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UKGPL - Rules and

Requlations — as of April 2009

This handbook contains the Rules and Regulations applicable to
racing with UKGPL. The main aim of our league is to have fun racing
but, inevitably, there must be some structure to ensure all racing is
fair and fun. The Sporting Regulations are the most important part -
they cover things ever driver needs to remember immediately
before, during, and after a race.

UKGPL - Staff

Phil Thornton UKGPL Chief Moderator
Jack O'Ferrall UKGPL Membership Secretary

Bully

3.UKGPL Server Master

EvilClive
Kruger Enge
miner2049er 5.UKGPL Server Master

Paul968

Steve Smith 1.UKGPL Server Master
Syd Drake

vosblod 6.UKGPL Server Master
welling

League Structure and Membership

General

This league will be run in a series of divisions based on race
ability as perceived by the moderator.

Each division will have it's own moderator.

New members joining mid season will have to wait for either a
slot to become available in a division or for enough new
members to justify forming a new division.

If a driver is considered much too fast for the entry level
division they may, at the moderators discretion, be moved to
another division. (All points scored in a previous division will
remain in that division and a fresh score-sheet made for the
new division.)

NB. This is not a right and will only be considered in
exceptional circumstances.

@BCL@4005BB3E 07/04/2009 2 of 69



Brief Penalty Guide - refer to guidelines

|Type ISub-type ITypicaI Penalty Notes (refer to UKGPL guidelines for full detail

Rear End Shunt Blatent 2 places Totally shunters fault

Rear End Shunt Simple 1 place Shunter lost control

Rear End Shunt Marginal Warning Victim lost control

Rear End Shunt Avoidable Caution Victim slowed unexpectedly

Rear End Shunt Unavoidable No penalty Victim spun if front of shunter

Side By Side Contact Blatant 2 places No overlap / no allowance for victim

Side By Side Contact Simple 1 place As above + victim error. Penalty to error maker

Side By Side Contact Marginal Warning Driver loses control. Penalty to error maker

Side By Side Contact Contested Racing incident Both drivers on wrong line causing contact

Bad Rejoin Appalling 3 places No consideration for drivers on track

Bad Rejoin Blatant 2 places No consideration but NOT on racing line

Bad Rejoin Inconsiderate 1 place No contact but avoiding action caused

Bad Rejoin Incompetent Warning As above but not in full control

Bad Shift/R Blatant 3 places No consideration for drivers on track

Bad Shift/R Simple 2 places Aware of where but not traffic, contact made

Bad Shift/R Inconsiderate 1 place No consideration but no contact, evasive action

Bad Shift/R Incompetent Warning Consideration of track not traffic. No contact, evasive action
Bad Shift/R Undesirable Caution As above but no yellow flag / slowing down

Bad Shift/R Unfortunate Racing incident No choice eg mass pile-up

Blocking/Weaving Appalling 3 places More than twice, contact NOT required

Blocking/Weaving Blatant 2 places Twice, no contact - Once contact

Blocking/Weaving Simple 1 place Once, no contact

Blocking/Weaving Marginal Caution Once, before overtaker commited, no contact

Ambitious Overtake Impossible 3 places No overlap and no chance of succeeding

Ambitious Overtake Ridiculous 2 places No overlap but would have made conrer

Ambitious Overtake Simple 1 place Overtaker under 50%; overtaker - Overtaker over 100%;overtaken
Ambitious Overtake Marginal Warning Overtaker +100% but not in control

Ambitious Overtake Contested Racing incident Overtaker makes clean pass then crashes

Lack of care approaching incident Total 3 places Clearly visible, stationary cars - no attempt to slow or avoid
Lack of care approaching incident Blatant 2 places Clearly visible, moving cars - no attempt to slow or avoid
Lack of care approaching incident Simple 1 place Yellow flags but cars not 100% visible - no attempt to slow or avoid
Lack of care approaching incident Marginal Warning As above, slowed down but still contact

Lack of care approaching incident Avoidable Caution Yellows/Cars not 100% visible - slowed but still contact

Lack of care approaching incident
Railriding

Railriding

Railriding

Railriding

Failing to take a Stop and Go
Ignoring Blue Flags

Ignoring Blue Flags

Warp Incidents

Warp Incidents

Changing cars after joining server
Changing cars after joining server
Changing cars after joining server

Changing cars after joining server
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No lack of care
Persistent
Excessive
Simple

Marginal

Deliberate
Ignoring
Careless driving
Genuine
Frivolous
Excessive
Simple

Avoidable

Racing incident
Exclusion

3 places

2 places

1 place

Time penalty

2 places

1 place

1 place

Racing incident
Exclusion

3 places

2 places

Caution

07/04/2009

Not visible/difficult to see - considerable slow-down but contact
Continual and deliberate

Consistent at specific track points

Occasional at specific places

Occasional at random places

Not applicable to non-fault Shift/R's

Delibarately ignoring, lapping cars expected

Delibarately ignoring, no lapping cars expected

Protracted overly close driving

Cars length allowed but closed under braking

Continually swapping / several times set in different chassis
Setting times in 3 different chassis

Setting times in 2 different chassis

Setting times in 2 different chassis but one too slow to count
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Poor Driving Standards

In game chat during race/practice
Ignoring Black Flags

First Lap Incidents

Short Pit Stop

Infringement of Technical Regulations
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varies (caution to total UKGPL ban)
Possible warning/caution

Exclusion

Additional 1 place penalty

Time penalty

varies (caution to total UKGPL ban)

07/04/2009

UKGPL does not penalise drivers ability BUT aggressive driving
Possible action if repeated over a number of races

Exception where black flag is not genuine

Extra care to be taken on first lap

3 * seconds gained

See guidelines
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Driving standards

Repeated poor driving standards will not be tolerated. Racing
accidents can and will happen, it is aggressive driving
incidents which can be avoided that will be penalised. The
final decision is up to the moderator of each division.

The severity of the offence will dictate the action taken
against the driver.

Appeals against a decision made by the division moderator
can be made to the chief moderator who will appraise the
incident and give a final verdict in association with the other
division moderators. (If the moderator of the penalised
driver's division is also the chief moderator, the highest
available division moderator will be given the ultimate

decision).

Post-race penalties can include:
o Warning
o Time/position penalty
o Exclusion from the results
o Suspended race ban
o Race ban
o Multiple race ban

o Total ban from UKGPL
Please note that the moderators will also, from time to time,
be reviewing the race replays themselves.
Incidents should be reported using the "Submit an incident
report" link found underneath the published results of the
race.
For all Divisions, only reported incidents are guaranteed to be
reviewed. It is generally up to the moderator to decide how
much time is devoted to reviewing the race in order to
identify unreported incidents. The various options available to
the moderator are described on the Moderating a Race page
(see addendum). In any case if a driver wants to ensure an
incident is reviewed they should submit an incident report
within 3 days of the race.

Since you can only appeal against a penalty if you
have submitted an incident report, if you cause
an incident or think it may go against you it
is just as important that you submit your
side of the story as for the victims.

When submitting an incident report, if you think
warp or the number of cars visible ahead/behind
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was a factor please make sure you attach a zipped
clip of the incident from your personal replay (this
can be attached when submitting your report). If
you forgot to save the replay the mod can't see
the points in your favour so it is in your own
interests to save your own replay. If you disco'd
from the race or were otherwise unable to save a
replay say so in your race report so this can be
taken into account.

Ideally all moderated race results should be
published before the next race for that division; in
the event that a moderator finds themselves
unable to complete the report in time they should
give advance warning to the other mods so that
someone else can complete the report if possible.
Any appeals must be submitted within 7 days of
the moderated report being published.

If you have any questions about what constitutes
a 'fault' incident your first enquiry should be to
your divisional moderator but, as a general rule,
loss of control (related to your level of
ability) is not penalised, but poor decisions
(optimistic passing attempts etc) are.

New members

« New members should send a PM to the club secretary (see
staff list) saying that they wish to join UKGPL and compete in
the events and Register by voting in their chosen Division.
They should include their GPLRank if available by editing their
Driver Details.

Forum

o Joining the forum is the only way you will hear about
upcoming events and be able to register your intention to
drive in them.
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Scoring

Driver Championship

Where not otherwise stated, UKGPL will follow the SRou race
classification rules.

If a driver is disconnected during a race, this is regarded as a
technical failure, and they are awarded points for the position
that GPL shows in the server's race results.

Team Championship

A team may enter as many drivers in each event as it wishes.
Teams must manage their own drivers using the Team
Management page.

Team points are awarded to each driver who has entered on
behalf of a team. The same scoring system as the Driver
Championship is used. Privateers (drivers with no team
affiliation) are ignored when allocating team points.

A driver who moves between teams during a season does not
take their team points with them.

In championship terms teams cannot merge or split. If two
teams merge, all the drivers from the lower-scoring team
should move to the higher-scoring team, leaving their points
behind. A team cannot split, but some drivers may leave to
form a new team, which will start with no points.

Teams are discouraged from entering several
"sub-teams", that is, splitting a large team into A
and B teams.

A team is permitted to change its name.

@BCL@4005BB3E 07/04/2009 7 of 69



Technical Regulations

General

Drivers must use Grand Prix Legends version 1.2. The use of
the DiscoFix patch is strongly encouraged.

Championship races and most other league races will use
bandwidth settings equivalent to 4 ahead and 2 behind.
Drivers are required to download Bart Westra's BWpatch -
place it in the GPL directory and make sure option 1 ("more
cars patch") is applied.

The easiest way to get the required patches is to
use the Grand Prix Legends Preservation Society
installer.

Modification of the GPL executable and data files is only
permitted if the modification does not give a performance
advantage to the driver compared to drivers using a copy of
GPL without the modification. Modifications that have only
cosmetic effects are permitted.

Drivers are strongly discouraged from using traction or
braking help as this severely compromises the car's
performance and introduces a performance gap to unassisted
cars which is both hazardous and not in keeping with UKGPL's
aim of close racing.

Cars

Changing the performance or handling characteristics of any
car, other than by means of the car setup, is forbidden.
Prohibited changes include, but are not limited to, the
following:

changing an engine's power characteristics or weight
changing an engine's fuel consumption

changing which engine each car uses

changing a car's weight and weight distribution
changing a car's size

changing a car's basic suspension characteristics
changing the grip or temperature characteristics of the
tyres

O O 0O 0O o o o
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e The use of any add-on car choice in addition to the standard
cars provided as standard is forbidden.

o A driver may change a car's setup parameters outside of the
range of values permitted by GPL 1.2's built-in setup editor
using one of the publicly available setup tools such as GPL
Setup Manager.

