar.com) that consists of several divisions,
depending upon your experience. So don’t worry about driving like a rookie, just don't
behave like one.

Join ateam. Many drivers have formed teamsin order to trade secret chassis setups and
driver notes.

Get Information on the Web. Here are some useful web linksthat can help giveyour online
driving career a boost:

Rodney Arndt’s NASCAR® Racing 2002 Season Setup Guide
http://www.sascar.com

Mike Ostrow’s Multiplayer Tips
http://home.mindspring.com/~mostrow/multiplayer.html

Lightspeed M otor sports Online Racing (setups, tips, forums)
http://www.sportplanet.com/team-lightspeed/
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The Garage

The Garage is the place where you can lose yourself for hours on end as you tinker your
way toward the “perfect” car setup. You'll be able to tweak and adjust virtually every
aspect of your car. To get there, go to the Race Weekend screen and click on the Garage
button at the bottom of the screen.

Now, the first time you come to the Garage screen, don't panic! Yes, it can be alittle bit
intimidating, but you'll find that if you take thetimeto look around for acouple of minutes,
you'll see that it’s not such a nasty place after all. Your right mouse button will be your
best friend here; if you don’t know what something means or what will happen if you
adjust it, just right click on it and you'll be enlightened viaagood old pop-up help bubble.

Click on any of the three tab controls (Suspension, Drivetrain/Aero, Weight Bias) to see
the various components that are available for adjustment. You can tune the entire car
without getting any grease under your fingernails, but it's always best to tune only one
thing at atime. That way, if you don’t like the change you made, it's easy for you to come
back here and get rid of it.

L
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SETUPSELECTIONS If you want specific setupsto be used for the Qualifying and Race
sessions, use the appropriate drop-down controls at the upper left of the Garage screen to
select them. If you don't feel comfortable specifying a setup for one or both of those
sessions, simply change the field(s) to read “None”, in which case the Current setup will
be used. The Current setup is the one that is presently on the car.

SETUP/TRACK NOTES: Click on the Setup Notes button to document your changes to
the car. Use the Track Notes pad to save information about the way you drive the track
itself - such as how many laps you can turn before the tires get too worn, how weather
changes affect the handling, or whatever. Note that Setup Notes stay with the current
setup, while Track Notes are applicable to the current track and will not changeif the setup
is changed.

TUNING THE CAR

OK, you'vegot al of these settings that you can tweak, so where do you start? It can seem
overwhelming, but it really doesn’t have to be. Needless to say, if you want to go fast,
you' ve got to make adjustmentsto the car that fit your style. That ultra-fast setup that your
friend has may be perfect for him, but you may not be able to use it at all because of
differencesin your driving styles.

NASCAR® Racing 2002 Season has a driving lesson on car tuning that will giveyou alot
of great tips on how to get the most out of your car setup. |t coversthe specifics of how to
adjust theindividual componentsto achieve maximum effect. Go back to the Main Menu,
select Driving L essons, and be sureto check it out, but beforeyou do, you need to understand
that each of the setup items can have several different effects. Papyrus co-founder and
physicswhiz Dave Kaemmer describesit thisway: “The best analogy |’ ve heard about car
setup is that it's like solving a Rubik’s Cube puzzle. Sometimes it appears to be pretty
close, but you may have to undo a bunch of stuff in order to get closer.”

Here are afew general tuning tips that you'll find helpful:

» Change onething at atime. Yeah, wetold you that already, but hey, it's important!

» Youwant thetiresto be at the correct camber while cornering. The best grip isobtained
withthetireleaning abitinto theturn (i.e. negative camber on the outside wheel, positive
on theinside).

» Thetiresgrip best when they are each shouldering their fair share of the load. When one
tireis carrying morethan its share, it will have abit less grip at the limit than the others.

» Youwant thecar to beneutral in handling - neither pushing nor loose. You canreally tell
by checking the front-to-back tire temps- if they are nearly equal, then the car is good.

» Mechanical changes (springs, shocks, track bar, camber, etc.) affect the car at all speeds.
Aerodynamic changes (spoiler, grille tape) affect the car mostly at higher speeds (140+
mph).

