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AUTOSIMSPORT Media LLC is an independent
online magazine, produced monthly, that covers the
exciting sport and hobby of simulated racing.

AUTOSIMSPORT Media LLC covers sim-racing by
focusing on every area that defines the sport/hobby
including hardware, software, and competition.

AUTOSIMSPORT Media LLC maintains an equal
distance to every entity with which it conducts
relationships including developers, software and
hardware producers, and the “community”.

AUTOSIMSPORT Media LLC will always defend and
claim the right to free speech, and will also include
editorials which some may deem to be controversial
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or even offensive, provided that there is a factual
basis that underpins the content.

AUTOSIMSPORT Media LLC believes and will
conduct itself within two defining concepts:

e Integrity

¢ independence
Opinions expressed herein do not necessarily reflect
those of the writers/contributors or other affiliates,
and all content is copyright AUTOSIMSPORT
Media LLC unless otherwise stated. All photos are
used by permission. Should you feel your rights
have been violated, please feel free to contact
AUTOSIMSPORT Media LLC through its website at:
www.autosimsport.net.
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HeadOpEd

BobSimmerman

The Beginning and Stuff

| could tell he was in a major panic. Alex, that is. You see,
that poor man has all of a sudden realized that this ‘little’
magazine of ours is not so little; in fact, it is more like a full
size full time job, so | was only more than happy to help
out. | rarely get to write the stuff up front, but then again, |
am not really good at that sort of thing. Nevertheless, | was
breathing a sigh of relief—he didn’t want me to review
anything—thank God—I finally figured out what is wrong
with all of my reviews.

| like everything.

Not to worry as | am working on it. We may have to go back
to the days of Pong, white shoes, and side burns to dig up
something that would escape my scoring system bonuses
and rate out at a paltry 70 or something.

| think we can all understand just how overworked Alex is,
trusting me with all this stuff in the front. | will try not to
disappoint him, but fear the worst as the release date for
the Play Station 3 is right around the corner...and surprise,
surprise, surprise—they yanked the UK release units, and
the States are only to receive approximately 400,000 units
for launch. Sorry, Alex, but that Sony stock is going to get
real scary real soon, try and keep it together. Or sell it,
which works also. | think he has like a billion shares, and
constantly calls me with price fluctuation updates. As if |
cared!

Well one thing’s for sure—no way in hell | am putting
myself in the same rotten and stress filled boat | nearly
capsized in getting that damn XBOX 360 with the
PlayStation 3—in other words, | will be waiting a bit longer
to get my hands on an actual Formula One licensed
product. | have no idea if it will be good or not, but you can
use that PSP thingy with it for a rearview mirror. | also
doubt the pre-release videos are even close to the actual
shipping product, but then again, | may be pleasantly
surprised ... because, like | said, | like everything!

Now, let's hope Nintendo has something to shove on a
Fast Boat from China that can actually be bought not 6-8
months later, but somewhere closer to the ‘launch date’. |
placed quotation marks around that phrase, ‘launch date’,
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because in my experience, it is simply the day the
excuses start. Maybe for the next-next generation
consoles, they could call it something like ‘We are
really gonna try hard this time day’, or ‘We hired a new
PR gal, and are hoping to give her some experience
right off the bat day’, or, finally, my favorite—Baghdad
Bob hollering from the rooftops ..."There is no
shortage—the consoles are in stealth mode, please, do
not worry, and do not tell anyone!”

| know, | know—what the hell am | on about now?
What is this most bizarre stuff up front? Well, with
another high dollar console launch date fiasco just
around the corner {Sony announcing that the PS3 will
be ‘revised’—that’s delayed in English!), | suddenly
became utterly flabbergasted by the fact that our very
own community can create something from nothing—
be it mod, track, car set, utility, whatever—with a
minimum of drama ... in most cases. So how does this
compare to a console release date? How does this
compare to the no doubt billions spent developing
these things?

I'll tell you—when someone in our community decides
to do something, more often than not it gets done. No
excuses, no PR spin machines, no billion dollar budget,
and my guess is that half the state of Washington isn't
on their staff—they simply get it done. Could you
imagine...Lo with a billion dollar budget? Or, for that
matter, how about ISI with a billion dollars, 25 real
drivers from 5 racing genres, and more booth babes
than a bad issue of Hustler? While poking a bit of fun
at the so called ‘Big Boys'—who do from time to time
dip into some sort of racing venture—it is eye-opening
indeed to realize what ‘development and delivery’
really means to the common man.

Now, if you'll excuse me—I have changed my mind
and have to place a pre order on one-half of a PS3, or a
fully loaded Wii with Zelda and fishing. Guess which
one!

(Chuck) Bronson Lake

Interlochen, Michigan.

Volume 2 Number 10






http://www.sim-gear.com/794354.html

AUTOSIMSPORT

News

LATE-BREAKING NEWS

10Tacle Announces Ferrari License

7.11.06 12:20

10TACLE STUDIOS AG and Ferrari sign licensing
agreement

Racing game portfolio expansion part of growth
strategy

Darmstadt, November 7rd 2006 — 10TACLE STUDIOS AG
and Ferrari have concluded a licensing agreement for the
development of video games. This will allow 10TACLE
STUDIOS AG to produce games using the Ferrari product
palette and brand name. 10TACLE STUDIOS AG plans to
work together with the legendary Italian sports car
manufacturer closely to development a number of
computer and video games.