Tracks

« Moadifying the graphics of a track is permitted without
restriction. This includes the creation of additional brake
markers.

» As regards pit lane walls / crossing pit lines during races the
moderators will advise of any restrictions on a race by race
basis.

« Modification of the physical characteristics of the track is not
permitted. Forbidden modifications include, but are not limited
to, the following:

o changing the layout of the track

o changing any part of the track surface to alter its grip
characteristics

o removal or addition of trackside objects with which a car
may come into contact

o changing any parameters which may affect a car's
performance and handling characteristics, for example
track temperature or altitude

« Where an add-on track is being used, if there are multiple
versions of a track with different physical layouts, the race
moderator will state which version must be used.
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Sporting Regulations

General

« When joining a race, please use a driver name which is easily
recognisable so that we can keep the score sheet accurate,
eg. Marc Mercer could use Marc2 Mercer, Marc Mercer2 or
something similar.

If GPL is not recording the driver's lap times in
qualifying, they may disconnect then reconnect
using a slight change in name; this may solve the
problem.

o Once the driver has entered the server their car choice is
made. They may not exit and change car after they have
joined the server. The only exception to this is if WinVROC /
IGOR or the driver accidentally selects the wrong car. In this
case they must exit immediately (without driving any laps)
and change to the correct car.

Any driver who sets a time and then changes car
will be penalized. Please see the Penalty
Guidelines for more details.

In-game chat

o As a general rule, chat is not allowed during league races,
except after all drivers on track have passed the chequered
flag. This applies to both qualification and race sessions.

o The only exceptions to this are "PO" or similar for exiting the
pits, "PI" for entering the pits and "S" to apologize after an
accident. Even using "S" after an accident is not encouraged;
a driver should be able to apologize after the race, any
unnecessary chatting is distracting to the other drivers.

Drivers should not forget that when they have
finished their race it will usually be another
minute or two before all the other drivers have
finished theirs, so they should not start chatting
before everyone has finished.

@BCL@4005BB3E 07/04/2009 10 of 69



Timing and scoring mistakes caused by
network problems

This section is intended to ensure that no driver is
unnecessarily penalized by internet problems such as
warp and clock smashes.

« If a driver gains pole position (or another artificially high grid
slot) because of a warp, they are not required to forfeit this
position.

A driver who finds themselves in an unexpectedly
high grid slot is expected to exercise great caution
at the start, where faster drivers may be "bottled

up" behind them.

o If a driver receives an undeserved black flag  (that is, a black
flag because of a network problem) or is lost by the server,
they may choose to ignore this and continue racing. After the
race, they should inform the moderator, who will check the
replay and reinstate them in the results as appropriate.

Drivers who have been disqualified or forgotten by
the server should remember that other drivers will
not see them on their lap boards, nor be shown
blue flags if they are being lapped, and should
adjust their expectations of other drivers'
behaviour towards them accordingly.

Incidents involving other cars

o If a driver is involved in an incident with another car, they
must report the incident to the division moderator
using the incident reporting system in SRou. The
reporting system can be accessed via a link entitled "Submit
an incident report" that will be made available under the race
results table. Failure to do so will leave the driver with no
appeal against any penalty assessed. The driver should try to
save a replay of the incident if possible, as this will help their
case. These replays can be uploaded onto the incident
reporting system but they should be kept as short as possible
and must always be zipped. The other moderators will then
hold a "stewards enquiry" and decide on any penalties that
may be applicable.
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If a driver hits another driver and causes an
accident, it is suggested that they do not attempt
to wait for them, as this is likely to cause more
problems for drivers who are passing the scene of
the accident as two or more cars all try to rejoin
"in order".

Shift-R (resetting the car)

General Rules

o Shift-R is allowed only in a race, not in practice.

This rule may be relaxed at certain tracks -
usually only the Nurburgring - by the
moderator.

o By default, after a Shift R a time penalty will be applied
after the event (usually 30 seconds). However, the
driver should opt to take a Stop and Go ("SnG") in the
pits. A driver making such a Stop and Go will be exempt
from the time penalty. The length of the time penalty
(and whether or not a longer stop rather than a simple
S&G is required) will depend on the specific rules for the
division concerned.

Such a voluntary Stop and Go must be taken within 2
laps of the Shift-R, and cannot be taken as part of a
normal timed pit stop.

@BCL@4005BB3E

If you are unsure whether you would qualify
for a no-fault Shift R then you can opt to
skip the Stop and Go. If the moderator
decides after the race that you didn't in fact
qualify then he will apply a time penalty
after the race.

The upshot of this is that if you think you
should take a Stop and Go, then it's
probably best to take it as you will lose less
time. If you think that you might not need
to then you should skip it, the worst that
can happen being a loss of a few extra
seconds.
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Please see the Penalty Guidelines or the
specific rules for each division for more
details.

o Drivers should take every precaution to make sure they
rejoin the race without interfering with any other
drivers. This means waiting until there is a sufficient
gap in the traffic before using Shift-R. On lap 1 this may
even mean waiting until the whole field has passed
before using Shift-R.

Any driver who, due to inappropriate use of
Shift-R, causes another car to crash or take
severe avoiding action will be penalised.

Specific Rules for Division 1

o The Master's Cup and Division 1 will be run under PRO
rules. This means Shift-Rs are not allowed at any time.
During a race if a car is so badly damaged the driver
cannot continue, then they must retire. During practice
drivers must return to the pits in order to reset a
damaged car, thus PRO rules makes no different to the
standard UKGPL rule of not allowing resets during
practice (Nurburgring being a possible exception).

o Given that Shift-Rs are not allowed then it is not
possible to stop for fuel/tyres during the race.

Specific Rules for the Historic Trophy

o A driver is required to make a Stop and Go within 2 laps
of any shift R, unless the shift R was necessary as a
result of an incident that was entirely the fault of
another driver. If the driver is culpable in any way and
has not chosen to make a Stop and Go then for
situations where the shift R was taken as a result of an
incident involving another driver, a 15 second time
penalty will be awarded. For situations where clearly no
other car was involved (e.g. mechanical problems or
becoming beached on a banking) a 30 second time
penalty will be awarded.

o For incidents involving another driver, you only have to
SnG if you were in some way responsible for incident. If
you are not sure, DON'T SnG.

A SnG usually costs you about 10 secs so
you only stand to lose a further 5 secs if you
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don't SnG and it turns out to be your fault
(in addition to any place penalties applied).

o For incidents NOT involving another driver then it can't
be anyone's fault but your own. In these cases you
would be well advised to take a SnG.

A SnG usually costs you about 10 secs so
you stand to lose a further 20 secs if you
don't SnG.

o A Shift-R in the pitlane carries no further penalty, this
means that you will be able to stop for fuel/tyres at any
time during the race.

It also means that all drivers need to be
extra careful as they pass the pitlane that
they avoid the respawn area (check in
advance if you are not sure where this is but
as a general rule it's off the racing line).

Specific Rules for Clubman's Cup

o As per Historic Trophy but Shift-R's in the pitlane are
not allowed.

Rejoining the race after an incident

o It is the responsibility of any driver who is returning to the
track to make sure they do not interfere with other drivers.

Rejoining drivers should stay off the racing line
and give way to faster cars until they are fully up
to speed. Rejoining drivers should not attempt to
keep anyone behind them until they are fully up
to speed. Any driver who rejoins a race and,
owing to negligence, causes another car to crash
or take severe avoiding action, will be penalised.

Lapping

o Any driver who is about to be lapped may not deliberately
block or race the lapping driver, and must allow the lapping
driver to pass at the first safe opportunity.

e Any driver intending to lap another car must allow for
warping, the difference in speed (especially under braking),
and must execute any pass safely and without contact.
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Flags and pit signals

Deserved black flags

o A driver being shown the black flag and a "pit in" board
for a genuine offence, such as jumping the start, must
enter the pits and take the penalty. Failure to do so will
result in the disqualification of that driver.

Yellow and green flags

o Drivers have a duty to drive safely and well within their
limits when they have passed a yellow flag. Stay on the
racing line unless it is blocked. Drivers may not
overtake any car they are racing with, until they are
sure they have passed a green flag or they are sure
they have passed the incident and the green flag has
been taken in. (Sometimes a yellow flag is shown when
a car loses and then quickly regains control, so the
green flag may be gone by the time the driver passes
the next marshall).

Racing Etiquette

o All drivers are expected to familiarise themselves with the
GPLAC Recommended Driver Behaviour.

« When starting, each driver must make sure they keep their
car straight and fully in control.

o Drivers must remember that their tyres are cold on lap 1.
They should not attempt any overtaking moves unless they
are sure it is safe to do so.

« Blocking is not allowed, but defensive driving is allowed. If a
driver moves off the racing line before the car behind
attempts to overtake, this is defensive driving. If they move
off the racing line after the car behind has started to move
across to overtake, this is blocking . If a driver is driving
defensively they may move off the line and back onto it only
once per straight/section.

o If an overtaking driver has any part of their car beside
another as they enter a corner, the driver being overtaken
should not move across; they should give the overtaking car
room and go through the corner side by side, or let them
through into the corner and try to re-take them at the exit.

o If a driver is following a slower car, they should remember
that they will brake earlier than the faster car.
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e Any driver who, by not complying with the above rules,
causes another car to crash or take severe avoiding action
may be penalised.

« Persistent driving down the centreline of the track in order to
make passing difficult is not acceptable. The moderators will
take a sensible approach in enforcing this; the idea is to stop
blatant centre line driving, not penalise every possible case.
For most drivers this rule should make racing safer as well as
more fun.

o Sometimes GPL will mistakenly show a driver a black flag. For
example, a warp may cause the server to believe that the
driver has cut the course. A driver being shown a black flag
by mistake is permitted to do one of two things:

o Take the stop and go penalty.

o Carry on racing. The server will mark the driver as
disqualified. The driver should then contact their
divisional moderator after the race, who will examine
the replay and reinstate the driver in their correct
finishing place.