L2
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Going below optimal tire pressure can help put heat into atirethat isn’t reaching agood
temperature. Lower pressures give slightly sloppier, more forgiving handling, which
can help on slower tracks, but thereis no single ‘ perfect’ pressure- it's always a matter
of tradeoffs to arrive at whatever makes the car work.
If you're not comfortable making suspension changes, but you feel you still need to,
stick to the sway bars and stay away from the shocks.
When it comesto springs, softer is better. Softer springswill generally do a better job of
gripping bumpy pavement than stiff springs, and all pavement isbumpy to some degree.
Just make sure you don’'t go too far and make them so soft that the car “ bottoms out” and
scrapes the pavement in the corners.
When the car is cornering, weight shifts to the outside tires, and more weight will shift
at the end of the car that is stiffer.
At short tracks, less front weight makes sense. Keep it close to 50% front weight.
You generally want fourth gear to just barely trip thered warning light on your dashboard
at the end of the longest straightaway.
To change asingle gear ratio without affecting the others, change the transmission ratio.
For qualifying, use awhole roll of grille tape!
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Appendix A: The NASCAR® Cup Series
Championship Points System

Lead One Lap: 5 Bonus Poaints
Lead Most Laps: 5 Additional Bonus Points
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Appendix B: Sierra.com Ratings System

The Sierra.com ratings system is designed to make it easy for players of any skill level to
race against others of similar ability. It operates on a0-10 scale, with 10 representing the
highest rating. Asyour rating rises, it will becomeincreasingly more difficult to advance
tothenext level, but it will become progressively easier to drop to the previouslevel. Itis
not possible to rise above level 10, nor to drop below level 0.

In order for ratings to be updated, al of the following conditions must be met:

» Therace must have rating restrictions in effect for the track type being run.

» Atleast four player drivers (i.e. not computer opponents) must start the race.

» Theracewinner must complete enough lapsto account for at least 10 minutes of racing
at a“normal” lap speed at thistrack. Generally, 10% or longer races will qualify.

TRACK TYPES: NASCAR® raceson awidevariety of track types, each of which demands
adifferent set of skills. Therefore, one single rating which covered al the tracks in the
game would be grossly misleading. Because of this, you'll have a separate rating for each
of the four track typesin the game:

Road Course- Road coursesfeatureleft- and right-hand turnsaswell as elevation changes.
Because each has a unique layout that requires many laps to master, many consider road
courses to be the ultimate test of adriver's ability.

Short Track - Short tracks are under one mile in length and feature heavy braking zones,
heavy traffic, and alot of bumping and banging.

Super speedway - Superspeedways require the use of arestrictor plate, and theracingisall
about using the draft to get to the front of the pack.

Speedway — All other tracks.

POINTS: After each raceinwhich ratingsare enabled, points are awarded based on finishing
position asfollows:

* Finish ahead of adriver 2 or more skill levels higher: +5 points each
» Finish ahead of adriver 1 skill level higher: +4

« Finish ahead of adriver of the same skill level: +3

 Finish ahead of adriver 1 skill level lower: +2

« Finish ahead of adriver 2 skill levelslower: +1

 Finish ahead of adriver 3 or more skill levelslower: 0

 Finish behind adriver 3 or more skill levels higher: 0

» Finish behind adriver 2 skill levels higher: -1

» Finish behind adriver 1 skill level higher: -2

« Finish behind adriver of the same skill level: -3
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¢ Finish behind adriver 1 skill level lower: -4
» Finish behind adriver 2 or more skill levelslower: -5

In addition, thereis a 3-point penalty for being involved in an “incident”. Anincident is
defined as an event that either triggers the yellow flag or would have triggered the yellow
flag had cautions been enabled. It is possible to be given multiple incident penaltiesin a
race. Incident points are assigned without regard to who instigates an incident, and who is
avictim. Beingavictimissimply apart of racing. Keep your eyeshigh, your temper cool,
and use your head, and you'll be much less likely to become avictim.

SKILL LEVELS: You'll start out with azero rating at all track types. The game averages
your 8 best point total s of thelast 10 racesrun within each track type (occasionally everyone
has a bad day, or a bad connection, so the lowest two races are dropped). Future races
within this 10-race window are considered to have a zero point total, meaning that you'll
alwayswill have 10 results to consider, even though the window will not “move” until an
11th race is run. As soon as your average reaches the reguired threshold (see the tables
below), you'll advance or drop alevel and the 10-race window will clear. Thusit is not
always necessary to run 10 races in order to advance or drop alevel.

Examples

1. Player A gets 20 pointsin hisfirst race. His 10-race window consists of a 20 and nine
zeroes. The two worst results are dropped (two zeroes), leaving atotal of 20 points,
for an average of 2.5 (20/8).