“The expansion of our racing portfolio is an important
part of our strategy for growth. Ferrari is synonymous
with automotive excellence in both sports and racing
cars. A license to use the Ferrari brand name and cars is
the best a computer games developer in this field can
acquire. We will do our very best to recreate the
passionate experience of driving a Ferrari as realistically
as possible”, explained 10TACLE STUDIOS AG chairman
Michele Pes.

T10TACLE STUDIOS have proven repeatedly that they
are capable of developing racing games on a level
appropriate to Ferrari’s leading position in the field. We
look forward to working together”, said Head of Licensing
at Ferrari Katia Bassi.
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Blimey! Games Confirm Developer Status
AUTOSIMSPORT World Exclusive

London-based Blimey! Games has confirmed its status
as the developer of the recently announced 10Tacle
Studios’ Ferrari License.

Speaking exclusively to AUTOSIMSPORT, CEO and
Creative Director lan Bell, when asked whether Blimey!
Games would be developing the sim, replied: “Yes.
And it's going to revolutionize the genre. No hype.”

Details remain sketchy at this time, and Bell would
not be drawn into the exact nature of what acquiring
the license for arguably the world’s most sought-after
motor-sports brand would mean in terms of cars and
tracks. “No, sorry, | can't give any information at this
time. But | will update you on this very exciting project
as soon as | can. Maybe we can run a developer diary
also.”

VirtualGT Signs 3-Year Simulation License with
Champ Car World Series.

Fans set to try the system at events starting this
Spring.

Indianapolis, IN, Nov. 1,2006 - The Champ Car World
Series has signed a 3-year license agreement with Virtual-
E Corporation to develop a premium PC-based racing
simulation system that will be available for fans to try
and buy during major races starting with the Long Beach
Grand Prix in April 2007.
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COMMENT

The Fudge Factor

Tony Pickard

It is intriguing to see the debates that rage about which
sim is the most realistic, and how close to reality sim-
racing is in general. If it is all down to science, then surely
the product that most accurately replicates real-life
suspension, steering, tyres, transmission, and so forth
must, logically, be the best product, and the arguments
should thus conclusively end with one sim being the
overall winner. But by this not being the case, we can
infer that something a little less obvious is at play ...

The issue that has been raised many times is the lack
of physical forces that are at work in the cyber-life of a
sim-racing driver. This is why some real-life racing drivers
struggle with racing sims, yet others take to it and can
describe it as behaving in a similar way to their race car.

Contrary to popular belief, it is not from our nether
regions that we feel the balance of the car, but, rather,
primarily with our inner ear. This is what gives us the ‘seat
of the pants feel’. Some people will find that, if their visual
experience doesn’t match their inner ear inputs, they will
feel nauseous. This is a reason why some people simply
can’t stomach simulations without motion. How we
substitute for the lack of the inner ear input varies, of
course, from person-to-person, meaning that, for many
experienced sim-racers, jumping between sim and real
offers little difficulty, and the perceived experience is
much the same. For others, it is way off and nothing like
driving a real car.

In my view, without some serious hydraulics, there is
still a significant difference between the way we interpret
motion physics in sim-racing and real-life racing.
However, the general experiences of oversteer,
understeer, traction, braking, response to bumps, and so
on can all be modeled such that the conveyed experience
is very similar between real-life racing and sim-racing. The

way that experience is conveyed will be different, of
course, and, naturally, different people will ‘feel’ it in sim-
racing in different ways.

As sims evolve, the way they feed-back what the car is
doing has improved immensely and to such an extent
that previous sims now feel somehow ... wrong. The
same sims that a year or two ago were being touted as
being as close to the real thing as possible are now
dismissed as being wrong. So how can this be?

Back in the early 1990s, sims leaped forward in leaps
and bounds. F1GP was a major milestone at the time, yet
a year later, IndyCar Racing proved to be an absolute
revelation. It added suspension movement with such
relative precision that F1GP felt two dimensional in
comparison. Papyrus’ NASCAR Racing bought us SVGA
graphics and thereby reduced all previous sims—running
in 320x200—into bygone history practically overnight.

But of course it was Grand Prix Legends that bought a
whole new ‘feel’ to sim-racing. Somehow the car felt
more alive than in any previous sims—and remember
that GPL was released in the days before Force-Feedback
(a later patch added this feature to GPL). This immersive
component was therefore all down to the way the car
and scenery were portrayed on the screen, and how the
car reacted to inputs.

Of course GPL has its flaws, and the development of
other sims has led many of us to feel that GPL is now
somehow ... wrong ...

Yet with the current crop of sims, there seems to be a
lack of a unified view that any one of them is the most
realistic. For there remains a ‘fantasy’ element in sim-
racing: That is, in order to replace the missing forces,
we—each of us—find our own ways of replacing them,
be it through graphics, sound, or Force-Feedback. We
also have our own interpretations of how we expect the
car to react in a given situation, be they gleaned from
real-life experience, or from watching onboard footage.
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The truth, of course, is that the amount of sim-racers who
have raced that sim-car, with those tyres, in those
conditions, on that track, are infinitely small in number.
So, this brings me down to believing that we share a
common—and skewed—version of the accuracy of
simulation. This, equally, explains why experienced racing
drivers would have such different views, too.

| don't believe sim-racing is wildly out, other than it
works better for some people than others. The basic
reactions are all there. But | also believe it would be far
easier for a sim-racer to quickly adapt to a race car than a
real-racer to a sim-car.