Lapping

o Any driver appearing not to be making adequate use of his
rear view mirrors, or driving in a manner which even
unintentionally appears to hinder or discourage a driver
seeking to move one or more laps ahead may be penalised.

e Any driver not showing adequate care when following or
passing a slower car they intend to lap may be penalised.

Advice for the lapped driver

Deciding on whether a car is lapping you or racing for
position

During the race, a blue flag in GPL indicates that the driver behind
is about to lap you. The blue flags are usually reliable when shown
and therefore should be obeyed unless you have good reason to
believe they are wrong. Blue flags do not always appear however;
thus, any driver has the responsibility to be aware of the status of a
following car regardless of flag signals. There are plenty of
indications as to whether the following driver is racing for position
or is lapping. Ignorance is no justification for unnecessarily holding
up a lapping driver.
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Helpful indications include:

o Pit Board - Time Difference — If the pit board shows the
driver in the position below to be 20seconds behind and yet
you have a faster car on your tail it is almost certain to be a
lapping car Pit Board - Lap Number - If you are only 5 laps
into a race and have not spun, the following driver is unlikely
to be lapping you. If you are 30 laps into the race and the car
behind is closing rapidly, it is most likely about to lap you.
Before the race use the speed difference in qualifying to work
out roughly when you first expect to be lapped.

e Mirrors - Closing speed — If the following car it is catching
you rapidly then it is likely to be lapping you. Use the mirrors
as often as possible to stay aware of what is behind, since
lapping drivers may close very fast.

How to allow a lapping car to pass cleanly

When approached by a faster car, initially just hold your line to
prevent any confusion A valid exception to this is where you have
spotted the car early enough to move off the racing line before they
approach you. Make sure that any such move is made well before
the lapping car is close to give them plenty of time to react. If in
doubt, it is best to hold your line.

If the faster driver then moves alongside in an attempt to pass,
back off just very slightly to make the pass easier. Be aware in this
situation that GPL only shows one following car in your mirrors. If
the pass is in a corner, make sure to give as much room as possible
to the other driver. Because of warping and your limited peripheral
vision, this usually means running right around the outside of a
corner.

If the following car does not pass you almost immediately then try
to allow them to pass at a safe part of the circuit as soon as you
can.

Suggestion 1 — as you brake for a corner stay well to
the outside during the braking stage, then deliberately
run right around the outside of the corner allowing the
faster driver to pass on the inside line.

Suggestion 2 — as you enter a straight (as long as the
following driver is not very close behind) move away
from the racing line, then slow slightly to allow the
faster driver to pass.
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Following these guidelines will allow you let a driver lap you safely,
without hindering them or yourself. At some circuits such as
Monaco, it may require extra care to make this go smoothly.
Ultimately, as long as you have done everything above correctly,
any accident where the lapping driver hits the back of you is likely
to be their fault.

Advice for the lapping driver

The lapping driver takes the majority of the responsibility to make a
clean pass. If you cannot see any guaranteed clean route to pass
the driver then be patient and follow them! Do not make a risky
move even if it means following them for a long period. Anyone
causing an accident through impatience will be penalised severely.

The lapping driver is responsible for following a slower driver at a
safe distance. Slow down when approaching a slower car - the
speed difference may be much larger than you expect. Their lines
and braking points may be totally different to yours and they may
be more likely to make mistakes. Warping will also mean that you
may need to leave extra room. Lapping drivers showing a lack of
care in this situation will be penalised.

Red Flag Situations

o A race will be red flagged by the moderator only if at least
half the drivers are disconnected from the server during lap
one due to network problems. This may mean the race will
have to be rescheduled due to time factors. Start line crashes
will not be red flagged, no matter how many cars are
involved.

o In the event of a mass disconnection or other server problem
the moderator may, at their discretion:

reconstruct the result based on the replay, if available;
declare the race to be red flagged at the end of the
preceding lap and take the final results from that lap; or

o declare the race null and void and arrange for it to be
run again.
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Timed Pit Stops

Stop times

The stop times for each chassis and location (normally the pit lane
itself) will be confirmed by the divisional moderator before each

race.

When To Perform A Stop

A timed pit stop must be taken between 1/4 and 1/2 race
distance (the second quarter of the race). The moderators will
normally allow the maximum leeway where the number of
laps does not neatly divide by four.

If two timed stops must be taken, the second must be taken
between 1/4 and 3/4 race distance, and not on the lap
immediately following the first stop.

Regardless of where the start/finish line is with respect to the
pit lane, taking a stop is regarded as being done at the end of
a lap.

For example: the race is 27 laps; stops must be
taken no earlier than the end of lap 6 (27 divided
by 4 and rounded down) and not later than the
end of lap 14 (27 divided by two and rounded up).

It's generally easiest to reckon in terms of laps to
go; in the above example, the pits would be open
once the lap board read 22 (27 minus 6 plus 1) to
go, and the final lap on which a pit stop could be
made would be when the board read 14 (27 minus
14 plus 1) to go.

For divisions allowing fuel stops, a fuel stop cannot be
combined with the compulsory timed stop(s).

If you are forced to Shift-R in the pit lane during your
compulsory stop (eg. if you crash) you should SnG within 2
laps as usual for a 'fault’ Shift-R.
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How to perform a stop

A corner or two before the pit entrance, issue a "Pit In"
message.

If another driver is close behind the pitting driver, the latter
should consider moving offline and/or raising an arm as a
further warning to the other driver.

If the driver misses the pit entrance or fails to stop within the
pit area, they must go around and try on the next lap.

On entering the pits, the driver should stop in the pit stall
area, not on the entry/exit lane. Normally the pit stall area is
marked by lines but at some circuits there are several sets of
lines (Mexico) whereas at others there maybe none other than
the pit lane marking itself (Albi). In general cars must stop
within half a car's width of the stalls regardless of the
presence of stall markings. The moderator may decide to
penalize a driver who gains an unfair advantage by not
stopping in the appropriate area.

Drivers are not required to stop at their own pit stall; they
must however stop within the stall area and in a position
which does not hinder other drivers who might be trying to
enter or exit the pits.

If another driver is already in the pits, if possible the pitting
driver should stop behind them in case they move off or creep
forward whilst the second driver is trying to find a stall to stop
in; if the pitting driver must stop ahead of another driver, the
pitting driver must leave enough room for the stopped driver
to creep forward a few car lengths.

Drivers are advised to keep the car in first gear, with the
clutch disengaged and the engine revs held at a medium level
for the duration of the stop. This minimizes the risk of GPL
retiring a driver, and is especially important for drivers taking
long stops of 30 seconds or more.

GPL will retire a car which is stationary for 30 seconds, so
drivers doing stops of that time or greater should move
forward approximately four turns of the front wheels, using
medium to high revs (effectively a mini-start), midway
through the stop.

Shortly before exiting the pits, the driver should warn other
drivers that they are about to leave by issuing a "Pit Out"
message.

On exiting the pits, drivers should (where practical) stay off
the racing line until back up to racing speed.
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GPLWait utility

Paul Harrington has written a very useful utility called GPLWait
which allows you to set up two keys, one of which types a "Pit In"
message for you, and the other which does the following:

o Presses F10 (switching the view and providing visual feedback
that pit stop timing has begun.

o Typing a "Pit Out Warning" messages 5 seconds before the
end of the stop.

o Typing a "Pit Out" message at the end of the stop and
pressing F10 again, switching the view back to the original
setting and providing a visual cue to exit the pits.

All the messages, the keys used, and the length of the stop are

configurable. Use of GPLWait isn't mandatory, but it does make
timed stops a lot easier.
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Penalty Guidelines

In order to help drivers understand how penalties are determined
we've decided to publish a set of guidelines used by the
moderators.

Penalties are assessed as a number of places lost rather than a
fixed points penalty. This will be implemented by actually moving
the driver down the finishing order, shuffling other drivers up (much
the same as a time penalty in real world motorsport).

Only incidents reported by drivers are assured of a moderator's
attention. Resets and pit stops will in all cases be checked.

Definitions

Exclusion (DQ)
The driver is removed from the race results and scores no
points. Penalties may still be issued for incidents for the
purposes of the yellow card system.

Retired at point of offence
The driver is treated as having retired at the point where the
offence was committed, and their position adjusted
accordingly. They may still score points. Penalties may still be
issued for incidents after the point of retirement, for the
purposes of the yellow card system.

Typical Incidents

Most incidents encountered in GPL can be assigned to one of the
typical categories listed below. However, no two incidents are
exactly the same and consequently the moderator has some
discretion when awarding a suitable penalty. In general moderators
will be lenient when a driver has tried to do the right thing and
harsh if a driver has shown total disregard for his fellow
competitors. The sort of factors and scenarios a moderator is likely
to consider are detailed below along with typical penalties or
rulings.

Rear End Shunt

A driver is hit from behind
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Side by Side Contact

Cars make side contact either on a straight or in a corner.
Bad Rejoin

A driver tries to rejoin the race after an incident but interferes with
another driver in some way - examples with typical penalties are
here.

Bad Shift R

A driver resets and interferes with other drivers when his car
respawns - examples with typical penalties are here.

Blocking/Weaving

A driver can take a defensive line (normally the inside line on the
approach to a corner) in order to deny a following car of a simple
opportunity to overtake. A driver may not continually change his
line (i.e. weave) in order to prevent (i.e. block) another car from
overtaking - examples with typical penalties are here.

Ambitious Overtake

The overtaking driver has a responsibility to ensure he makes a
clean pass. Drivers who are reckless and attempt to overtake where
there is no clear opportunity will be penalized - examples with
typical penalties are here.

Lack of Care Approaching an Incident

Drivers can cause total carnage by careering into stricken cars and
generating a mass pile-up. Drivers who fail to take account of
yellow flags will be penalized - examples with typical penalties are
here.

First Lap Incidents

Due to the invariably catastrophic impact of first lap incidents

(particularly start line incidents) they will attract an extra 1 place
penalty.
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Failure to make Mandatory Pit Stop

A mandatory pit stop is one that is decreed before the start of a
race rather than as a consequence of an incident in the race (i.e. a
S&G due to a shift-R is not a mandatory pit stop). Typical
mandatory pit stops are those designed to even-out the chassis. A
driver who fails to make a mandatory pit stop will be excluded from
the results.

Short Mandatory Pit Stop

If a driver makes a short mandatory Pit Stop, the moderator will
apply a time penalty equal to 3 times the humber of seconds short.