2. Player B gets-15 pointsin her first race. Her 10-race window consists of a-15 and
nine zeroes. The two worst results are dropped (the -15 and a zero), leaving a total of
0 points, for an average of 0 (0/8).
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Table 1: Average Points Needed to Advance a

Skill Level

SKILL LEVEL: 1-2 34 5-6 7-8 9-10

AVG. POINTS: 6 15 24 33 45

Example - Player A has just risen to a Superspeedway rating of 3. His 10-race window
clears. His next three superspeedway racesyield point totals of 40, 50, and 20. This puts
him at 110 total pointsin his new window. Inlooking at the table, he needsto average 15
points in order to advance to level 4. In his next race, he gets 15 more points. His new
point total is 125, and his best 8 resultsin the window are 50, 40, 20, 15, 0,0, 0,and 0 - an
average of 15.625. That's enough to go up alevel! His Superspeedway rating risesto 4
and hiswindow clears.

Table 2: Average Points Needed to Drop a Skill
Level

SKILL LEVEL: 1-2 34 5-6 7-8 9-10

AVG. POINTS: -45 -33 -24 -15 -6

Example- Player B hasjust completed the arduous journey to a Road Courserating of 10!
Her 10-race window clears. She strugglesin her next few road course races, getting point
totals of -20, -40, -30, and -20. Her best 8 resultsarenow 0, 0, 0, 0, 0, 0, -20, and -20, for
atotal of -40 and an average of -5. In looking at the table, a level 10 player needs to
average-6inorder todrop alevel. Her next raceisanother tough one, a-10. Thisputs her
total at -50, for an average of -6.25. Player B's Road Course rating drops to 9 and her
window clears. It'stough at the top!
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APPENDIX C: Keyboard Shortcuts

DRIVING

Display session options

Toggle pit/status windows

Set/toggle items on pit window menus

Jump to Replay (not always available)

Jump to Options

Display, send Autochat message (Multiplayer only)
Pause game (not in Multiplayer)

Go to previous/next driving view

Toggle communication meters (Multiplayer only)
Toggle frame rate display

Toggle gauges (external views only)

Toggle in-game help menu

Toggle mirror detail level

Toggle mirror cockpit rendering

Toggle trackside object density

Toggle ideal racing line display

Return to pit stall (not always available)

Display speed/gear/flag indicator

Start, send chat message (Multiplayer only)
Jump to car ahead/behind (you must be stopped)
Return to your car (if viewing ancther)

REPLAY

*NOTE: These controls work with the alpha-numeric keypad only
Press and hold to rewind

Press and hold to advance

Pause/unpause footage

Slow motion (each press reduces speed)
Jump to beginning of footage

Jump to end of footage

Gotolive feed (if available)

Toggle letterbox display

Toggle standings display

Toggle standings mode (if standings are on)
Go to next/previous camera

Go to next/previous driver
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CUSTOMER SERVICES

Technical Support Tel: (0118) 920 9111
Fax: (0118) 987 5603

Lines open 24 hrs, 365 days a year, using our automated technical support attendant. This system
includes answers to all commonly posed questions and problems with our new and major fitles. It is set up
in a friendly and easy to use menu system that you navigate through using a touch tone telephone. If the
answer to your question is not in our automated system, then you will be transferred to a technician
between the hours of 9am and 5pm Monday to Friday.

Here are some key-presses that will allow you to navigate through our automated attendant. Note that these
are the standard letter assignments that are given fo UK felephones so if your phone has letters on the keypad,
please use them instead:

24 8} 4: 5} 6: 7 8: e 0:
A,B,C| DEF G, H, I J,K,L|] M,N, O] PR,S TU V] WXY Q,z

Before you call our technical support lines, please check that you have read the Readme file included on
the game disk #1. You may well find a very quick answer to the problem that you are facing as these
files confain answers to most common problems. If the answer is not here, make sure you have precise
details of any error message that you receive, and details regarding the specifications of your computer
before you call us, as this will help us in giving you a faster and more efficient service.

If you would prefer to write to us, please send your mail to the following address:

Vivendi Universal Interactive Publishing UK Ltd.
Customer Services / Mail Order / Tech Support Department
2 Beacontree Plaza
Gillette Way
Reading ® Berkshire
RG2 OBS
United Kingdom

Sierra UK-Web site
http://www.sierra-online.co.uk

UK Website includes on-line shopping, special offers, technical support, product information,
game demos, patches and much, much more.
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WARRANTY

YOU SHOULD CAREFULLY READ THE FOLLOWING END USER LICENSE AGREEMENT BEFORE INSTALLING THIS SOFTWARE PROGRAM.

This software program, any printed materials, any on-line or electronic documentation, and any and all copies and derivative works of
such software program and materials (the "Program”) are the copyrighted work of Sierra On-line Inc., its subsidiaries, licensors and/or its
suppliers.

All use of the Program is governed by the terms of the End User License Agreement which is provided below ("License").

The Program is solely for use by end users according to the terms of the License.

Any use, reproduction or redistribution of the Program not in accordance with the terms of the License is expressly prohibited.