So when a sim-racer feels that rFactor, GTR2, NetKar
Pro, or LFS is the most realistic sim, it means the feel of
that particular sim feels the closest to their driving
experiences and expectations of race car behaviour. To
confuse matters further, it may be a particular mod of a
sim, or a suspension or tyre model, that transforms the
feel to being ‘right’ for them.

Jumping from one sim to another usually means one
sim can seem a bit off compared with the previous.
However, typically (after a short period), the brain has
become accustomed to the feel. This is over-and-above
the difference between simply driving different cars in
the same sim (or real-life).
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Now science needs to play its part; that is, brakes
should wear, tyres should gain grip as they heat and lose
grip as they wear out in a manner that simulates real-
racing, the optimum setup required for a wet track should
differ from that for a dry track in just the same way as in real-
life, cars should perform with similar relative variations to
their real life counterparts. Yet there is still the black art of
how ‘feel’ is conveyed, and this will remain subjective.
Because objectively, the truth of the matter is that all sims
are replicating—and using—pretty much the same theories
of motion and physics ... a car behaves in a certain way at a
certain pitch or angle, that is a given. But how the simulator
conveys that back to the sim-racer ... that is the vision of the
sim-developer.

| believe sims have reached a level now where this
element of ‘feel subjectivity’ is sufficient to tip the balance
between which one we personally prefer. | don't believe any
one of the major sims is necessarily superior, in terms of pure
physics: And here | am referring to sims, not race-games.

The only problem with this, of course, is the
fragmentation of an already niche sport. You can't
blame people for running what gives them the best
‘feeling of racing’. What we need, however, to return to
the Glory Days of sim-racing, is the killer sim—another
GPL—that blows us all away and does it for (nearly) all
of us.

Finally though, if there is an element of fudge factor
and fantasy involved in sim-racing, the one bit of sim-
racing that isn't fantasy is the racing online, because the
simulated part is the driving—the racing part is very
real. With decent connections and netcode to eliminate
phantom contact, the racing is just the same as racing
real cars on real tracks. As long as the car behaviour is
sufficiently close that a driver cannot perform an
‘impossible’ manoeuvre and get away with it, then the
racing remains real ... and that, in the end, is why we're
all here as sim-racers..

NEWS

ARCA SimRacing Developers Sim Factory LLC
Announce: Kevin Swindell’s onboard

Bob Simmerman

In a recent announcement from the SimFactory LLC, it was
announced that Kevin Swindell, ARCA series driver, would
has joined the developers for some simulator-related
duties. Great news indeed for what is turning into one of
the most anticipated racing simulators of 2007. In related
news, Sim Factory LLC have also announced they will be
using ISI's physics engine to power their upcoming, fully-
licensed and purpose-built simulator.

Sim-Racing Legend Alx Danielsson Clinches World
Series by Renault Championship

Lx Martini

Readers of AUTOSIMSPORT will be well-aware of the
name Alx Danielsson; one of sim-racing’s most vocal
advocates, the Swedish Sensation has recently been
named as a SimBin test-driver, as well as having appeared
on these pages twice in the last two years—AlIx has also
been featured on numerous TV shows where he—as he
has done for some time—touts the benefits of sim-racing
in relation to his real-job, which is—Sweden’s biggest
Formula One hope in a very long time.

In his second year in the Formula One feeder-series,
WSR, Alx struggled with some awful luck that saw him
lose two certain wins—and get involved in two very
serious shunts. With the monkey firmly attached to his
back, it seemed as if Alx was destined for another could-
have-should-have season. Until Donington Park, that is,
when Alx’s luck finally turned, allowing his talent to push
him to the first of a hat-trick of wins that saw him
crowned WSR Champion two months later.

With a successful GP2 test under his belt, the rumors
surrounding ‘what next’ for Alx are making the usual
rounds, with a GP2 drive along with a Formula One Test
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Drive being the most talked about. Whatever happens,
though, it’s good to see Alx finally achieve the success he
deserves. And hell, if Formula One doesn’t happen, he
can always find a job with us as a sim-pundit!

wored
sSeries

WORLD SERIES BY RENAULT
Formula Renault 3.5

Winner

www.alxtof1.com

Denny Hamlin On SpeedTV’s Iconic WindTunnel With
Dave Despain
Ivan Askew
Non-U.S. readers are probably not familiar with either
SpeedTV or Dave Despain’s WindTunnel: So, briefly, the
former is the twenty-four hour a day motor-racing channel
that enjoy the broadcast rights for Formula One, as well as
certain NASCAR events and a host of other U.S.-based series,
and the latter is a motor-racing pundit who hosts a phone-in
show on Sunday nights on that self-same channel.
WindTunnel’s October 29t Edition featured NASCAR
driver—and sim-racing advocate—Denny Hamlin, along
with a twenty minute segment featuring sim-racing footage,
analysis and an interview with RealRacingOnline’s Steve Valdez.
All-in-all, it was a great showcase for sim-racing on a high-
profile TV show ... that included one rather odd fact: The
footage shown (and there was quite a bit of it) was of
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NASCAR Racing 2003 (in fact, what looked like out-of-the-
box 2003), but Mr. Valdez, when asked how one could enter
the world of sim-racing, suggested people head to
rFactor.net ... guess it's a cheaper option that N2003 which
is now being sold for $180.00!