Incorrect Pit Stop

If a driver makes a pit stop (either mandatory or a S&G due to a
Shift-R) but fails to bring the car to rest in the stalls. The moderator
may decide an unfair advantage has been gained and consequently
a time penalty may be applied equal to 3 times the number of
seconds gained. Where the number of seconds gained cannot be
determined with any confidence, the moderator may decide to
impose a standard 5 second penalty. This is cumulative so a driver
making a late pitstop and failing to stop close enough to the pit wall
may incur two 5 second penalties during the one stop.

Railriding

Railriding is when a driver uses track side objects, typically armco
barriers to control the car. Clearly a driver is not using his skill to

control the car and will not be allowed to gain an unfair advantage
as a result of his actions. Examples with typical penalties are here.

Ignoring shift R restriction

Some divisions limit the number of shift-Rs a driver is allowed to
take during a race. In such cases, should a driver exceed the
number of allowed shift-Rs, they are retired at the point of offence
(i.e. their finish time in the results will be amended to the time they
exceeded their shift-R limit).

Failing to take Stop & Go after Shift-R

In general, every time a driver has to make a shift-R as a result of
their own actions or as a result of mechanical failure then they must
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perform a Stop and Go in the pit lane. The specific rules vary from
division to division and they are covered in detail in the Sporting
Regulations. However, the moderator will invariably apply a time
penalty, as determined by the specific division, each time a driver
fails to make a Stop and Go after a shift-R. Examples where the
time penalty may be rescinded are detailed here.

If a driver makes more than one shift-R on a single lap a separate
Stop and Go would have to be taken for each shift-R. Obviously
each Stop and Go would have to be taken on different laps.

If a driver makes a shift-R on the last lap then, depending on the
layout of the pit lane and position of the finish line, it may be
possible for a driver to take the Stop and Go at the end of the last
lap and cross the finish line in the pit lane. If this is not possible or
the driver elects not to do it then the moderator will apply a time
penalty. If the cause of the last lap shift-R warrants a longer
penalty for a missed Stop and Go, the moderator may waive this in
favour of the shorter time penalty on the basis that the driver did
not have sufficient opportunity to perform the Stop and Go.

Ignoring Blue Flags

Lapped drivers must not interfere with the leaders, the blue flags
indicate to the slower driver that he must allow the faster driver
through. Failure to move over promptly and allow the faster driver
though will probably incur a penalty. However it can be a difficult
issue to moderate since the blue flags do not appear in the replays.
Examples with typical penalties and occasions when they may be
rescinded are detailed here.

Warp Incident

Internet lag is a fact of life in on-line racing. Sometimes cars can
appear to move erratically or even disappear and reappear at
various times in the race. This phenomenon is generally referred to
as warp and can be responsible for a variety of collisions. Typical
examples are detailed here.
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Other Situations where Penalties may be
Awarded

Infringement of Technical Regulations

The technical regulations are there to ensure the racing is fair.
Whilst cheating may be too strong a term, it is self evident that
anyone ignoring the technical regulations is likely to gain an unfair
advantage over the other competitors. The types of infringement
are many and varied; moreover they do not need to be moderated.
If a driver is found to have infringed the technical regulations there
is no room for discretion by the moderator. The types of penalties
awarded for infringements are declared along with the technical
regulation.

Contravention of Sporting Regulations

The Sporting Regulations are there to ensure the racing runs
smoothly and to guard against the unique problems that can arise
in on-line racing. Possible contraventions are many and varied but
they are quite likely to manifest themselves as an incident which
would be dealt with in the normal way. Consequently, there is
generally some room for discretion by the moderator. The types of
penalties awarded for infringements are either declared along with
the regulation or detailed here.

Yellow Card system

A tally will be kept of all the warnings and penalties accumulated by
the drivers. The more you get, the more automatic additional
penalties you will incur. A detailed worked example is here.

The idea is to make warnings and penalties progressively more
expensive so as to deter drivers from committing them in the
future. In theory the moderators have tried to do this in the past
but it was implemented in different ways by different moderators.
This system means everyone knows what to expect, the moderators
can be consistent and hopefully the drivers will make every effort to
avoid even warnings.

@BCL@4005BB3E 07/04/2009 26 of 69



Application of Penalties

For reference, this is how penalties are actually applied to produce
final race positions:

1. Any time penalties are applied to the drivers' road positions,
and the positions re-ranked.

2. Drivers with place penalties have their finishing position
changed. At this point several drivers may be tied, as the final
positions have not yet seen drivers "shuffled up" to fill the
holes where penalized drivers have been moved down.

3. The drivers are sorted based on finishing positions; where
equal, the driver with the smallest penalty is ranked highest.

4. The final finishing positions are then ranked according to the
resorted list, and points allocated accordingly.

Note that when applying place penalties, no account is taken of
where each driver finished on the road.

Drivers Racing Under Suspended Bans

Where a driver picks up a penalty whilst racing under a suspended
ban, the moderator will use their discretion to decide whether or not
that driver should actually pick up the race ban.

Rear End Shunt

This is one of the most common incidents in GPL so there are plenty
of previous cases which have set a precedent.

The key features to consider here are:

 Was the shunter in control?
o Was the victim in control?
« Was the victim holding their normal line and speed?

In all cases, the following car is responsible for maintaining a safe
gap and the driver needs to be cognizant of the possibility of the
lead car slowing for no apparent reason. Typical situations would
be: passing the pit lane entry during the pit stop window and the
early stages of lap one where incidents can occur at the head of the
field out of the sight of the tail enders.
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Typical Scenarios:
Blatant Rear End Shunt: Penalty 2 Places

1. The victim made no mistakes and was driving their normal
line at normal speed. The shunter made no allowance for the
victim whatsoever. The shunter was in full control.

Simple Rear End Shunt: Penalty 1 Place

1. The victim was in full control but braked early (not counting
lap 1) compared with the average for the division. The
shunter had not followed the victim at a safe distance for a
lap or two. The shunter was in full control.

2. The victim had partially lost control before contact and
consequently his line was unusual. The shunter was in full
control.

3. The victim made no mistakes and was driving their normal
line at normal speed. The shunter had lost control on the

approach to the braking zone and consequently braked later
than intended.

Marginal Rear End Shunt: Warning

1. The shunter had followed the victim for a lap or two before
hand and the victim had changed his braking point. Both the
victim and the shunter were in full control.

2. The victim had totally lost control before contact and
consequently his line was unpredicable. The shunter was in
full control.

Avoidable Rear End Shunt: Caution

1. The victim was trying to lap a slower car and the shunter
didn't allow the victim the opportunity to change his line if
necessary. Both the victim and the shunter were in full
control.

2. The victim slowed unexpectedly and the shunter was too close
to take avoiding action. Typical situations could be:

o The victim was preparing to enter the pit lane but
slowed far too early.

o The victim slowed down for an incident for which the
shunter was unsighted.

Unavoidable Rear End Shunt: No Penalty - Racing Incident

1. The victim had performed a shift R and respawned in front of
the shunter.
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2. The victim had totally lost control, left the track and bounced
back on coming to rest in front of the shunter.

Side by Side Contact

The limited lateral view in GPL makes incidents of this type very
likely. However they can be avoided if drivers are cognizant of the
position, or expected position, of other cars. This requires the
development of a sixth sense to be sure where all the other cars
are, especially on the first lap. However, if in doubt drivers should
always leave room.

The key features to consider here are:

e Was the shunter in control?
o« Was the victim in control?
« How much overlap had been achieved?

Typical Scenarios:
Blatant Side by Side contact: Penalty 2 Places

1. On a straight, the overtaking car moves out to overtake but
cuts back in too early. The victim made no mistakes and was
driving their normal line at normal speed. The shunter made
no allowance for the victim whatsoever and was in full control
when the incident took place. There was no loss of control.
Penalty for overtaking driver.

2. On a straight, the overtaking car moves out to overtake,
maintains his line and has achieved 100% overlap but the
overtaken driver moves across into him. There was no loss of
control. Penalty for overtaken driver.

Simple Side by Side contact: Penalty 1 Place

1. On a straight, the overtaking car moves out to overtake but
cuts back in too early. There was some loss of control. Penalty
for overtaking driver.

2. On a straight, the overtaking car moves out to overtake,
maintains his line and has NOT achieved 100% overlap but
the overtaken driver moves across into him. Penalty for
overtaken driver.

3. On a straight, the overtaking car moves out to overtake and
both drivers drift off line. Penalty for both drivers.

4. In a corner, after a legitimate overtaking attempt the cars end
up side by side. One driver moves over instead of staying on
their own side of the track. Contact is made. Penalty for driver
that moves over.
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Marginal Side by Side contact: Warning

1. In a corner, after a legitimate overtaking attempt the cars end
up side by side. One driver looses control and strays from
their side of the track. Contact is made. Warning for driver
that moves over.

Contested Side by Side contact: Racing Incident

1. In a corner, after a legitimate overtaking attempt the cars end
up side by side. Both drivers move over instead of staying on
their own side of the track. Contact is made. Racing Incident.

Bad Rejoin

This seems to happen regularly at all levels. The primary objective
of the moderator is to establish how inconsiderate the rejoining
driver was. A rejoin can only be considered bad if an incident (or
potential incident which caused another driver to take avoiding
action) took place. It is quite feasible for a driver to have a
complete grasp of his position on the track relative to the rest of the
field. It may be that he is dead last on the first lap or is using an
add-on like Pribluda and he knows there is a very large gap behind
him. In such cases it would be acceptable for the rejoining driver to
drive straight back onto the track.

Factors to consider here are:

« Was the joiner unable seen the victim due to circuit
topography?

o Did the joiner rejoin carefully and gradually?

o Was the victim accounting for the Rejoin?

o Did the 1 behind problem affect the incident?

Typical Scenarios:
Appallingly Bad Rejoin: Penalty 3 Places

1. The rejoining driver was in full control and drove straight back
onto the racing line without any consideration for other
drivers and contact was made.

2. The rejoining driver was in full control and drove straight back
onto the racing line without any consideration for other
drivers. Contact wasn't made but only because the following
driver took drastic avoiding action that effectively caused him
to crash.

Blatant Bad Rejoin: Penalty 2 Places
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1. The rejoining driver drove straight back onto the track, but
not the racing line, without checking for other cars and
contact was made.

2. The rejoining driver drove straight back onto the track, but
not the racing line, without checking for other cars. Contact
wasn't made but only because the following driver took
drastic avoiding action that effectively caused him to crash.

