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This guide is an attempt to share with you the things I have learned over the past months testing and racing NASCAR 4. All discussion is based on the ‘simulation’-driving driving mode without any of the driving aids turned on except auto-clutch*. Rodney Arndt has written an exceptional setup guide so I will focus primarily on driving theories and tips. As you will see, there is some duplication of effort for both of these guides. Rodney and I had started working on these documents independently and ironically, the points that are duplicated are the ones that are probably the most important in regards to driving an N4 stock car.

     *Note: Auto-clutch still requires that you lift off the throttle when up and down shifting or you will eventually blow the motor, strip gears, or completely trash the transmission when using ‘full’ damage.

     All of the theories and opinions expressed herein do not necessarily reflect those of the developer, Papyrus, or any of the other beta testers.

     Just because I don’t talk about the driving aids or the ‘Arcade’ mode does not mean I don’t think they’re fun or useful. As a matter of fact, the arcade mode is an absolute blast! I went round and round with the folks at Papyrus about changing the name Arcade because I thought the hard core simulation fanatics would not give arcade a chance. For reasons I don’t understand, not everyone listens to me all the time (.  I think you’ll see a lot of online leagues using the arcade mode. It really is a lot of fun to drive. Even in arcade mode, you have to take into consideration the new physics so to me arcade mode is still more of a step up realism wise than any other NASCAR simulation currently on the market. Try it. You’ll like it!
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If there is one single key to setting up and driving an N4 stockcar, it’s balance. There are so many external forces acting on the car that sudden and / or extreme input via steering, throttle or braking will result in the loss of several tenths of a second a lap at best and at worst, a wreck potentially ending your and someone else’s day. 

     When I refer to keeping the car balanced while driving, I’m talking about driving it in such a manner that the car does not react violently to input you give it. When I refer to a balanced or neutral setup, I’m talking about a setup that has even tire wear front to back. You’ll notice that to achieve even tire temps, the setup will appear at first to be a little loose. After you’ve put in a few hundred or so laps, you may find that same setup to be a bit tight.
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While the car is is sitting on the scales, it may not appear to be balanced, but what you're looking for is a car that's balanced on the track which is indicated by even tire wear from front to back especially on the right side.
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NASCAR 4 more than any other NASCAR simulation I’ve driven, requires an extremely deft touch on the pedals. The car is driven much more with the pedals than I was certainly used to.  With previous NASCAR simulations you could drive really hard into the corners, braking very late. 
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(This picture was taken from the Dover replay that comes with the game. At this point, I've already let off the throttle a little. This is much, much sooner than I would've let off in N3)
You could also jump back on the gas pretty hard.  You’re going to need to break those habits pretty quickly to successfully negotiate around these tracks.  First thing you’re going to notice is that you have to let off the gas and brake much sooner than you used to. Next, you’ll quickly find out that if your car is setup well that you’ll need to ease on the gas almost all the way out of the corner the first few laps until the tires get some heat into them.  At some tracks, you’ll be able to almost turn into the corners without turning the steering wheel as you slow down. This is due mostly to camber, which Rod discusses in great detail. Now that we’re able to ‘feel’ those 750 ponies, you can use the throttle to turn the car from mid corner all the way out.  
I mention footwork up front because for me, it was the thing I really had to concentrate on and practice in order to run quick laps consistently using a setup that has good front/back tire wear.  Great footwork is something that can also bail you out of trouble. We’ll get to that a little later also. 
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	OK, you’ve read through the boring Intro and you just want to know what I’ve found to be some key’s to hitting that quick lap; Well, it’s pretty simple really, go slow, to go faster. You’re thinking, Oh no, not that old cliché again.  ( 

	
     Here’s what I mean, in order for you and your car to perform it’s best, you have to maintain the car’s balance.  In order to maintain that balance you must do everything in a smooth controlled motion. Newton’s Law of “For every action, there is an equal and opposite reaction.” certainly applies here. So when you get off the gas, do it gently and gradually. Same with the brakes. I’ve found that slower entrances into the corners make for much faster lap times because my car stays settled in and I can start to accelerate sooner with much better runs off the corner than if I’m fighting to get the car down low and compensate for over shooting my let-off/braking points.
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	As always, lower is better. Typically, the less track you use, the less time it takes to get around it.  I’ve been surprised by the fact that a lot of people don’t realize that they could knock 2 tenths off their lap times if they just kept the car a little lower through the corners. Remember though that with getting lower in the corners, you increase your chances of hitting the apron and making a mistake. Go slower in your head to go faster on the track. Have you ever noticed that if you're real emotional/excited, you can't really 