What Possessed Massa At Interlagos?
Ivan Askew
Ferrari driver Felipe Massa was a revelation at his home
Grand Prix—showing a race-pace that was quite astonishing,
it left many wondering what the hell had possessed him to
become the first Brazilian to win at home since the Glory
Days of Ayrton Senna. Well, we spoke to Luciano Armaroli—
Brazilian-based simulator makers—and were informed that
the difference between Massa, and that other Brazilian-
Ferrari driver, Barrichello, is that Massa is a sim-racer. In fact,
Massa—as is his custom—spent a couple of hours at the
Armaroli design-shop testing their simulator at Interlagos to
prepare for the race.

Seemed to work, too, as Massa joins Senna, Piquet, Pace,
and Fittipaldi as a winner of his home-Grand Prix ... quite a
list of names to join!

Grand Prix Classics’ F1 1979 Goes Beta

Ivan Askew

The mod that is set to be a watershed moment in rFactor’s
cyber-life is now in beta 0.7, with 0.8 expected this very
week. Rumor has it that GPL stalwarts Steve Smith and Alison
Hine are now both involved with the project.

We have uploaded an exclusive look-see at beta 0.7. for
our readers at Youtube. Enjoy!

netKar PRO v1.0.2 Review

Jaap Wagenvoort

April 10th, 2006, saw the release of netKar PRO 1.0.0,
which featured both amazing physics along with fantastic
graphics. A simulation that really took a massive step in

10

closing the gap between real-racing and sim-racing.
Sadly, though, much of this promise was overshadowed
by what can only be described as an infestation. Of
horrible little bugs. The most striking of these quashed in
v1.0.1, which was released at the end of April.

However, the main voice from the sim-racing
community was: "offline fantastic, online horrific". The
community, as often, was completely right in saying that.
Even though the multiplayer engine was working, it
contained loads of bugs causing many (potential) nKPro
drivers to move away, or not approach this simulation at
all.

After the financial future of netKar PRO was secured
with their ‘partnership’ with BallRacing Development, the
nKPro team focused their considerable talents on fixing
the biggest problems, most of which were multiplayer-
related. To do this, the nKPro team approached the most
professional and dedicated nKPro league in the world:
GPChampionship.com (GPC). GPC had already organised
an international championship with nKPro v1.0.1, and
therefore had the required experience and resources to
support the nKPro team in their efforts to fix the
multiplayer issues.

With this in mind, | was asked to assemble a beta test-
team as the netKar PRO guys, under Stefano Casillo’s
leadership, prepared the first patch files. A few very
intense weeks of testing, reporting, fixing and testing
followed. The test-team worked literally evening to
evening collating reports in documents that were
structurally reported back to the development team. New
patch versions appeared, and the team went back to
testing.

Early on in the patch testing, several issues just kept
coming back. One of the worst bugs was the 'syncing'
bug. This basically showed itself in drivers not getting a
'go to grid' button, drivers still out of track when the
server had already switched to the race, and people
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suddenly being 'teleported' back to the pit. However, as is
the nature of these things, one day a few weeks back the
good news came that the '#$%!@5$' (censored) was fixed.
GPC's test-team immediately examined this patch to
discover that, indeed, one of netKar PRO’s most insidious
bugs had been destroyed. This was cause for minor
celebrations amongst both the test-team and he
developers because it heralded a major step forward for
this simulator that many believe is the best sim money
can buy.

However, this was not enough for Stefano and co.,,
who continued to work on defeating other prominent
bugs (think of the infamous ride height problem, and the
weird '0km/h' behaviour). The replay system was fixed as
well, and now finally allows one to properly see
multiplayer cars in replays.

The focus of the team with 1.0.2 was to fix the
multiplayer experience before moving on to adding new
(and much anticipated) content to the simulation. With
the release of the patch on Tuesday, October 315, it
seems—ijudging on the number of servers and online
drivers currently active around the netKar PRO scene—
that the team definitely succeeded in this objective. Of
course, there are still some remaining issues which
require fixes, but the simulation is now fully-playable
online.

The release of nKPro 1.0.2 shows how the community
and the netKPro team can successfully work together to
improve a car-racing simulation.

A short recap: netkPro 1.0.2 brings much improved
multiplayer racing and various other fixes like an
improved replay system, improved physics (tyres,
drivetrain and aerodynamics), and several smaller fixes
(Okm/h bug, ride height issue). Finally, it is possible to
properly enjoy netKar PRO in online racing. Of course,
some issues remain to be improved, but step by step, this
simulation is getting better and better.
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netKar PRO now enables drivers to experience what its
FullMode does with the nerves of online drivers—and this
is certainly a massive step forward in online sim-racing, as
is the best-in-class tyre model, the atmospheric and
immersive and fully reactive cockpits, and the spot-on
physics of its winged cars. This should keep us all busy
until the next release, and the arrival of new content that
has been touted for the netKar PRO. All in all: netKar PRO
is alive (again)! And this is great news not only for its fans,
but for the sim-racing world in general.