END USER LICENSE AGREEMENT

1. Limited Use License.

Sierra On-line Inc., (“the Licensor”) hereby grants, and by installing the Program you thereby accept, a limited, non-exclusive license
and right fo install and use one (1) copy of the Program for your use on either a home or poriable computer. You may not network the
Program or otherwise install it or use it on more than one computer at a time, except if expressly authorised otherwise in the
applicable documentation which you should refer fo if :

(a) The Program contains a Level Editor ("Editor") that allows you to create custom levels or other materials for your personal use in
connection with the Program ("New Materials").

(b) The Program has a multi-player capability

The Program is licensed not sold. Your license confers no title or ownership in the Program.

2. Ownership.

All title, ownership rights and intellectual property rights in and to the Program and any and all copies thereof (including but not
limited to any fitles, computer code, themes, objects, characters, character names, stories, dialog, catch phrases, locations, concepts,
artwork, animations, sounds, musical compositions, audio-visual effects, methods of operation, moral rights, any related
documentation, and "applets” incorporated into the Program) are owned by the Licensor or its licensors.

The Program is protected by the English copyright laws , international copyright treaties and conventions and any other applicable
laws. All rights are reserved. The Program may contain certain licensed materials and the Licensor's licensors may act to protect their
rights in the event of any violation of this Agreement.

3. Responsibilities of End User.

A. Subject to the Grant of License herein above, you may not, in whole or in part, copy, photocopy, reproduce, translate, reverse
engineer, derive source code, modify, disassemble, decompile, create derivative works based on the Program, or remove any
proprietary nofices o labels on the Program without the prior consent, in writing, of the Licensor.

B. The Program is licensed to you as a single product. lts component parts may not be separated for use on more than one computer.

(. You are entitled to use the Program for your own use, but you are not be entitled to:

(i) sell, grant a security inferest in or transfer reproductions of the Program to other parties in any way, nor fo rent, lease or license the
Program fo others without the Licensor prior written consent ;

(ii) publish and/or distribute the computer images, sound, files, fonts, graphics, dipart, animations, photographs, databases or other
content of the Program (including without limitation, for resale printed materials for your personal or business use (e.g., flyers and
brochures) and on your personal and business website);

use any of the computer images related to identifiable individuals or entities in a manner which suggests their association with or
endorsement of any product or services ;

(iii) exploit the Program or any of its parts, computer images, sound files, fonts, graphics, clipart, animations, photographs, databases
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or other content in the Program, for any commercial purpose including, but not limited to, use at a cyber café, computer gaming centre
or any other location-based site.
(iv) host or provide matchmaking services for the Program or emulate or redirect the communication protocols used by the Licensor in
the network feature of the Program, through protocol emulation, tunnelling, modifying or adding components to the Program, use of
a utility program or any other techniques now known or hereafter developed,
for any purpose induding, but not limited to network play over the Internet, network play utilising commercial or non-commercial
gaming networks or as part of content aggregation networks without the Licensor prior written consent .
4. Program Transfer.
You may permanently transfer all of your rights under this License, provided the recipient agrees to the terms of this License and you
agree fo remove the Program from you home or portable computer.

5. Termination.

This License is effective until terminated. You may terminate the License at any fime by destroying the Program and any New Maferial.
The Licensor may, at its discretion, terminate this License in the event that you fail to comply with the terms and conditions contained
herein. In such event, you must immediately destroy the Program and any New Material.

6. Export Controls.

The Program may not be re-exported, download or otherwise exported info (or to a national or resident of) any country fo which the
USS. has embargoed goods, or anyone on the U.S. Treasury Department's list of Specially Designated National or the U.S. Treasury
Department’s Table of Denial Orders. By installing the Program, you are agreeing fo the foregoing and you are represenfing and
warranting that you are not located in, under the control of, or a national or resident of any such country or on any such list.