	
 think clearly (focus)? You know you’re focused when everything seems like it’s going in slow motion. Your mind can go a lot faster and allow your reflexes to work naturally if you’re calm and focused. All of the sudden you’re braking later and getting back on the gas sooner because you’ve slowed down to go faster.  In my opinion, if there’s one big difference between a fast driver and a REALLY fast driver, it’s a relaxed mental attitude
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     Another new term that us sim racers will be throwing around a lot now is ‘bite’. With NASCAR 4, you can actually feel the difference in bite coming off the corners. Before it was pretty much just loose or tight. Now you can have a car that’s still somewhat loose coming off the corners but it actually has decent bite. In other words, even though the rear end may feel like it’s sliding some, you’re still getting enough grip that you’re getting through and off the corner quickly. This is another key to a quick lap. As always, the sooner you can get on the gas the better. But you’re going to have to develop the feel for when and how much to get on it and that’s only going to come through practice. At a lot of the tracks, you can light up the rear tires and still make it off the corner but you’ll have lost a lot of time doing that.  Conversely, you’ll lose a lot of time if your car pushes coming off the corners. In addition to poor lap times, if the setup you’re using causes the car to push going into or coming off the corners, your front tires, especially the right front is going to wear out in a hurry. Tire wear is MUCH more of a consideration than it ever used to be.

	
     Counter steer off the corners.  You’re saying huh, these aren’t sprint cars? You’re right but I’ve found that if my car is setup right and if I hit my entry and apex correctly using the pedals and steering, I have to apply some counter steering to get out of the corners cleanly. I’m also putting less stress on the right front tire.
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     As you can see from the above picture, I've started turning the wheel slightly right before I've completely exited the corner. This screen shot was done within the Dover replay that comes with the game so watching the replay will give you a better understanding of what I mean by counter-steering. I'm not cranking the wheel hard right like you would in a sprint car, but I'm done turning left at most tracks well before I've exited the corner
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One of the first things they teach you in Judo is how to fall because you’re going to be doing a lot of that. Chances are with NASCAR 4 you’re going to be slipping and sliding all over the place at first in simulation mode, especially if you’re not using any of the driving aides. I thought now would be a good time to let you know what I’ve found works when trying to save that spin. 
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(While Bob is doing a poor job of keeping things balanced, Matt & the rest of the beta testers go low)  
   Most spins will occur because you’ve entered the corner too quickly causing the rear tires to lose grip. Most of the time, you’ll still have some grip left at the front. You’re natural tendency is going to be to counter-steer against the spin. Unfortunately, this does not always work well at high speeds. I’m not sure why, maybe it has something to do with the radial tires but counter-steering (Turning the wheel right when the car is turning left too quickly) can actually aggravate the spin. What happens is that since your front tires are aimed more in line with the direction you’re supposed to be going while counter steering, the contact patch on the front tires is not reduced laterally but your contact patch has been reduced drastically at the rear wheels. You don’t want the front end to keep gripping with complete loss of grip at the rear end as that is what causes you to loop the car. So what you want to do is actually turn the wheel into the spin. In other words, turn the steering wheel left not right. This will reduce the lateral grip to the front tires causing the front end to lose grip, which with a little brake, will actually straighten the car out in relationship to the turn. If all of this sounds backwards, it is but it works in the simulation. This is something you’ll need to practice a lot. If you do this wrong, you’ll end up spinning the other way and whacking the wall. 

Since this concept is a bit difficult to explain, I've included to very short replays.  Just unzip these into your replay directory and make sure you have the steering wheel checked under Options/Graphics.  

These replays from Michigan show what happens when you get into the corner too fast, you get real loose. In the first replay, notice how as I'm starting to spin, I nudge the wheel left a little and brake slightly, the car starts to correct itself and as it does, I ease off the brakes and start to let the wheel come back a little. I do a fairly decent job of keeping the car low using this method.  In the second replay, I actually counter steer a little while using the same amount of brake. However, even though I do save it, it takes me a little longer to get the car pointed in the right direction and I drift much higher up the track. I also lose a lot more speed.