ETCC Short Review!
Magnus Tellbom

EVIN LTIV
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Well folks, it's out, and if it's okay to start a mini-review
with an apology, I'm sorry—but | cannot be blamed for
wanting this mod! After all, I'm from Sweden, and
there are only so many mods that feature a Volvo,
right?

This mod was initially available for F1C, and it was a
blast in that sim. | played it a lot offline. Offline?
Yeah—'cause the netcode of F1C was only slightly
better than that of Sportscar GT, so online play was
more or less out of the question.

But now, ETCC for rFactor has been released, and
I'm currently having tons of fun. | went online the
other day—yeah, | was driving a Volvo—and managed
to get my made-in-Sweden mobile across the finish
line third—out of seventeen. That's right, seventeen. If
anyone had tried that with the F1C netcode, the race
would still, to this day, be awaiting the final result.

But is it any good? | mean, a conversion is one
thing. Making it good is another. So is it? Well ..
despite some (in my opinion) minor issues, like poorly
centered steering wheels on some cars, it's the best
damn mod for rFactor to this day. And who uses the
steering wheel anyway? You got one on your desk,
right? Must you have it on screen as well?

But ... | do not have time to write much about more
about this mod now. Expect a full review in next
month’s issue of AUTOSIMSPORT. For now, I'm off to
Montreal for a twelve lap race. Do | hear a cheer for the
Volvo? Wish me luck!

Viva Francesko!
Bob Simmerman
Francesko, the amazing talent that brought us the career
analyzer for GTR, is back in action with his GIR 2 career
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selected. In this case, the calculated rank takes into account the best lap done for each track whatever the car is. If one particular
car is selected, the rank is calculared for the selected car only.

©T RANK REFERENCE | NET RANK REFERENCE €T - BEST LAPS

ALL |2004 TRACKS

delta in %

deffains |

Besttime | timeins | Besttime | fimeins | Besttime

GTR |4BOSCHERSLEBEN  1:23,084; 83.084| 1:36.191 96.191

&TR [4BRNO 157 445! 17445 2:04.460 124 460

&TR |4DONINGTON 1:28.430! s8.430( 1325633 92633 127569

&TR |4DUBAT $:99.999;  639.999 999,999  639.999

&TR |46PVALENCTA 132,977 92977 1394301 99.430( 133,267

&TR [4IMOL 9:99.999]  639.999| 9:99.999!  639.999

GTR [4MABNY 1:36.814} 96.814| 142,306 102306 137,564

GTR [4MONZA 148126 108126 153472 113472 143623

GTR [4OSCHERSLEBEN|  1:23.084; 53.084) 1:36.191 96.191

GTR |4SPA 212748; 132749 2:26,858; 146,859  217.305;

TR [4ZHUHAT 999,999  639.999| 9099981  639.999) 1352991

TOTAL 45:22,706] 2722.706| 46:31,589] 2791539 93:34,622] 5614.622

0621477|185:19,989! 10999 983

deffains | deffain%

5208.450]  294.0%)

Current Car Selected & ‘ ‘ 6T RANK | Incomplete ‘

‘ NeT RANK| Incomplete

Note: works only for SIMULATION
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continued

analyzer. Requiring the simple matter of allowing this
Excel-based utility to have a look at your GTR 2 Career.blt file,
the analyzer will present the GTR driver with a virtual
overload of statistics, including how many kilometers driven
in which car at which track, best time and a score of other
essential bits and bobs to track your cyber-career. Also
tracked are your performances in the 2003 and 2004 track
layouts, as well as your overall statistics—that is, the
complete rundown—that are found in the Career.blt file.
Run, don't walk, to the nearest download for this wonderful
utility that far exceeds the statistical presentation of any sim
to date, at least on the PC, and it even has a thoughtful and
well written section describing the use of the utility. Great
job Francesko!

For the Hardcore Junkie—GTR PD Monitor

Bob Simmerman

[NFBSINye has come up with quite the gizmo for
GTR—dubbed the GTR PD Monitor, this awesome utility
enables one to view various aspects of the car in real
time on a second monitor, or on a separate computer
over a LAN. Displaying values such as tyre
temperatures and pressures, oil and water
temperatures, not to mention track conditions, and
other crucial information, this is a crucial addition for
the cyber-sim-racer, and yet another must-have that
fits right in with the level of detail and authenticity
offered by GTR 2.

Grand Prix 4—at a 79 Near You

Bob Simmerman

Our friend Tony is still hard at work with the 1979 mod for
Grand Prix 4, and while it weighs in at a whopping 2.5 GB
download, it will be the Full Monty—the complete cars,
drivers, tracks, and liveries of that gorgeous Formula One
season that was 1979. From the land of Diamonds and
Gold, to the friendly confines of Monaco, this one has it
all. CSM compliant, this will be a truly must have addition
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for those fans of Grand Prix 4—stay tuned for a download
near you.

Grand Prix rLegends?