7. Limited Warranty.

THE LICENSOR EXPRESSLY DISCLAIMS ANY WARRANTY FOR THE PROGRAM, EDITOR, AND MANUAL(S). THE PROGRAM, EDITOR AND
MANUAL(S) ARE PROVIDED "AS IS" WITHOUT WARRANTY OF ANY KIND, EITHER EXPRESS OR IMPLIED, INCLUDING, WITHOUT
LIMITATION, THE IMPLIED WARRANTIES OF MERCHANTABILITY, FITNESS FOR A PARTICULAR PURPOSE, OR NON-INFRINGEMENT. THE
LICENSOR FURTHER DISCLAIMS ALL WARRANTIES WITH REGARD TO YEAR 2000 COMPLIANCE OF THE SOFTWARE. SPECIFICALLY, THE
LICENSOR ~ MAKES ~ NO  WARRANTIES ~ THAT  THE  PERFORMANCE ~ OR  FUNCTIONALITY ~ OF  THE
PROGRAM WILL NOT BE AFFECTED BY DATES PRIOR TO, DURING OR AFTER THE YEAR 2000, OR THAT THE PROGRAM WILL BE CAPABLE
OF CORRECTLY PROCESSING, PROVIDING, AND/OR RECEIVING DATE INFORMATION WITHIN AND BETWEEN CENTURIES, INCLUDING THE
PROPER EXCHANGE OF DATE INFORMATION BETWEEN PRODUCTS OR APPLICATIONS ANY WARRANTY AGAINST INFRINGEMENT THAT
MAY BE PROVIDED IN SECTION 2-312(3) OF THE UNIFORM COMMERCIAL CODE AND/OR IN ANY DISCLAIMED.

The entire risk arising out of use or performance of the Program, Editor and Manual(s) remains with you , However the Licensor
warrants that the media containing the Program shall be free from defects in material and workmanship under normal use and
services and the Program will perform substantially in accordance with the accompanying written materials, for a period of ninety (90)
days from the date of your purchase of the Program In the event that the media proves to be defective during that time period, and
upon presentation to the Licensor of proof of purchase of the defecfive Program, the Licensor will at its option 1) correct any defect,
2) provide you with a product of equal value, or 3) refund your money.

Some states/jurisdiction do not allow limitation on duration of an implied warranty, so the above limitation may not apply fo you.

In case you would like to exchange the product or refund you money, notably if the product is defective, please refer to the “Technical
Support Policy” herein included.

8. Limitation of Liability.

NEITHER THE LICENSOR , ITS PARENT, SUBSIDIARIES, AFFILIATES OR LICENSORS SHALL BE LIABLE IN ANY WAY FOR LOSS OR DAMAGE
OF ANY KIND RESULTING FROM THE USE OF THE PROGRAM OR EDITOR

INCLUDING, BUT NOT LIMITED TO, LOSS OF GOODWILL, WORK STOPPAGE, COMPUTER FAILURE OR MALFUNCTION, OR ANY AND ALL
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OTHER COMMERCIAL DAMAGES OR LOSSES.
Some countries do not allow the exclusion or limitation of incidental or consequential damages, or allow limitations on how long an
implied warranty lasts, so above limitations or exclusion may not apply fo you.

9. Equitable Remedies.

You hereby agree that the Licensor would be irreparably damaged if the terms of this License were not specifically enforced, and
therefore you agree that the Licensor shall be entitled, without bond, other security, or proof of damages, to appropriate equitable
remedies with respect to breaches of this License, in addifion to such other remedies as the Licensor may otherwise have available to
it under applicable laws.

10. Miscellaneous.

The License shall be deemed fo have been made and executed in England, and any dispute arising hereunder shall be resolved in
accordance with the English law. This License may be amended, altered or modified only by an instrument in writing, specifying such
amendment, alteration or modification, executed by both parfies.

In the event that any provision of this License shall be held by a court or other tribunal of competent jurisdiction to be unenforceable,
such provision will be enforced to the maximum extent permissible and the remaining portions of this License shall remain in full force
and effect.

The terms and conditions of a paper printed licence eventually accompanying the Program prevail on any terms and condition of a
license eventually included in the Program and that could appear on screen.

You hereby acknowledge that you have read and understand the foregoing License and agree that the action of installing the Program
is an acknowledgement of your agreement to be bound by the terms and conditions of the License contained herein. You also
acknowledge and agree that this License is the complete and exclusive statement of the agreement between the Licensor and you and
that the License supersedes any prior or contemporaneous agreement, either oral or written, and any other communications between
the Licensor and you including any inconsistent written license agreement or on-line help accompanying the Program.




TECHNICAL SUPPORT POLICY

Attention : The technical support will only be available for private use complying with the terms of the End User
License Agreement atfached to the Product and to which you have agreed. Consequently, the technical support will
not, in any case, be available for commercial or professional use of the Product.

Exchange Procedure for faulty CD-Rom, DVD-Rom or floppy disks

If during the 90 days period following your purchase of the product, you notice that the CD-Rom, DVD-Rom or floppy
disk is defective or scratched, the technical support will be able to exchange the Product free of charge, if you:

o send the faulty CD-Rom, DVD-Rom or floppy disk back fo the address indicated in the manual
o send a dated proof of purchase of the defective product (e.g. purchase ficket)

Please, do not forget to join in your letter, your name, address and a phone number where it is possible to reach you
during the day.