Getting on the gas to hard coming off the corner will also spin you but the correction for that is really a no-brainer, let off the gas some. Don’t jump off the accelerator as that will continue to upset and already upset car. That’s like antagonizing a scorned woman. Gives me chills just thinking about it (. What it all boils down to in the end is practicing that footwork so you have a better chance of getting your balance back.
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Have you run on each of the tracks in N4? If you’ve only run a couple of dozen at one or 2 of the tracks, don’t even think about starting to tweak your setup. Until you have a really good feel for the car you’re just going to get frustrated trying to figure out what does what and why. The default setups that come with N4 are a very good starting point and you should stick with them until you know and can feel how the car reacts to different situations. The absolute best thing you can do in my opinion is to learn to drive the default setups to their limits before you start tweaking on your own setups. For example, you may think the setup is way to loose entering turn 1. Instead of going in and mucking with the setup, learn to drive the car the way it is. I bet you’ll find that as you get more laps under your belt that the car is actually tight entering turn 1. You’ll also find that these cars run very close to the actual speeds the cup guys do during a race. They may be off a little bit because it’s impossible for Papyrus to keep up with Goodyear and all the different tires they come up with during the racing season. Below, you’ll find a table that has the Fast Laps (FLAP) the cup guys ran in 1999 as well as my own using the 'fast' setup as well as Nim Cross' qualifying times using the 'qualify' setups that come with the game. This should give you some indication of how well you’re doing. Once you’re close to those lap times consistently, then you can study Rod’s setup guide and start tweaking your setup to suit your driving style.

(FLAP's aka Fast laps are not hot laps. They are the fastest lap run under race conditions. Nim's and my laps were recorded at 70 degrees no wind) 
	Track
	WC Qual
	WC FLAP
	Bob FLAP
	Nim Qual

	Atlanta
	28.789
	29.477
	29.724
	28.884

	Bristol
	15.184
	16.263
	16.026
	15.841

	California
	38.697
	40.276
	40.572
	40.038

	Darlington
	28.481
	29.821
	29.593
	 

	Daytona
	47.098
	47.354
	TBD
	 

	Dover
	22.870
	23.789
	23.354
	 

	Homestead
	34.518
	36.331
	35.871
	 

	Indy
	49.705
	52.388
	52.107
	 

	Las Vegas
	31.293
	32.810
	32.629
	 

	Lowes
	29.027
	30.711
	30.396
	 

	Martinsville
	19.969
	20.698
	20.494
	 

	Michigan
	37.918
	39.846
	39.188
	 

	New Hampshire
	28.835
	29.747
	30.192
	 

	North Carolina
	23.167
	23.957
	24.349
	 

	Phoenix
	26.83
	28.178
	28.285
	 

	Pocono
	52.440
	54.212
	54.206
	 

	Richmond
	21.466
	22.098
	22.248
	 

	Sears Point
	70.652
	73.293
	TBD
	 

	Talladega
	51.217
	49.228
	TBD
	 

	Texas
	28.105
	29.232
	29.529
	 

	Watkins Glen
	Rainout
	73.305
	76.214
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The following excerpt is from Dave Kaemmer, Sr. Designer and Engineer for Papyrus, Inc. As the author and person responsible for the physics in all of the Papyrus NASCAR & Indy series games as well as Grand Prix Legends, Dave is considered by most to be the 'Godfather' of simulation racing.