Bob Simmerman

There has been quite a bit of speculation on whether or
not a GPL-type experience would ever find its way into
rFactor. Speculation that has, for whatever reason, existed
before the release of rFactor! Recently, | came across an
exciting post at the US Pits by slimjim—the guy responsible
for the awesome Kart mod—where he posted some
screenshots which look promising, to say the least. | can’t
think of a more appropriate playing field for a modern
day GPL than rFactor, and let’s all hope for the best with
this one. For a more in-depth look at the man and the
mod, look no further than this very issue. Hats Off
slimjim!

X-Race Oval Mod
Bob Simmerman

teams, this new mod is an

real and fantas
absolute must have for the open wheel racing fan.
Great physics and great graphics are just two reasons to

Featurin
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give this one a try, and when you take it around a certain
track in Indianapolis, Indiana, well, you have a recipe for
recreating one of the most historic events in any racing
series ... run, don’t walk, and get this one now!

Bullrun Released

Bob Simmerman

In a post by Jan Kohl at the US Pits, the legendary Bullrun track
for rFactor is now a reality! This legendary track is as unique
as it is fun to drive, and comes complete with plenty of
racing history—I hate to keep saying it, but this is a truly
must have for the rFactor Universe! For those who don't
quite know the history of the Bullrun, it is the closest thing
the sim-racing world has to its own classic race-course: a sim-
racing legend of a track and we can't wait to run it with
rFactor. Thanks guys!

Formula Nippon v1.01

Bob Simmerman

| always felt that the Formula Nippon mod was one of the best
for rFactor—featuring a wonderfully done car model and
good physics, this mod has done nothing but improve since
the initial release. Featuring updated cockpits and a

fantastic body shape, this is definitely a mod for the masses,
and remains one of the best online experiences you can get
for the year old rFactor platform. After the mod is installed,
there is a very well done PDF included that describes the
various performance statistics of the car.
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The Emperor’s New
Clothes—Is The Past
On Our Horizon?

Bob Simmerman previews the making of Grand Prix Legends for rFactor along
with its brave creator slimjim ...
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continued

Hesl WHATEVER THE RACE...

If you listened hard enough, or overheard a fragment of a
conversation while strolling past the local dark alley, you
may have taken a leap and begun to wonder if ‘it’ would
ever come to pass ... the ‘it' being a 1967 Formula One
season mod.

Would we ever see anything like a 1967 Formula One
car in rFactor? And, if such a thing came to be a reality,
would it be up to the standard that Grand Prix Legends
set way back in 19987 | had heard these very rumors
myself—some before rFactor even released—but quickly
wrote them off as wishful thinking. Although rFactor was
more than up to the task of representing the 1967 season
out of the box, there has been a tremendous, almost
spiritual, importance placed on Grand Prix Legends, an
importance that went beyond simple code, and
transcended into a way of life for many, many fans of our
genre. It was not something to be taken lightly, and
while Grand Prix Legends certainly had its limitations, it
remains, to this day, in the minds of many, the de-factor
standard example for a hardcore racing simulation.

“Tough act to follow...”, might say anyone who gives
it even a modicum of thought.

On October 19, 2006, slimjim let the world know that,
not only was a 1967 F1 car on his mind, he had every
intention of working, and completing, a Grand Prix
Legends-type mod for rFactor. As David Hobbs might say,
“The man certainly has a set of attachments...”

And Mr. Hobbs—had he actually said that—would be
exactly correct, since this is tantamount to someone
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wanting to re-make Citizen Kane, re-writing the Bible,
and re-shooting a Peter North climax. It just ain't
gonna happen the same way twice ... or is it?

The fact is, any modder brave enough to take on
this challenge would most likely be under intense
scrutiny from many camps at once—Grand Prix
Legends isn't just any sim, and the mod had better not
be some hack-job tossed out for nothing more than
short-lived glory. No, any mod like that would have to
pass more than a few tests of worthiness—fair or
otherwise.

This is, after all, the sim that started it all; The sim by
which all others are judged. The sim that retains a loyal
and non insignificant following even after almost a
decade since its release (is there another PC-title—in any
genre—that can claim that?).

However, with that being said, the world really has
moved on since 1967—as it has since 1997. A decade is a
long time in motor-racing—and even longer in
technology. In 1967, cars had no wings: By the end of
1977, cars had begun experimenting with rudimentary
Ground Effects ...

GPL then, is not only starting to show its age—it's
been sporting liver-spots for a while now, and its
limitations, when compared to sims made this century,
are difficult to disguise, no matter how magnificent the
eye-candy that is created for it. For some—this writer
included—those limitations, over a period of time, has
become detrimental to the enjoyment of the sim.
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It is well known that, for all intents and purposes,
the tyre model in GPL is vastly behind the times (in
terms of current technology and coding): Frankly, even
when the sim was brand new, there were more than a
few grumblings about the lack of traction and the
need to drive insane angle of attack to get the most
from the sim.