3. The rejoining driver was NOT in full control but nevertheless
attempted to drive straight back onto the racing line without
any consideration for other drivers and contact was made.

Inconsiderate Bad Rejoin: Penalty 1 Places

1. The rejoining driver was in full control but nevertheless drove
straight back onto the track without leaving enough room for
other cars. Contact was NOT made but other drivers had to
take avoiding action.

Incompetent Bad Rejoin: Warning

1. The rejoining driver was NOT in full control but drove straight
back onto the track without leaving enough room for other
cars. Contact was NOT made but other drivers had to take
avoiding action.

Bad Shift R

This happens with regular monotony. It is one of the rare occasions
when a driver is in full control of the situation, he cannot blame a
bad shift R on the actions of others. Drivers quite often rush into
performing a shift R when they should wait and assess the situation
first.

The key features to consider here are:
o Did the driver manoeuvre his damaged car to a place where
he knew his car would respawn off the racing line?
o Did the driver wait until he was sure there were no
approaching cars before he took a shift R?
Typical Scenarios:

Blatant Bad Shift R: Penalty 3 Places

1. The resetting driver did not consider where his car would
respawn and was not cognizant of approaching cars. Contact
was made because other drivers had no chance of avoiding
the respawned car.
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Simple Bad Shift R: Penalty 2 Places

1. The resetting driver DID consider where his car would
respawn but was unaware of any other cars (couldn't see or
hear, or expect another car to be near). Contact was made
because other drivers had no chance of avoiding the
respawned car.

2. The resetting driver did not consider where his car would
respawn and was not cognizant of approaching cars. Contact
was NOT made but other drivers, who had slowed down for
the yellow flags, had to take drastic evasive action.

Inconsiderate Bad Shift R: Penalty 1 Place

1. The resetting driver did not consider where his car would
respawn and was not cognizant of approaching cars. Contact
was NOT made but other drivers, who had NOT slowed down
for the yellow flags, had to take evasive action.

Incompetent Bad Shift R: Warning

1. The resetting driver DID consider where his car would
respawn but was unaware of any other cars (couldn't see or
hear, or expect another car to be near). Contact was NOT
made but other drivers, who HAD slowed down for the yellow
flags, had to take drastic evasive action.

Undesirable Bad Shift R: Caution

1. The resetting driver DID consider where his car would
respawn but was unaware of any other cars (couldn't see or
hear, or expect another car to be near). Contact was NOT
made but other drivers, who had NOT slowed down for the
yellow flags, had to take evasive action.

Unfortunate Bad Shift R: Racing Incident

1. The resetting driver had no choice. The most likely scenario
for this incident is a mass crash at turn 1 on lap 1 where
respawned cars are likely to be hit.

Blocking/Weaving

The guidelines are consistent with the long standing rule in "Racing
Etiquette" which governs blocking and weaving. This means moving
off the racing line and then back on is not blocking providing it is
NOT done in response to the movements of the following car. Also a
following car would have to be in a position to overtake for any
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move by the lead car to be classed as blocking. The lead car cannot
be blocking if the following car is a long way back (as a guide 5 car
lengths or more would be a long way back). "Committed to his line"
means no opportunity to change lines before the braking zone.

The key features to consider here are:

» Did the blocker change line once, twice or many times?

o Did the blocker move before the victim was committed to his
change of line?

« Taking a defensive line does not constitute blocking.

Typical Scenarios:
Appalling Blocking/Weaving: Penalty 3 Places

1. The blocking driver continually (i.e. more than twice) weaved
from side to side in response to the following cars movements
thus taking every opportunity to block. Contact doesn't need
to be made.

Blatant Blocking/Weaving: Penalty 2 Places

1. The blocking driver changed his line TWICE in RESPONSE to
the following cars movements thus blocking on two separate
occasions. Contact doesn't need to be made.

2. The blocking driver changed his line in RESPONSE to the
following car's movement and after the following car was
committed to his line. Contact is made.

Simple Blocking/Weaving: Penalty 1 Place

1. The blocking driver changed his line ONCE in& RESPONSE to
the following car's movement and AFTER the following car was
committed to his line. No contact is made.

Marginal Blocking/Weaving: Caution
1. The blocking driver changed his line ONCE in RESPONSE to

the following car's movement but well BEFORE the following
car was committed to his line. No contact is made.

Ambitious Overtake
The key to determining whether an incident is an ambitious
overtake or not is simply down to how far back the overtaking

driver was when he began the move and whether he achieved some
overlap at turn-in. Occasionally a driver may jump at an
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opportunistic moment to attempt a pass that was not really on,
perhaps when the leading car makes a small mistake but then
recovers almost immediately. Such an occasion could also be
classed as an ambitious overtake.

Some discretion may be afforded if there was a vast difference in
ability between the drivers and whether or not the overtaking driver
would have made the corner.

Typical Scenarios:
Impossibly Ambitious Overtake: Penalty 3 Places

1. The overtaking driver had not achieved any degree of overlap
at turn-in. The overtaking driver would NOT have made the
corner. Penalty for overtaking driver.

Ridiculously Ambitious Overtake: Penalty 2 Places

1. The overtaking driver had not achieved any degree of overlap
at turn-in. The overtaking driver WOULD have made the
corner. Penalty for overtaking driver.

Simple Ambitious Overtake: Penalty 1 Place

1. The overtaking car had NOT achieved a 50% or greater
overlap at the point of turn-in. There was no loss of control by
either driver. Penalty for overtaking driver.

2. The overtaking car HAD achieved a 100% or greater overlap
at the point of turn-in. There was no loss of control by either
driver. Penalty for overtaken driver.

3. The overtaking driver had not achieved any degree of overlap
at turn-in. The overtaken driver did NOT contest the place.
The overtaking driver made a clean pass but subsequently
crashed trying to make the corner. The overtaken driver then
gets caught up in the carnage. Penalty for overtaking driver.

Marginal Ambitious Overtake: Warning
1. In a corner, the overtaking car HAD achieved a 100% or
greater overlap at the point of turn-in but the driver was not
in full control but WOULD have made the corner. Warning for
overtaking car.

Contested Overtake: Racing Incident
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1. The overtaking car had achieved a 50% or greater overlap but
not 100% or greater at the point of turn-in and both drivers
were in full control.

2. The overtaking driver had not achieved any degree of overlap
at turn-in. The overtaken driver DID contest the place by
taking a defensive line. The overtaking driver made a clean
pass but subsequently crashed trying to make the corner. The
overtaken driver then gets caught up in the carnage.

Lack of Care Approaching an Incident

This can be a very difficult situation to moderate. Lack of care
generally corresponds with speed approaching an incident. It should
be obvious from the replay whether or not a driver slowed down but
much more difficult to ascertain the visibility of the yellow flags.

The key features to consider here are:

« Was a yellow flag not seen or unclear/v small?

« Was a very slow or stopped car visible?

o Did the unexpected happen?

o Did the driver slow down or modify his line to account for the
incident?

Typical Scenarios:
Total Lack of Care: Penalty 3 Places

1. The yellow flags were clearly visible. The cars and debris from
the incident were clearly visible. The cars from the incident
were either stationary or moving very slowly. The
approaching driver made no attempt to slow down and
contact was made with the cars from the incident.

Blatant Lack of Care: Penalty 2 Places

1. The yellow flags were clearly visible. The cars and debris from
the incident were clearly visible. The cars from the incident
were moving or would clearly need to reset to continue. The
approaching driver made no attempt to slow down and
contact was made with the cars from the incident.

Simple Lack of Care: Penalty 1 Place
1. The yellow flags were clearly visible. The approaching driver
was unsighted because of circuit topography, other cars or

bandwidth limitations (i.e. number of cars that are visible).
The cars from the incident were moving or would clearly need
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to reset to continue. The approaching driver made no attempt
to slow down and contact was made with the cars from the
incident.

Marginal Lack of Care: Warning

1. The yellow flags were clearly visible. The approaching driver
was unsighted because of circuit topography, other cars or
bandwidth limitations (i.e. number of cars that are visible).
The cars from the incident were moving or would clearly need
to reset to continue. The approaching driver slowed down but
contact was made with the cars from the incident.

Avoidable Lack of Care: Typical Caution

1. The yellow flags were difficult to see. The approaching driver
was unsighted because of circuit topography, other cars or
bandwidth limitations (i.e. nhumber of cars that are visible).
The cars from the incident were resetting or driving
unpredictably. The approaching driver slowed down but
contact was made with the cars from the incident.

No Lack of Care: No Penalty - Racing Incident

1. The yellow flags were not visible. The approaching driver was
unsighted because of circuit topography, other cars or
bandwidth limitations (i.e. number of cars that are visible).

2. The yellow flags were difficult to see. The approaching driver
was unsighted because of circuit topography, other cars or
bandwidth limitations (i.e. number of cars that are visible).
The cars from the incident were resetting or driving
unpredictably. The approaching driver slowed down
appreciably but contact was made with the cars from the
incident.

Railriding

It is impossible to moderate this type of behaviour from reviewing a
single incident. Some of the moderating techniques which rely on
analyzing GPL Race Analyzer reports or graphs derived from them
will not identify this problem. The only way to confirm railriding is to
carry out a comprehensive race review. This is documented as
Method 1 on the pages describing how to moderate a race.

Typical Scenarios:

Persistent Railriding: Exclusion
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1. Continual deliberate railriding at every opportunity.
Excessive Railriding: Penalty 3 places

1. Consistent railriding at specific places on the lap.
Simple Railriding: Penalty 2 places

1. Occasional railriding at specific places on the lap.
2. Persistent hitting of barriers.

Marginal Railriding: Penalty 1 place
1. Occasional railriding at random places on the lap.

Failing to take Stop & Go after Shift-R

The driver may be entitled to a No Fault Shift R and the penalty
waived.

Typical cases where this might apply are:

1. Massive warp, causing a car to appear suddenly in front of or
on top of the victim's car.

2. A blatant rear end shunt where the victim had been in
complete control of the car up to the impact.

3. Another car suddenly rejoins the track without warning,
leaving no opportunity for the victim to take evasive action.

4. The victim is hit by a flying or bouncing, etc, loose canon car
that was involved in its own or other incident but collected the
victim as well.