After this 90 days period, if you want to exchange the (D-Rom, DVD-Rom or floppy disk (from a defective or
scratched material only), thank you for sending back to the address indicated in the manual, the said (D-Rom, DVD-
Rom or floppy disk and to join to your letter a £6-00 cheque for each defective material established to Vivendi
Universal Interactive Publishing UK Ltd.

Please address your letters to the Technical Support *

Exchange Procedure for the manuals

If you have lost or torn your manual or documentation associated to the product, the technical support will be able to
send you new ones,under the following conditions:

Thank you for sending o the technical support a copy of the floppy disk #1, the CD-Rom or DVD-Rom and to join a
£6-00 cheque established to Vivendi Universal Interactive Publishing UK Ltd. with your letter

Please, do not forget to join in your letter, your name, address and a phone number where it is possible fo reach you
during the day.
The technical support’s address and phone number are indicated in the manual.

© We recommend that you send a letter by registered mail.
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Legal Notices

NASCAR® is a registered trademark of the National Association for Stock Car Auto Racing,
Inc. The likeness of the #1 Pennzoil Chevrolet driven by Steve Park is used under
license from Dale Earnhardt, Inc. ©2001 Rusty Wallace, Inc. and Penske Racing South Inc.
Mike Skinner’s name and likeness, KODAK, GOLD MAX, KODAK MAX and trade dress
are trademark’s licensed to Papyrus Racing Games, Inc. by Eastman KODAK Company. TM,
® Kellogg Canada Inc. in/dans Canada TM, ® Kellogg Company elsewhere/partout ailleurs/
en otros paises © 2000 Kellogg Company. Used under license/utilize sous license/bajo licencia
® #5 design, ® Hendrick Motorsports. Used under license/utilize sous license/bajo licencia ©
2000 Hendrick Motorsports. “Roush Racing’s and Mark Martin’s name and/or likeness used
by authority of Roush Racing, Livonia, Michigan.” “Pfizer® and the blue oval and tablet are
trademarks of Pfizer Inc. Used under license.” The likeness of the #8 Chevrolet driven by Dale
Earnhardt, Jr. is used under license from Dale Earnhardt, Inc. © 2001Evernham Motorsports,
LLC. Bill Elliott trademarks licensed by CMG Worldwide. Dodge® is a registered trademark
of DaimlerChrysler Corporation. The “Valvoline’ trademarks, and Johnny Benson’s name and/
or likeness used by authority of MBV Motorsports, LLC, Mooresville, NC ©2001 MBV
Motorsports/JB Enterprises, Inc. Penske Racing, L.L.C. trademarks, including the #12 and the
likeness of the racecar, and Ryan Newman’s name and/or likeness are granted by license from
Penske Racing, L.L.C. The likeness of the #15 NAPA Chevrolet driven by Michael Waltrip is
used under license from Dale Earnhardt, Inc. “The ‘DeWalt trademarks, ‘Roush Racing’ and
Matt Kenseth’s name and/or likeness used by authority of Roush Racing, Livonia, MI. The
‘DEWALT’ trademarks are owned by The Black & Decker Corporation and are used under
License granted by its agent, Roush Racing.” “Bobby Labonte®”, “Joe Gibbs Racing, Inc.®”,
#18%and “Interstate Batteries®” licensed under authority of Redline Sports Marketing, Inc.,
Huntersville, NC © 2001 Evernham Motorsports, LLC. Dodge® is a registered trademark of
DaimlerChrysler Corporation. “Tony Stewart®”, “Joe Gibbs Racing, Inc.®”, #20®and “The
Home Depot®” licensed under authority of Redline Sports Marketing, Inc., Huntersville, NC

“The ‘Ford Motorcraft’ trademarks, ‘Wood Brothers Racing’ and ‘Elliott Sadler’s’ name and/

or likeness used by authority of Roush Racing, Livonia, MI” Ward Burton, and Bill Davis

Racing trademarks and likenesses are used under license from Caterpillar Inc. CAT,

CATERPILLAR and their design marks are registered trademarks of Caterpillar Inc. © 2001

Caterpillar Inc. “©2001 J.G. Motorsports, Inc.” ©2001 Hendrick Motorsports/UAW/Delphi

“Kmart” trademarks; “Route 66” trademark; “Joe Nemechek” name, signature and likeness;

and likeness of the #26 Haas-Carter Motorsports race team are used under license granted by

Haas-Carter Motorsports, LLC. Havoline, Robert Yates Racing and Ricky Rudd are used

under license. The Stylized “29”, the likeness of the Number 29 Race Car and the RCR