Multiplayer, too, was an afterthought, and the
version that did make it into the shipping box was
rather rudimentary—such as a rather primitive online
collision detection. It didn’t ship with Force-Feedback,
either, and DirectX support was most likely the farthest
thing from the developer’'s mind. But when you also
put into that box a twenty degree of freedom physics
model—that addressed valve train friction, for Pete’s
sake—it is easy to forgive GPL for many of its
omissions.
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In any event, the community saw to it that much of this
was eventually, and very professionally, rectified. For an
example of the quality infused into this slow-selling
simulator of no-forgiveness, one only has to look as far as the
GPLEA to determine just how far above amazing the bar was
raised post-release. A quick glance at the 1965 and 1969
mods also more than hint at racing simulator nirvana.
Nevertheless, remnants of GPL's past remained ... such
things as the launching of your car into orbit after hitting a
massive object such as a chain link fence segment, or worse,
a three gram piece of Armco, or the insane level of difficulty
that many felt (and continue to feel) was simply unforgivably
treacherous—and not always in a realistic way. Dave
Kaemmer, in that very revealing interview he conducted for
Gamespot some years back, acknowledged GPL’s problems:
“Unfortunately, we had to change the design of GPL in order
to ship it on time, and instead of starting in the equivalent of
a Formula Ford, graduating to Formula 2, and only then to a
Formula 1 car, we allowed people to jump right in to the F1
car with no training time. It was like putting a novice skier at
the top of an iced-over double black diamond and saying,
‘Have fun!’ Needless to say, many people didn't. My regrets
are that we didn't postpone shipping until the 3D
hardware market settled down a bit and until we had
finished the experience ladder design ...”
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rFactor forthe/restof US!

PC co-rom

But what GPL got right, it got perfectly right—
immersion, brilliant Al, good multiplayer, historically
correct performance differences among the field of
cars ... well, really, you could just go on about the
things it got ‘right’. But more than that, what it got
right is unquantifiable, really: It literally defined the
market of sim-racing—of ‘simulators’ and not games—
such that the world—in, yes, a very small but, for us,
tangible way—really has never been the same again.
That is why GPL must be, surely, the greatest sim of all
time.

So, remember the part about re-writing the Bible
and the rest of it? Well, this is the arena—filled by very
edgy lions—into which any modder must step should
he want to convert the legend.

AUTOSIMSPORT www.autosimsport.net

continued

But times change—I know because a guy wrote a song
about it once—and PCs get faster, video subsystems get
quicker, driving gear gets more complex—and expensive—
and sooner or later, you look around you and realize that the
old days have come and gone and it's probably time to get
rid of the mullet.

Departure, though—closure, for GPL-addicts—not not,
however, be one of sadness, but one of optimism—the sort
of optimism that a well done GPL mod can bring, the sort of
optimism that comes from the realization that nothing has
to be left behind, and in probably every way there is the
potential for a better experience. Because the truth is, GPL
didn’t invent the cars and sounds of 1967—it just got there
first, and Formula One, in that year, is really what this is
about. Isn'tit?

Slimjim—in an  understandably secret mod
development lab in Minnesota—is the man who has
taken on the task of re-creating 1967 for rFactor.

Many of you are probably already familiar (and if
you're not, this is a good time to try it out) with his superb
KART mod, considered by many to be one of the best
mods to date for rFactor. The KART mod’s authenticity
should come as no surprise, though, because, as slimjim
informed me during our secret talks, he has been an avid
KART racer for around nine years, a fact that becomes
readily apparent even after a short session with the mod.
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continued

Rare indeed is a mod developed by a real-life
participant in the modded class, but in this case ,our good
luck was assured. And with the help of such talents as IDT
members, MaTi from Spain, and Adriano Agusto from Sau
Paolo, along with the Mr. Mod Team, this mod remains
faithful to the real sport in both its look, and, perhaps
more importantly, feel.

Another credit in slimjim’s CV is the new Sprint Car
mod which is a jewel in the rFactor world. Slimjim—and
those who helped him—have created a very convincing,
and very good looking, representation of what are quite
possibly the most powerful cars on the planet given
recent changes in Formula One power plant output
levels. Much like the KART mod, slimjim captures the
essence of the insanity that is a World of Outlaws sprint
car, and all of the mind-bending power to weight ratio
revelations that come with it. For my money, it is every bit
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as good as the Rat Bag offerings in terms of the sheer fun
and excitement of driving. More than that though—it is also
easy to note a trend here; it seems this slimjim fella hangs
out with top shelf quality on a regular basis and has no
problem sharing his talents with the community.

So | should be forgiven for thinking that he had been
slaving away for decades racing and modding sims of one
type or another. Forgiven, because, as | was about to find
out, slimjim is relatively new to this and, much to my
surprise, got his first ‘real start’ a mere three years ago!

“You heard correctly—three years,” slimjim repeated. “My
first two games were Call of Duty, and Grand Prix Legends.
Call of Duty is one of the best, if not the best, shooters ever
done. With Grand Prix Legends, | was a fan of the movie {the
one with James Garner}, and | just like the cars in general.”

| cringed when he told me he started driving GPL with a
converted PS1 gamepad. Madness! | must say this all
impressed me very much—I have had computers for over
twenty years, and have yet to do anything of any real worth
{Bob never lies—Ed}, to be honest, and to learn of what this
guy did in three? Well, some have what it takes, and the rest
of us just write about them.

I am only partially kidding. {Yes, about the writing bit—Ed}

But for those of us who need to place some sort of blame
on what slimjim is up to, we need only look as far as his good
friend Steve Boyer who was largely the reason slimjim got
involved with Grand Prix Legends at all. “Blame me!”
proclaimed Steve during our online testing session, and
we all had a good laugh about it.