Cases where it would NOT apply are:

1. A racing incident; for example, the driver is knocked off the
track during an overtake.

2. An incident occurs ahead which the victim runs into.

3. The victim is rear ended after partly losing control into/during
a corner. Losing control here means running significantly
wide, getting sideways and scrubbing off much more speed
than usual, etc.

4. The driver makes a mistake on their own, for example,
blowing their engine or crashing after a loss of control.
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Ignoring Blue Flags

Moderating this issue is complicated by the fact that blue flags are
not recorded on the replays. Consequently moderators need to use
discretion in all cases.

Typical Scenarios:
Deliberately Ignoring Blue Flags: Penalty 2 places

1. The lapped driver clearly ignored the blue flags on several
occasions. Good opportunities to let the lapping driver
through were ignored. The lapping driver had not been lost by
the server (hence blue flags and pit board signals were valid).
The lapped driver should have reasonably expected another
car to be behind and much quicker at this stage in the race.

Ignoring Blue Flags: Penalty 1 place

1. The lapped driver clearly ignored the blue flags on several
occasions. Good opportunities to let the lapping driver
through were ignored. The lapping driver had not been lost by
the server (hence blue flags and pit board signals were valid).
The lapped driver may not have expected another car to be
behind and much quicker at this stage in the race.

Warp Incidents

In on-line racing, each driver runs GPL as a client. The client
manages the graphics, car dynamics, game controller (i.e. steering
wheel) and collision engine for its driver's car. In addition the client
exchanges positional data with the server. Each client tells the
server where its driver is (X, y, z coordinates, speed etc) and in turn
receives similar data back from the server about all the other
drivers. With good connections this exchange of information is
seamless but if there is a delay in transmission or loss of data at
any stage a phenomenon commonly known as warp occurs. When
the server doesn't provide all the data about another car, the client
may decide to ignore the other car (in which case the car
miraculously disappears) or it decides extrapolate and guess where
the other car has gone (if it guesses wrong the other car will appear
to jump about once normal data flow has been reinstated). In
general, severe warp will result in cars disappearing and
reappearing whereas mild warp will just make other cars appear to
be moving erratically.
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In a situation where two cars are traveling line astern under
braking,if the lead car client looses some data it may extrapolate
the position of the following car to compensate. This can be a
problem since GPL uses the last known speed of the following car
and doesn't take into account the fact that the following driver may
be braking heavily. Consequently the lead car client thinks the
following car is going faster than it actually is and it may decide to
register a collision. Neither the following car client nor the server
will register a collision since they were aware of the true position of
the following car. This is an example of a warp incident under
braking.

A similar situation occurs when two cars are traveling line astern
but this time under acceleration. In this case if the following car
client looses data then it may decide the leading car has stopped
accelerating (it effectively extrapolates a position using the last
know speed of the lead car). In which case the following car client
will assume the following car closes rapidly on the lead car and a
collision may be registered. In this case the following car client will
register the collision, but the server and the lead car client will not.
This is an example of a warp incident under acceleration.

For an incident to be classed as a warp incident there must be no
evidence of the contact registered on the victim's client replay being
present on the server replay. The server replay will of course show
the victim's car crashing out but there should be no evidence of
actual of contact.

Driving techniques which reduce the risk of warp are described in
the GPLAC Recommended Driver Behaviour. In essence it is
advisable not to drive too close and probably a good idea for
following drivers to position their car slightly left or right so that it is
visible in the leading car's mirrors rather than line astern and
consequently in the leading car's blind spot.

Typical Scenarios:
Warp Incident Caused by Careless Driving: Penalty 1 Place
1. Prior to the warp incident, the following car was driving inches
from the gearbox of the leading car for a protracted length of
time rather than momentarily as would be the case as part of
a genuine overtaking attempt.

Genuine Warp Incident: No penalty - Racing Incident

1. Prior to the warp incident, the following car was driving no
closer than a car's length from the leading car but then closed
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up under braking, possibly due to the leading car braking
early.

Contravention of Sporting Regulations
Changing Cars after Joining Server

The primary goal of this rule is to prevent drivers continually
swapping chassis depending on what the other competitors are
choosing. The drivers can do this to some extent anyway by waiting
in VROC until everyone else has joined and then making a decision
on what chassis to take. The effect that setting a time and then
changing chassis has is less predictable. The server may reserve a
place on the grid for someone who set a time in a chassis which
they subsequently abandoned in preference to another. Given that
the effect on the server and consequently on other competitors is
unpredictable, the award of penalties must be at the discretion of
the moderator.

Typical Scenarios:
Frivolous Car Changing: Exclusion

1. Setting several times in various chassis.
2. Continually swapping between different chassis.

Excessive Car Changing: Penalty 3 Places
1. Setting times in 3 different chassis.
Simple Car Changing: Penalty 2 Places.
1. Setting times in 2 different chassis.
2. Leaving the pits in 3 or more chassis but only setting a time in
one.
Avoidable Car Changing: Caution.
1. Setting times in 2 chassis but one was so slow to be well off

the back of the grid.
2. Leaving the pits in 2 chassis but only setting a time in one.
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ADDENDUM
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Yellow Card Example

A warning is worth 1 yellow card point. A penalty is worth 2 yellow
card points. Each incident is assessed on it's own merits; the
severity of previous incidents are not considered when determining
whether or not an incident constitutes a warning, a penalty or
simply a caution.

Every 2 yellow card points a driver has above 2 will automatically
incur an extra lost place on subsequent penalties and warnings.So
to take an example (rather extreme but it illustrates the
mechanism):

Race 1.

Offence 1, WARNING given, no penalty
driver has 1 yellow card point

Offence 2, PENALTY given, 2 places lost
driver has 3 yellow card points

Offence 3, WARNING given, no penalty
driver has 4 yellow card points

Race 2.

Offence 1, WARNING given, 1 place lost for previous yellow card
points

driver has 5 yellow card points

Offence 2, CAUTION given, no places lost for previous yellow card
points

driver has 5 yellow card points

Offence 3, PENALTY given, 2 places lost + 1 extra for the 5 yellow
card points = 3 places

driver has 7 yellow card points

Race 3.

Offence 1, WARNING given, 2 places lost for the 7 yellow card
points

driver has 8 yellow card points

Offence 2, PENALTY given, 2 places + 3 extra for the 8 yellow card
points = 5 places

driver has 10 yellow card points

(Total of 13 places lost)It may be easier (at least for the footballing
fraternity) to think of a red card being equal to 2 yellow cards.
Drivers effectively get a yellow card for a warning and a red card for
a penalty. Each red card a driver holds amounts to an extra place
penalty for subsequent warnings and penalties.
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Moderating a Race

General

The purpose of moderating the races is to ensure the rules are
adhered to for the benefit of the drivers. This page details the
moderating process and should help drivers understand how
moderating decisions are arrived at. There are several ways to
moderate a race but only three are covered here. The method
employed will depend very much on the time available to a
particular moderator. When moderating there is a trade-off to be
made between comprehensive analysis and speed. It isn't in
anybody's interests to ignore or overlook flagrant violations of the
rules and yet pontificating ad infinitum over a minor transgression
may delay the confirmation of a race result beyond the next race in
a series. This is equally undesirable, particularly at the end of the
season, as drivers like to know where they are in the standings at
the outset of each race.

The method, or combination of methods, used to moderate a race is
entirely at the discretion of the moderator. However it is expected
that races from the lower divisions, particularly the Clubman's Cup,
will be moderated more thoroughly to ensure the drivers new to
UKGPL are maintaining the required standards.

Notes:

When reviewing a race it is useful to run GPL in a window. That way
you can still read the driver's incident reports and make notes
electronically as you review the race. To run GPL in a window edit
the core.ini file so that the fullScreen variable is set to 1 (i.e.
fullScreen = 1). GPL only runs in 16 bit graphics so you will have to
ensure your graphics card is set to display 16 bit colour and nothing
more (otherwise the GPL window will probably appear blank or
severely distorted).

The correct camera angle is vital when reviewing an incident. It is
very difficult to judge who did what if the moderator does not have
a clear view. It is possible to change the default camera views and
there are utilities available which simplify the process (e.g. GPL Car
Cam Editor). However some ready modified car cam angles can be
found here. The overhead view is particularly useful when trying to
determine how much overlap a driver had at turn in.
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Method 1 - Comprehensive Race Review

The moderator downloads the server replay and reviews the race
from each drivers perspective noting down any incidents and
transgressions of the rules. Replaying the race from the chase view
at 8 times normal speed normally ensures all incidents are caught
without taking too much time. Each incident is re-reviewed from
various perspectives to ensure a fair interpretation of the event. The
pit stop times are checked by noting the time the car stops then
fast forwarding the replay until the car starts to move, again a note
is made of the time. The length of the pit stop can then be
calculated from the noted times.

Advantages

o Very thorough.
e Most rule transgressions identified easily.

Disadvantages

e Very time consuming.

Method 2 - Textual Reports from GPL
Replay Analyser

The moderator downloads the server replay and processes it using
GPL Replay Analyser. The drivers lap times recorded in the
"Complete Race Report" are examined in order to identify any slow
laps. If a driver's laps are consistent to within a few hundredths of a
second it is highly unlikely that he has been involved in any
incidents. For races requiring pit stops there will be at least two
slow laps, the slowing down and speeding up laps. Whether the pit
stop is included in the slowing down or speeding up lap will depend
on where the pit stop took place in relation to the finishing line. A
note is taken of all the laps which where significantly slower than
the drivers fastest lap (not the average lap time). What to regard as
significantly slower  depends very much on the driver's ability. The
most talented drivers can keep a consistent race pace to within a
few tenths of a second a lap whereas the less experienced drivers
may vary their lap times by a half or even a full second on
consecutive laps by simply by varying their braking points or taking
different lines. If two or more drivers are slow on the same lap,
particularly if they are several (or even tens of seconds) slower, this
is indicative of a potential incident. All the drivers slow laps and any
potential incidents are noted. The "Mechanical Race Report" can be
used to identify shift Rs.
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The slow laps and suspected shift Rs are then reviewed manually
using the GPL replay facility. Any identified incidents are reviewed
from various perspectives to ensure a fair interpretation of the
event. The pit stop times are checked by noting the time the car
stops then fast forwarding the replay until the car starts to move,
again a note is made of the time. The length of the pit stop can
then be calculated from the noted times.