"Here is some general info about setups--your mileage may vary 

Each of the setup items can have several effects, so it is difficult to say, if you change this, this will happen, if you change that, that will happen.  It just doesn't work that way.  What I'm going to give here are the general effects that you will see by changing a particular item.  This doesn't mean that you will see those effects whenever you change that item-you might have something else in your setup that masks your change.  The best analogy I'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.  The most important things to keep in mind are these: 
1.
You want the tires to be at the correct camber while cornering.  The grip falls off noticeably if the dynamic camber (the camber while cornering) is off.  The best grip is obtained with the tire leaning a bit into the turn (i.e. negative camber on the outside wheel, positive on the inside.)  Therefore, you will probably want the edge of the tire on the inside of the turn to be a bit hotter than the edge on the outside of the turn. 
2.
The tires grip best when they are each shouldering their fair share of the download on the car.  When one tire is carrying more than its share, it will seem to have a bit less grip at the limit than the others.  (I.e. two tires carrying 1000 lbs. between them have more grip than one tire carrying all 1000 lbs. by itself.)  This is why the cars carry a lot of left side weight at the ovals.  When a car is cornering, the outside tires are carrying more of the load, and so the overall grip is reduced.  If more of that weight is transferred at the front (because the car has stiffer front springs, or a stiffer sway bar,) then the front will lose more grip than the rear.  We generally want more weight transferred at the front, so that we have some grip left over at the rear for putting down the power. 
3.
You want the car to be neutral in handling-i.e. neither pushing nor loose.  When it's neutral, you should be able to get to full throttle or very close to full throttle coming off the corner, and with the steering centered, the car will be in a nice drift.  You should be able to pull the car into a spin with the steering when at or near full throttle.  If at full lock the car hasn't started a lazy spin, then the car is too tight.  You can really tell from the front to back tire temps--if they are nearly equal, then the car is good. 
4.
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+).  " 
 With the above in mind, some people are going to be good at solving the puzzle and some aren’t going to be so good. For those people that aren’t so good at solving the puzzle or just plain don’t have the time, we’ll continue to post setups on the web page and discuss them in the setup forum.
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Now that you’ve driven hundreds of laps, you should have a pretty good feeling of whether your driving style is like Dale Earnhardt for example, someone who generally likes to stuff the car into the corners a little faster than most, or whether you’re more like Bobby Labonte who’s generally not quite as aggressive and eases his way into the corners conserving gas and tires. Even though Earnhardt has 7 national championships, I prefer the latter style and I think it ‘s more suited to the game because the only thing game can’t totally simulate is the actual G forces you feel in a real car. The point of all this is that you need to have a good understanding of what you want the car to do and what it’s limitations are. The best example is that a majority of you are going to think that the car is very loose going into the corners at first because of the slight pull to the left in the default setups. We can debate forever on how realistic the pull to the left is but there is no dispute that the more the car wants to turn itself the better. You’ll quickly find that the harder you make it to turn in, the harder it’s going to be to get the car good through the rest of the corner. You’ll also come to understand or feel the difference between the car being loose and the car just wanting to turn. Many of you will make the mistake that because the car does not turn in well and you ‘snap’ it into the turn that the setup is loose on entry when it’s actually tight. 

     Before you move onto setting up your own car you’re going to need a clear understanding of what your car wants to do and how you want to change that. Do you have clear & specific goals in mind? If the answer is yes, continue on to Rod’s setup guide. If not, go back and run some more laps.

You really should familiarize yourself with Rod’s Setup Guide at this point. To simulation crew chiefs and even drivers, it's worth its weight in gold!!
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When we get to the track guide section you’ll have to understand that driving styles are going to be quite a bit different from driver to driver. This means setups will be different. I’ve found that I like the car to turn itself as much as possible. That means the car is going to pull to the left down the straights. It also means that you won’t be able to jump off the gas entering the corners. I also like the car to be a little loose on exit. That means you’ll have to use the throttle judiciously coming off the corners especially during the first few laps. I also keep the throttle at a steady state longer than most other people in the middle of the corners. Additionally, I’ve found that if you’re never fully off the throttle or if you ease back on the throttle just as you’re all the way off, you can keep the car from pushing in the middle of the corner. If you’re looking for a setup that you can brake hard going in and jump back on the throttle coming off, you WONT like my setups and my track guides may not be of as much value to you. Mostly, I’ve learned to drive this type of setup because for me, they’re faster over the long run with much better tire wear. All of my setups are based on having the linear slider under the calibration tab set at 50%.
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As far as pit stop entrances go, we’ll discuss the specifics of each track in the corresponding track guide. Generally, you’re going to have slow down a lot more and enter the pits from the back stretch slowing down enough to use the apron or the entry road. Gone are the days where we could dive off turn 4 almost at full speed to enter the pits. A new feature to N4 is that you’re going to have to learn to use the apron on exit and not enter the racing groove until the backstretch or you’ll get a black flag. Other new features include not getting left side tires if you get to close to the wall and even not getting serviced at all if you're outside or not located correctly within your pit box.

The picture below demonstrates where your pit board should be. This is going to take some practice just as in real life getting into & out of your stall quickly & safely. Make sure you use the furthest lane towards the wall when driving up and down pit road.