AUTOSIMSPORT www.autosimsport.net
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I must say, Call of Duty and Grand Prix Legends are
perhaps the single best examples of each of their respective
genres you could possibly wish for. In the day, Grand Prix
Legends was all there was, and the rest simply wasn't. Well,
at least among the open wheel crowd. | got my first taste of
online racing in the wildly popular—and well done—current
version of the Papyrus NASCAR series at the time( in 1996 |
believe), and never even got my hands on a copy of Grand
Prix Legends until about 2001—well after the initial release,
but just in time to arrive for my first experience to be the
heavily augmented one we all know today. It was eye-
opening to say the least, and held my interest for quite a
while. Long story short—| missed the renaissance in the
genre that was Grand Prix Legends the first time around, like
many others, but thanks to those who loved the sim from
day one, my first experience with it was far above the
original—in terms of appearance and multiplayer
functionality.
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continued

And Call of Duty? | played it when it came out,
loved it to death, and am now playing the second
version on the XBOX 360, and if | could take only one
shooter game to an island exile, Call of Duty would
most likely get the nod.

However you may feel about these two products,
they both represent a defining moment in their
respective genres, although an unwavering—and
probably in many ways unrealistic—insistence on
ultimate difficulty in the case of Grand Prix Legends
practically assured its low sales and consequent death
as a franchise that Papyrus would enjoy with its
NASCAR license using the same engine.

17

Tragic, to be sure, and had Papyrus’ wish—that
drivers be eased into the experience—been accepted
by Sierra, we may all have been anticipating Grand Prix
Legends V this year ...

Now, before | popped the question to slimjim—that
is, before | asked if | could have a car to play with—I
felt it best to find out some more about him, and we
got onto the subject of modding, of all things. In
particular, how modding for Call of Duty is vastly
different than modding for rFactor.

“For a mod to make it into Call of Duty, it has to be
very, very good.” He explained, before adding that,
“online games such as Call of Duty have such a huge
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audience that the mod needs to be as good as it can
be, and in some cases as good as the original product
itself. With the racing sims, this strictness does not
appear to be the case all the time, but then again, the
audience is but a fraction of a popular online shooter.”

What he says makes perfect sense—while it goes
without saying that each and every mod is
appreciated, it also goes without saying that some
mods, be they tracks, cars, or seasons, are simply not at
the level of quality found in certain other mods. There
are many reasons for this, to be sure, but | would say
that the one exception to this rule—for the open
wheelers that is—would be anything to do with Grand
Prix Legends, and its representation in rFactor. | can't
think of a single open wheel effort that will have more
eyes upon it than this one, and slimjim and | both had
a chuckle over just how big the bucket of guts are that
one needs to attempt a GPL mod for rFactor, much less
get it done.

On the other hand, | personally feel that slimjim—or
anyone else for that matter—should have every right
to attempt a mod such as this ... the last | heard, the
true rights to Grand Prix Legends do not belong to a
community member, or even a community group, or
Papyrus, for that matter. And while | can certainly
appreciate a dedicated entity being involved as much
as possible, | would draw the line at any type of, ‘You
can’t do this because it is GPL and only so and so can do
that’—I simply do not go along with that line of
thought. GPL is GPL, as | said—but 1967 is 1967, and
for me, those cars take priority over any simulator.

However, with that being said, a quick glance at the
US Pits thread regarding this mod announcement has
shown plenty of views, and, more importantly—plenty
of help from some pretty big hitters in the community.
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It would appear that not only has slimjim created a
bit of interest, he has perhaps rekindled what, for
many in the community, is a long-lost love affair. A
reuniting, if you will, of one of the greatest sims of one of the
greatest years in Formula One history. Perhaps shaving off
that mullet was a hasty decision after all!

But, | hear you ask ... when are we going to talk about
the mod, Bob? Yes, okay, how about right now?

“At this time, the mod is approximately fifty-to-
seventy percent complete, but a lot of work remains,”
Slimjim told me to me. “The cars need to be mapped, the
physics need to be fine-tuned, and there is currently only
one LOD model.”

On the surface, one might think that it is too far from a
drivable state, but | can tell you for sure that nothing
could be further from the truth. After | finally got my
hands on the mod—currently around sixty megabytes
size—I couldn’t wait to give it a try online and slimjim
setup a server for our testing purposes. Joining us was his
friend Steve Boyer, and we chose Essington as the
battleground.

After about a quarter of a lap, | knew one thing for
sure—it was going to be difficult, if not impossible, to go
back to the original GPL ever again. Bold words,
perhaps—but right away in this mod, it became perfectly
clear that not only was rFactor a great platform for an
endeavor such as this, it had the added bonus of not
requiring a lot of hoops to jump through just to get into
some online trouble. The actual driving of the thing was a
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continued

huge surprise to me—I will admit, | was extremely
skeptical before so much as turning a wheel. As much as |
found the original GPL insanely lacking of grip
sometimes, | nevertheless have always appreciated its
incredible immersion, and its undeniable legacy. Or is it
pedigree? But what slimjim has done at this early stage
seemed to be nearly miraculous, and | can only imagine
how incredible the final piece is 