Advantages

o Easy to identify catastrophic incidents.

 Some rule transgressions identified easily (in the report
analysis).

« Most Shift-Rs are identified in the reports.

o Can be reasonably quick, especially for a clean race.

Disadvantages

o Minor incidents which don't result in a lot of lost time can be
missed.

« Some Shift-Rs are missed by the report generator.

o Some rule transgressions, such as the Kyalami pit wall patch,
can be missed.

Method 3 - Graphical Reports from GPL
Replay Analyser

The moderator downloads the server replay and processes it using
GPL Replay Analyser. Either the "Graphical Race Report" is used
directly or the "Complete Race Report" is processed by a utility in
order to produce a graphical view of the race. A utility, written by
Colin MacDonald, which generates a Microsoft Excel chart from a
"Graphical Race Report" is available in the files section of the
moderator's forum. Unfortunately the utility is currently
unsupported.

The charts are examined for the tell-tail signs of an incident. For
example where 2 cars are shown to be close together and then one
or both seem to loose a lot of time, could indicate an incident has
taken place. Where a car looses time on it's own it is more likely
down to a pit stop or it could be a simple driver error. Potential
incidents are noted.

The laps containing potential incidents and suspected shift Rs are

then reviewed manually using the GPL replay facility. Any identified
incidents are reviewed from various perspectives to ensure a fair
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interpretation of the event. The pit stop times are checked by
noting the time the car stops then fast forwarding the replay until
the car starts to move, again a note is made of the time. The length
of the pit stop can then be calculated from the noted times.

Advantages

« Easy to identify catastrophic incidents.

o Some rule transgressions identified easily (in the report
analysis).

o Most Shift-Rs are identified in the reports.

o Can be reasonably quick, especially for a clean race.

Disadvantages

e Minor incidents which don't result in a lot of lost time can be
missed.

« Some Shift-Rs are missed by the report generator.

 Some rule transgressions, such as the Kyalami pit wall patch,
can be missed.

Method 4 - Reported Incidents

The moderator downloads the server replay and reviews the
incidents reported by the drivers. Each incident is re-reviewed from
various perspectives to ensure a fair interpretation of the event.
Once again the pit stop times are checked by noting the time the
car stops then fast forwarding the replay until the car starts to
move, again a note is made of the time. The length of the pit stop
can then be calculated from the noted times. The number of Shift-
Rs needs to be checked, probably using GPL Replay Analyser.

Advantages
« Very quick.

Disadvantages
» Relies on drivers to report incidents.
o Rule transgressions easily missed.

« Some Shift-Rs are missed by the GPL Replay Analyser report
generator.

@BCL@4005BB3E 07/04/2009 46 of 69



SROU RACE CLASSIFICATION RULES - note specific UKGPL
rules take priority

o Sporting Regulations
o Race Classification
Championship Format
Procedures
Incidents and Penalties
Driving Standards
General
Use Of Track Surface
Pit Lane Discipline
Use of Lights
Qualifying Etiquette
Passing
Rejoining After An Incident
f In-Game Chat
o Technical Regulations
o Penalty Guidelines

O O o o
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« Race classification will be as shown in the server exports.
The moderators may in the case of a clear error in the exports
correct the results manually.

o The championship formats are described on the home page
for each series.
Individual scoring systems can be checked by clicking the
'scoring' link next to the championship table titles.
o In the event of a tie on points, the following criteria will be
applied in order:
o Number of events entered within the championship
Best finish in class
Best finish overall
Best qualifying position in class
Best qualifying position overall
Most number of wins in class, or 2" places if tied on
wins, and so on down to 6™ place.
o Most number of wins overall, or 2" places if tied on
wins, and so on down to 6™ place.
o Most number of class poles in class, or 2" place
qualifying if tied on poles, and so on down to 6 place.
o Most number of class poles overall, or 2" place
qualifying if tied on poles, and so on down to 6 place.

O O O O o

If none of the above resolve the tie then it will remain.
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Joining Events

Drivers who are full time members of the series should
attempt to join an event at the start of the Practice session.
Drivers who are reserves should not join until all full time
drivers are on the server

Drivers joining in the middle of a session should remember
that other drivers may not be able to see them if they join the
track.

Drivers are strongly discouraged from leaving an event and
rejoining with a different car.

Finish Procedure

Each driver should continue racing until the simulation tells
them they have finished.

If you are not the leader, it is possible to cross the line after

the clock has reached 0, and still have a lap to complete.

Drivers should not drive the wrong way round the circuit after
they finish, or engage in other activity likely to lead to an in-
game DQ.

Drivers should endeavour to remain connected to the host
until it cycles to the next event.

This results in better quality data in the results exports.

Incidents During An Event

If a driver is involved in an incident involving another car
during the race, they should report it by using the report form
(found at the bottom of each event's page). The moderators
will subsequently look at the incident and decide what (if any)
penalties to apply.

Drivers who do not report an incident in which they were
involved shall have no right of appeal against any subsequent
rulings.

Drivers who wish to appeal against a ruling should send a
private message to one of the moderators.

Under no circumstances should drivers engage in discussion
of incidents in a public forum (including in-game chat). In
particular, no attempt should be made to apportion blame.

A brief mention of an incident may be made in a public race

report.
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Penalties

e The primary purpose of the penalty system is to discourage
bad, dangerous, or inconsiderate driving.

o A driver who causes an incident may be subject to a caution,
warning, or penalty ruling.

o In addition, where a penalty is issued, the driver may also be
demoted one or more scoring positions.

« Penalty points may be specific to a driver, and are issued
without connection to a specific championship or cup.

o A driver amassing a large number of penalty points may be
asked to stop racing for a period.

« Team Championship results take into account any scoring
position penalties for calculation purposes.

e As a guide to how penalties are decided we have published
the penalty guidelines used by the moderators.

e A driver who is nursing a damaged car, or other technical
problem (eg. misbehaving controls) is reponsible for ensuring
that they do not cause an accident. Where such a problem is
serious, and likely to prevent them finishing the race, drivers
are encouraged to retire to ensure the safety of other drivers.

o A driver who gains an advantage through a cut must yield the
advantage back to any affected car(s).
An advantage may include taking a place directly, setting up a
pass, or avoiding losing a place.

o Persistent or deliberate 'railriding’ is strictly forbidden.

o These rules apply in all sessions, including qualifying, even
when not on a flying lap.

o Drivers who are not on a flying lap during a qualifying session
shall take all reasonable steps to avoid interfering with drivers
who are.

In particular, when exiting the pits or recovering from an off
or spin drivers are expected to be even more cautious that
they would be during a race.

o The driver of the passing car bears primary responsibility for
safely overtaking the car being passed.
If the driver ahead runs wide and provides an opportunity for
the following driver to get alongside, both drivers are
responsible for leaving each other racing room.
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« Where two drivers on different laps are racing for position by
virtue of one of them having made a pit stop before the other.
In such circumstances, any passing attempt should be
regarded as for position and not as lapping.

Lapping And Being Lapped

o The lapped driver should not change their line on a straight
whilst being lapped.

A driver may elect to hold a tight line out of a corner and
remain on the inside to allow a lapping driver to pass them
using the normal racing line.

Drivers should not suddenly slow in the middle of a corner
unless they are on the outside and the lapping car is clearly
inside them.

o The lapped driver should hold a predictable line and allow the
lapping driver to move around them. The lapped driver may
blend off the throttle slightly to help the lapping car past;
drivers being lapped by cars in the same or slower classes are
strongly encouraged to do so.

A driver should never lift off or brake on a straight with
another driver right behind them.

« The lapping driver should wherever possible prefer a pass
under power to a pass on the brakes.

This frequently means being patient and going through at
least one corner following the driver about to be lapped,
setting the pass up.

o A driver who is about to be lapped shall not unreasonably hold
up the faster competitor.

Passes for Position (‘contested' passes)

« Where drivers are racing for position, they are expected to
display a high level of sportsmanship.

e A driver must not move over on a straight to prevent a pass if
doing so would force the driver behind to lift off or brake to
avoid running into them.

The following driver does not need to have any overlap for
this rule to be in effect.

« If the leading driver exits a corner leaving enough room on
one side track for another car, they are not permitted to move
to that side if the following driver has clearly committed to it
and is too close to switch to the other side without lifting off.
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o A driver must not move over more than once on a straight to
prevent a pass.

o A driver must not change line in or immediately before a
braking zone.
A driver who is hit from behind as the result of doing this has
only themself to blame.

o Persistently driving down the centre of the track in order to
make passing difficult is not acceptable.

e A driver who spins or otherwise departs from normal
circulation of the circuit bears primary responsibility for
rejoining the race safely.

This includes, but is not limited to, leaving the track itself, or
spinning to a stop or slow speed on the track.

Where practical, rejoining drivers should avoid taking the
racing line or crossing the track until back up to speed.

o A driver who is approaching a rejoining car should be
prepared to alter their line or slow slightly to take account of
the rejoiner.

« Drivers are strongly discouraged from using in-game chat to
apologise after an incident.

o At the end of the race, in-game chat may be freely used only
after all cars have completed their final competetive lap.

o Drivers may use any view which allows them to drive safely
and within the sporting regulations. Modifications to the field
of view are permitted.

« Unless otherwise stated, drivers shall use only those cars
which are included as standard with the relevant simulation.

Recommended Driver Behaviour

The following driver behaviours are recommended to enhance the
online sim racing enjoyment for everyone. The explanations are given
in the hope that a little knowledge may help avoid frustrations.

Good luck. Phillip McNelley
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Qualifying Sessions

Stay out of the way of drivers who are on flying laps when
you're on an out lap, or any other non-useful qualifying lap for
that matter. With a full field the track can get crowed. It can be
hard to find the space to complete a clean flying lap sometimes.
It's all the worse if people who are on an out lap try to ‘race’
those who are trying to complete a clean flying lap. Be a sport.
Let others complete their flying laps as cleanly as possible.

Also if you have spoiled the lap you're on, ( by spinning, a really
bad section, whatever ), then also consider staying out of the
way of others for the remainder of your non-useful lap.

Exit the pits carefully. Many drivers announce their egress
onto the circuit with a ‘PO’ ( Pit Out ) notice though the chat
facility. This is recommended. However, such announcements
alone are not a license to charge onto the track with gay
abandonment. In addition, try to ease yourself onto the track so
that you get a view in your mirrors of what's coming up behind.