[image: image15.jpg]



    As far as adjustments go, I have a small table I use to keep things simple;

	Loose on Entry/Good on exit
	Tight on Entry/Good on  Exit
	Loose on Entry/Tight on Exit
	Tight on Entry/Loose on Exit
	Loose on Entry/Loose on Exit
	Tight on Entry/Tight on Exit
	Good on Entry/Loose on Exit
	Good on Entry/Tight on Exit

	Increase RF tire pressure 
	Decrease RF tire pressure
	Raise Trackbar
	Lower Trackbar
	Add Wedge (At least 25 lbs)
	Decrease Wedge (At least 25lbs)
	Lower RR tire pressure
	Raise RR tire pressure


Note: raising the trackbar in the pits only affects the right side.
     Obviously, there are alternatives but I like to have a simple table in front of me when deciding what I need to change during a pit stop. Also, remember that if you are adjusting for a tight condition that’s developed later in the run, it’s partly because of the reduced fuel load and now that you have a full tank, you’re probably going to start your run looser than you did previously.

     If you’re adjusting because of weather, it’s probably because the car is loose coming off turn 2 and tight coming off turn 4 or vice versa depending on which way the wind is blowing. When this happens adjust for whatever is harder for you to control, probably the loose condition coming off turn 2. That means you’re going to have to wait even longer to get on the gas coming off turn 4 because the push there will be even worse. Unfortunately, there’s only so much a crew chief can do so don’t yell at him too much (.
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You just ran a great race, no mistakes, & you did a good job of making the tires last but you still got beat. How & why is that? The why is that the person that beat you understood the art as well as the science of tire management. The how is the art of going faster but keeping your tires as cool as someone else who's going slower.  It's a very simple principle I've been harping on all along, be smooth! It takes a lot of practice and a lot of patience but trust me, you'll go faster with less tire wear if you learn to be smooth as glass. 

        Try this experiment at Dover; Use any setup you want and don't brake going into either corner. Use your normal let off points. Run 10 laps and at each let off point, jump off the gas and make your turn. Now get back on it as quick as you can and try to make the turn as fast as you can. Note your lap times and tire wear.  Now, using the same setup, make your let off points a little sooner than the previous run.  Just before you get to them, ease off the throttle so that you really don't have to let all the way off. Let the sound and view on the monitor allow you to feel the car. Then ease back on the throttle just before you think you should. Really concentrate on using the throttle to turn the car as much if not more than the wheel. If you did this correctly You will really notice how you didn't fight to get the car to the bottom and how snug she stays there. I'll bet you a donut that the second ten laps were quicker and easier on the tires. By the way, I like chocolate glazed crème filled.
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As you can see from the picture above, you can lock up a single wheel while braking, in this case the left front. Get ready guys, I'm coming in to get fresh rubber.
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You've put in a million laps of practice and won some online pickup races. You're starting to get the respect of your peers because of your driving ability, racing knowledge, and etiquette. Now you've been invited to join the league you've been wanting to get into for the last 6 months. Your simulation  racing career is starting to take off and your feeling pretty good about it! But hold on a minute, you haven't run too many races that are more than 10% or 25 laps so now that you're in that prestigious league that runs 50% races, it's time to learn about tire wear.  Tire wear is another one of those main ingredients in the recipe of winning races.  

        The table below illustrates just how important taking care of your tires is in NASCAR 4.  I used the 'fast' setup that comes with the game and made three 49 lap runs. The weather was set at 70 degrees no wind for each run. The first run was pretty much full out, not taking into consideration tire wear at all. I was trying to go as fast as I could and still keep the car on the bottom of the track. As you can see, the first 20 laps of run number 1 are faster than the other two. However, only by about a second and half over run number 3.  At the top of each column, RF means Right Front Tire and the number is the max temperature the middle of that tire reached. Driving full out, the middle of the RF tire reached 235 degrees. I purposely never let  the middle temps in run 2 exceed 210 degrees and 220 degrees in run 3.  Under each column is my time for the corresponding lap in that row. Times show consistency or the lack thereof, much better than speeds.     

           Lets talk about run number 2 first, you can see that of the 3 runs it is the slowest by a long shot, over 9  seconds.  The reason I did this is to show that you can actually baby the car too much. How do you know if you're babying it too much, you ask? I'm getting there, hold on :-)

            Now lets compare runs 1 and 3 and put ourselves into a hypothetical situation; I'm in car 1 and you're in car 3 in our league race at Atlanta. I'm pushing the car hard and at the end of 20 laps I'm pretty happy because I've got a 1.6 second lead over you. I can just barely see you in the mirror. But I haven't taken into consideration that there's some good drivers in this league and there wont be many cautions so we run 30 more laps before a caution comes out. I'm in deep doo doo because you not only pick-up the 1.6 seconds over the next 30 laps, you're  whupping me badly by 8.5 seconds and your tires will take you a full fuel run easy if needed. I've spent my tires and I'm in really big trouble if I don't get a caution and have to pit under green. 