Checkered Flag Logo are Trademarks of Richard Childress Racing Enterprises, Incorporated,

and are used under license from Richard Childress Racing Enterprises, Incorporated. The

name, likeness and signature of Kevin Harvick are trademarks of Kevin Harvick, Incorporated,
and are used under license from Kevin Harvick, Incorporated. The Trademarks “Goodwrench”
and “GM” are used under license from General Motors Corporation. The Stylized “30”, the
likeness of the Number 30 Race Car and the RCR Checkered Flag Logo are Trademarks of

Richard Childress Racing Enterprises, Incorporated, and are used under license from Richard

Childress Racing Enterprises, Incorporated. The name, likeness and signature of Jeff Green

are trademarks of Jeff Green Enterprises, Incorporated, and are used under license from Jeff
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Green Enterprises, Incorporated. “America Online”, “AOL”, “AOL TV” and the AOL Logo
are registered Trademarks of America Online, Incorporated, and are used under license from
America Online, Incorporated. The Stylized “317”, the likeness of the Number 31 Race Car and
the RCR Checkered Flag Logo are Trademarks of Richard Childress Racing Enterprises,
Incorporated, and are used under license from Richard Childress Racing Enterprises,
Incorporated. The name, likeness and signature of Robby Gordon are trademarks of Team
Gordon, Incorporated, and are used under license from Team Gordon, Incorporated. “Cingular”,
“Cingular Wireless” and the Cingular Logo are Trademarks of Cingular Wireless LLC, and are
used under license from Cingular Wireless LLC. Ricky Craven Name and Likeness licensed
by PPI Licensing, L.L.C. © 2001 PPI Licensing, L.L.C. All rights reserved. Tide, the Bullseye
Design and the Downy Design are trademarks used under license from The Procter & Gamble
Co. PPI, PPIMOTORSPORTS and the stylized numeral 32 are trademarks of PPI Motorsports,
L.L.C., and are used under license. ® M&M'’s, M and the M&M’s Characters are trademarks
of Mars, Inc. and its affiliates. Manufactured and distributed under license by Papyrus Racing
Games, Inc. ®Mars, Inc. 2001 © 2001 MB2 Motorsports/KSR, Inc. John Andretti name and/
or likeness used under license by Petty Marketing Company, LLC. Officially licensed by Petty
Marketing Company, LLC. “The General Mills trademarks used under license.” Buckshot Jones
name and/or likeness used under license by Petty Marketing Company, LLC. “The Georgia
Pacific trademarks used under license.” Kyle Petty name and/or likeness used under license by
Petty Marketing Company, LLC.  Sprint and the diamond logo are trademarks of Sprint
Communications Company L.P. Paint and decal design copyright © 2002 Sprint. “Kmart”
trademarks; “Route 66” trademark; “Todd Bodine” name, signature and likeness; and likeness
of the #66 Haas-Carter Motorsports race team are used under license granted by Haas-Carter
Motorsports, LLC. UPS®, UPS.COM®, and the UPS Logo® are registered trademarks of
United Parcel Service of America, Inc. and used under license. Dale Jarrett and Robert Yates
Racing trademarks are used under license. “‘Roush Racing’s and Kurt Busch’s name and/or
likeness used by authority of Roush Racing, Livonia, MI” “The Citgo trademarks, and Jeff
Burton’s name and/or likeness used by authority of Roush Racing, Livonia, MI” “Speedway
Motorsports, Inc. owns all right, title and interest in the Atlanta Motor Speedway®, Bristol
Motor Speedway™, Charlotte Motor Speedway®, Lowe’s Motor Speedway®, Las Vegas Motor
Speedway™, Sears Point Raceway®, and Texas Motor Speedway™ marks and the names and
logos of all events held at any speedway owned or operated by Speedway Motorsports, Inc.

No use of these marks or names or logos shall be made without the express authorization of
Speedway Motorsports, Inc.” California Speedwaya is a registered trademark of the International
Speedway Corporation. Chicagoland Speedway™ used under license and is a trademark owned
by Chicagoland Speedway and Indianapolis Speedway Corporation. Darlington International
Raceway™ is a registered trademark of the International Speedway Corporation. DAY TONA
International Speedway®, DAYTONA 500® and DAYTONA® are registered trademarks of
the International Speedway Corporation. Dover Downs International Speedway® is a registered
trademark, the mark and track likeness are used under license from Dover Downs International
Speedway® Homestead-Miami Speedway™ is a registered trademark of the International
Speedway Corporation. Indianapolis Motor Speedway® and Brickyard 400® are registered
trademarks of the Indianapolis Motor Speedway Corporation, used under license.” Kansas
Speedway™ is a registered trademark of the International Speedway Corporation. Michigan
International Speedway® is a registered trademark of the International Speedway Corporation.
Martinsville Speedway® is a registered trademark, the mark and track likeness are used under
license from Martinsville Speedway®. New Hampshire International Speedway®, Magic Mile®
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and its image and related logos are the proprietary property of New Hampshire Speedway,
Inc., used under license by Papyrus Racing Games, Inc. New Hampshire Speedway, Inc.
reserves all rights therein. North Carolina Motor Speedway® is a registered trademark of the
International Speedway Corporation. Phoenix International Raceway® is a registered trademark
of the International Speedway Corporation. Pocono Raceway® is a registered trademark of
Pocono International Raceway, Inc. Richmond International Raceway™ is a registered
trademark of the International Speedway Corporation. Talladega Superspeedway® is a
registered trademark of the International Speedway Corporation. Watkins Glen International®
is a registered trademark of the International Speedway Corporation. General Motors
Trademarks used under license to Papyrus Racing Games, Inc. ©2001 Ford Motor Company,
“Ford Taurus” trademarks used under license from Ford Motor Company. Dodge® is a registered
trademark of DiamlerChrysler Corporation. The Food Lion® and Food Lion with lion design®
are registered trademarks of FL Food Lion, Inc. and are used herein with permission. No
further reproduction or use is permitted. “The frame of discovery design and discovery and
beyond imagination are trademarks of Corning and Corning is a registered trademark of Corning
Incorporated. “ “UPS® and the UPS logo® are registered trademarks of United Parcel Service
of America, Inc.” “The LYSOL and LY SOL script logo trademarks are used under license from
Reckitt & Colman, Inc., Wayne, New Jersey, USA.” “Kroger is a registered trademark of The
Kroger Co., Cincinnati, Ohio.” “ALLTEL is a registered trademark of ALLTEL Corporation.”
Anderson Tractor used under license by Papyrus Racing Games, Inc. KMART used under
license by Papyrus Racing Games, Inc. Flagstar Bank used under license by Papyrus Racing
Games, Inc. Sun Com used under license by Papyrus Racing Games, Inc. Long View RV used
under license by Papyrus Racing Games, Inc. Pop Secret Microwave Popcorn used under
license by Papyrus Racing Games, Inc. Funai Corporation used under license by Papyrus
Racing Games, Inc. Lennox Industries, Inc. used under license by Papyrus Racing Games,
Inc. Mall.com used under license by Papyrus Racing Games, Inc. WDBJ 7 used under license
by Papyrus Racing Games, Inc. Thatlook.com used under license by Papyrus Racing Games,
Inc. Jesse Jones used under license by Papyrus Racing Games, Inc. AZCentral used under
license by Papyrus Racing Games, Inc.  Overland/Odessa used under license by Papyrus
Racing Games, Inc. AuotMeter used under license by Papyrus Racing Games, Inc. ACME
used under license by Papyrus Racing Games, Inc. Eaton Aeroquip used under license by
Papyrus Racing Games, Inc. The Detroit News used under license by Papyrus Racing Games,
Inc. Hardees used under license by Papyrus Racing Games, Inc. Lowe’s Home Improvement
Warehouse trademarks (trademarks of Lowe’s Companies) are used under license from Lowe’s
Home Improvement Warehouse. COCA-COLA, COKE, and the design of the contour bottle
are trademarks of The Coca-Cola Company. © The Coca-Cola Company, All rights reserved.
Honeywell/Fram Autolite — “Fram is a registered trademark of Honeywell International Inc.
Autolite is a registered trademark of Honeywell International Inc.” NATIONSRENT, the
NATIONSRENT diamond logo and 1-800-NO-SWEAT are registered service marks of
NationsRent West, Inc. NASCAR race footage and highlights used under license from NASCAR
Images, LLC. Pepsi, Pepsi-Cola, Mountain Dew and the Pepsi Globe design are Registered
Trademarks of PepsiCo., Inc. All other names, likeness and trademarks are the properties of
their respective owners and are used under permission.

Uses Bink Video Copyright © 1997-2001 by RAD Game Tools, Inc.
Uses Ogg/Vorbis codec Copyright © 2001, Xiphophorus (xiph.org)
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Use of Ogg/Vorbis codec in source and binary forms, with or without modification, is permitted
provided that the following conditions are met:

- Redistributions of source code must retain the above copyright notice, this list of conditions
and the following disclaimer.

- Redistributions in binary form must reproduce the above copyright notice, this list of conditions
and the following disclaimer in the documentation and/or other materials provided with the
distribution.

- Neither the name of the Xiphophorus nor the names of its contributors may be used to endorse
or promote products derived from this software without specific prior written permission.