                                       

	
	Run 1
	Run 2
	Run 3

	Lap
	RF @ 230
	RF @ 210
	RF @ 220

	1
	29.763
	29.876
	29.7

	2
	29.465
	29.5
	29.604

	3
	29.375
	29.61
	29.361

	4
	29.408
	29.605
	29.407

	5
	29.38
	29.692
	29.462

	6
	29.458
	30.295
	29.678

	7
	29.475
	30.344
	30.064

	8
	29.607
	30.122
	29.932

	9
	29.686
	30.466
	29.928

	10
	29.762
	30.219
	29.985

	11
	29.879
	30.302
	29.923

	12
	29.862
	30.258
	30.127

	13
	29.915
	30.272
	30.03

	14
	29.967
	30.628
	29.933

	15
	30.152
	30.335
	30.171

	16
	30.234
	30.403
	30.1

	17
	30.099
	30.456
	30.046

	18
	30.163
	30.186
	30.043

	19
	30.278
	30.474
	30.133

	20
	30.243
	30.281
	30.17

	Total time after 20 laps
	596.171
	603.324
	597.797

	21
	30.313
	30.409
	30.194

	22
	30.516
	30.422
	30.278

	23
	30.876
	30.572
	30.19

	24
	30.717
	30.466
	30.227

	25
	30.602
	30.543
	30.295

	26
	30.533
	30.444
	30.298

	27
	30.596
	30.685
	30.283

	28
	30.625
	30.537
	30.29

	29
	30.674
	30.374
	30.298

	30
	30.631
	30.633
	30.438

	31
	30.689
	30.447
	30.327

	32
	30.645
	30.649
	30.354

	33
	30.684
	30.481
	30.321

	34
	30.77
	30.694
	30.613

	35
	30.811
	30.45
	30.378

	36
	30.848
	30.734
	30.472

	37
	31.008
	30.652
	30.556

	38
	30.85
	30.696
	30.461

	39
	30.849
	30.548
	30.654

	40
	30.936
	30.731
	30.588

	41
	31.007
	30.673
	30.541

	42
	30.929
	30.624
	30.611

	43
	31.116
	30.612
	30.702

	44
	31.076
	30.822
	30.64

	45
	31.015
	30.733
	30.711

	46
	31.168
	30.703
	30.668

	47
	31.055
	30.903
	30.85

	48
	31.308
	30.752
	30.854

	49
	31.371
	30.861
	30.918

	Total time  laps 21 - 49
	894.218
	887.85
	884.01

	Total time  49 laps 
	1490.389
	1491.174
	1481.81


         OK, why did I pick 220 and how do you know what the optimum temp of the RF tire should be? 220 just so happens to be a rough target for what both right sides tires should run at on a balanced car.  The real number may vary by 10 or 15 degrees depending on weather but the key is to never let your RF get more than a couple of degrees hotter at the big tracks than your RR. At the smaller tracks as well as California and Las Vegas, you want to keep your RF temps less than the RR for as long as you can but eventually letting the RF get about 5-10 degrees hotter than the RR will be about optimum and insure you get a full fuel run out of the tires.
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Kevin Hamlin is in his 5th year racing and will compete again during 2001 in the NASCAR Raybestos Brakes Northwest Series.
 Here's some things that may help if the car is a pile during the race and it's not time to pit yet:

Car loose in center of turn: Get into the turn sooner. Meaning turn earlier and don't go down the front stretch so far. Cutting the turn short will tighten the car up in the middle.

Car tight in the center of turn: Get into the turn later. Open up your entry. If you bring the car down the straight further, and turn later, you'll have 'diamond' the turn at an earlier spot, get a straighter run off the turn and have helped the loose feeling.

Braking: Sometimes braking at the wrong spot will make the car tight on entry, also. I try and brake while the car is still straight, and lift off the brake while I make my entry. That way the chassis is turning the car and not the brakes.

Car tight on exit: If the car is tight on the exit of the turn one thing that may help it is let it roll through the center of the turn further before picking up the gas. A lot of times a push can be reduced by letting the car coast through the middle for a slightly longer period of time. I've especially noticed this at Richmond.

Anyway, maybe I'm totally wrong here and it will vary from driver to driver but these are some driving tips that have helped me in the past on the track.

-------------------------
- Kevin Hamlin
- www.kevinhamlin.com