Some tracks are worse than others when it comes to a clean
track entrance manoeuvre. l.e. You can leave the pits at Monza
at full acceleration and drive adjacent to the main track for a few
hundred yards before actually needing to move onto the track
proper. This gives you lots of time to check your mirrors for
approaching cars. On the other hand, the pit exit at Watkins
Glen leads almost directly onto the racing line of a high speed
sliding corner. There, for example, you need to be very careful
not to interfere with someone on a flying lap.

All Sessions

Get off the track and out of the way ASAP if your car is non
functional. If you crash, spin out, run out of fuel, whatever, so
that you're on the track but not moving or moving very slowly for
where you are, then move off the track as quickly as you can. If
in a Pro race where a Sift-R isn't possible, retire ASAP if that's
the fastest way to clear the road in a particular circumstance.
Treat this as a matter of urgency, as if every fraction of a second
counts, (and it often does). Your race may be done but others
are still trying to compete as best they can. Running into your
stationary or slowly moving vehicle will not make their day. At
the very least get away from the racing line, and do it with all
haste.

Of course there may be some circumstance where a damaged
car might still be capable of affording some benefit to its driver.
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E.g. Damage from a crash on the last corner on the last lap may
still leave a car able to limp across the line for a beneficial result.
An out of fuel car may still be able to roll a long way to cross the
line. A damaged but still running car or engine may still be able
to carry you to some points. Common sense has to prevail of
course, and no one can expert you not to do everything
reasonable to enhance your own result. But, if your current
situation is not served by staying on the track, then please get
off, and get off as fast as you can.

Show yourself in their mirrors. GPL has the biggest blind
spots of many a racing sim, ( see below ). To state the obvious,
if the driver in front of you can’t see you then don’t be surprised
if they crash into you, or cut you off so you can’t avoid crashing
into them. As much as you can, show yourself in the mirrors of
the car in front.

Of course once you decide to overtake a car you have to drive
into their blind spots. But even then, if they get a good view of
what your movements are immediately prior to your
disappearing, they’ll have a much better idea of your probable
position and likely immediate actions, and what they need to do
to try to avoid contact. This is not quite the same as real life
perhaps, but real life enjoys a much better visual range.

Trying to stay away from an opponent’s mirrors may be a valid
tactical ploy. E.g. Trying to rattle them into an error by making
them guess where you are. But in GPL this is asking for trouble.
In my opinion GPLs' visual limitations requires us to play the
gentleman here, if only for our own survival and enjoyment.

Never run into the back of someone in front of you. This is
probably one of the silliest things one driver can do to another.
There’s few excuses here. If you are behind then you have the
responsibility to drive in a manner that will not lead to you
running into a car ahead. It doesn't matter if you're faster, think
you have the right to be let by, are more talented, or think that all
slower drivers should not hold up faster drivers. If you're behind
someone then that's your tough luck. You have to earn your
pass the same as anyone. However frustrated you may be, or
whatever, it is your responsibility not to run into the car in front
of you. Even if their braking zones occur earlier than yours
would normally, then tough luck. You have to anticipate these
possibilities and drive accordingly.

If you've tried everything, braking, gearing down, changing line,
etc., but can see you're still going to collide with a car ahead,
then you should drive your own car off the track, crashing
yourself out of the race if necessary, if that's what it takes to
avoid such a contact.
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The in-front driver must not do malicious braking of course. I.e.
Deliberately slowing down inappropriately to rattle a following
driver. They are required to drive with all haste and due
propriety. But while doing so within their limits they are entitled
not to have to worry about whether a following driver will run into
them.

Being able to follow another driver without running into then is
something you have to learn to do. It often takes keen judgment
and many times is not easy. You want to be as close as
possible, to snatch a pass if a chance comes along, but you
need to be far enough away to respond to the ahead driver's
manoeuvres, evasively sometimes. It does take practice and it is
a skill. But its an essential skill for successful enjoyable online
racing. You can practice with friends, in non-serious races, or
with the Al cars offline. Offline, pick a car that's slower than you
and try to just hang on their tail for 10 laps or so without passing.
You may surprise yourself at how much your skill in this area
needs to be improved.

Avoid close racing when its not necessary. Not only does
very close driving give you very little time to react if the need
arises, it also increases very much the likelihood of a internet-
lag-time caused collision. In GPL online there is always a risk of
registering a collision in close driving even without any
perceivable contact - due to internet lag. The closer you are to
another car the more likely this will happen. The general rule for
the careful and respectful driver would be, not to unnecessarily
drive too close to another, especially whenever there is no point.
E.g. In situations where there is no possibility of passing
anyway. You're asking for trouble if you do, even if you don't
actually do anything wrong.

So how close is too close ?

A view like the left one from the cockpit equates to this close on
the right. Probably a lot closer than you thought you were.
Unfortunately GPL gives the impression you're further away
than you actually are. In this case, from the cockpit, you may
think you're about a car length behind, but in fact you're only
inches away.
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This close is way too close. You're begging for a lag collision if you
drive like this - as in fact actually happened moments after this
shapshot was taken.

A view like the left one from the cockpit equates to this close on the
right. About a car length. As close as you need be for most
circumstances. You might think you're 2 or 3 car lengths away here,
but in fact you're only about 1 car length behind the leading car.

As a guide, drive so you can see some road between the top of your cowling
and the bottom of the ahead driver's tyres. This is a much safer position while
waiting for a valid passing opportunity. You're still close enough to make a
move when and if an opportunity arises and there's at least some time to
react. A lag collision is also much less likely with this amount of gap.

As | think you can see here, its a general problem with the perception
in GPL that you look further away from the car ahead than you actually
are.

Use Clear Body Language. If someone is following you closely,
looking for a place to pass, and you kind of drift along with
ambiguous movements about the track, or you sort of close the
door but still leave the inside line half open, then you just might
unintentionally lure the following car to try a pass that's only half
on. Alternatively, if as soon as a following car gets anywhere
near your rear quarter coming up to a corner, and while they are
still in your mirrors, you make a firm and clear movement
towards the inside line, and stick there, then they will know that
your intentions are to close the door and drive the defensive
inside line. Such a clear defensive move will leave them in no
doubt about trying a risky inside pass.

This is just one case. There's others of course. The thing is ...
Always try to convey a clear message by your driving style so
that surrounding drivers get a very good idea about your
intentions. Body language used well can be almost as clear as
having indicators on your car.

Practice the Other Lines Before You Have to Use Them. If
the first time you have ever tried driving around the outside of a
certain corner is in a frantic race situation when you're racing toe
to toe with someone, then you'll be in unfamiliar territory in the
middle of a high stress precision driving situation. A bad place to
be. Before a race comes up, just try doing a few laps of the
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circuit hugging the left-hand-side of the road all the way around
and then do a few hugging the right-hand-side. At the very least
do 1 or 2 laps against each side of the road. You'll be surprised
at how much less likely you are to crash while trying to hold road
position if you are at least a little familiar with how the outer and
inner lines feel.

Overtaking
The Non Contested Pass

A non contested pass is simply a pass where you're happy, for
whatever reason, to let an overtaking driver go past with the
least hindrance to them and yourself as possible. Your reasons
may be that, you don't want to risk an incident due to an
overtaking battle, the overtaking driver may be known to you as
a notorious accident causer, or you may be being lapped - in
which case race etiquette requires you to do what you can to
expedite a clean quick safe pass for the lapping driver.
Whatever the reason, there may be times when you want to let
someone past uncontested.

To let someone past uncontested, drive against one side of
the track and maintain that position until they’ve passed.
You need to use clear body language here. Moving from side to
side trying to be helpful by staying off the racing line, for the
sake of the passing car, is the worse thing you can do. What's
important is not weather you're on the racing line or not, but
whether you're driving a predictable line. Pick a side of the road
to move to, usually the one you'’re nearest to at the time, then
religiously stay against that side until the car has passed. You
might even try slowing a little to expedite the pass, as
sometimes a quick pass can benefit you as much as it does the
passer. But don’t slow down too abruptly of course.

In GPL during the race, if you're being lapped by another car
you'll be shown blue flags by the marshals. These are advisory
flags to let you know your about to be lapped and you're
expected to do the gentlemanly thing and move out of the way.

In GPL , you may not always see all the cars behind you in your
mirrors at a particular time. There may be several unseen cars
close by around your tail. You may only ever see whichever one
happens to be in your mirror's field of vision at the moment. This
has special significance when you're being passed - with or
without blue flags being waved.
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If you're being lapped, perhaps with blue flags but whenever, be
aware there could be any number of lapping cars right on your
gearbox even though you don't see them. What can happen is
this ... You see a car coming up in your mirrors, maybe you also
see blue flags, you think " there's a car lapping me I'll move over
to let him pass", you move to one side of the road and let him
through, you then move back onto the racing line and BAM,
you've hit someone. It turns out there was more than one car
lapping you. When you moved over to let the first one through
the others tried to go through too, as you'd expect. But while you
were on the other side of the road, they were out of you mirrors,
you simply never got to see them.

This can really take you by surprise, and them too. All you can
do here is be as careful as possible, look around if you're able
too, try to shy a glimpse, listen for more engine sounds, toggle
the arcade view for a moment. They can help by trying to show
themselves in your mirrors before going through. Be aware that
just because you see one car go past that may not be the end of
them. Whether after a blue flag or whenever, as the same
limitations always apply.

The drivers doing the lapping / passing should also bear in mind
these limitations. You ( passing drivers ) be aware that the car
you're lapping may have absolutely no knowledge of your
presence what-so-ever. Be careful. You should always try to
show yourself in the mirrors of an ahead car before trying a
pass.

The Contested Pass

The contested pass, or the pass done in anger, whatever you
want to call it, is arguably one of the most difficult things to do
cleanly without incident in GPL. Battling for position, passing
and counter passing, wheel to wheel racing, is also the most fun
thing to do so it's very worthwhile to be adept at this skill.

The problem with close racing of any sort, contested passing
included, is largely one of what each driver in the situation can
see of the other. Most people I've raced with are fair and don't
mean to cause accidents. Most aren't reckless. Its just that
there's a lot of guessing going on about exactly where and how
close you are to another driver. The GPL range of vision is
much less than real life. There are huge blind spots to contend
with. In fact the restricted visual range in GPL is so much a
factor in close racing situations it warrants a detailed discussion
in itself. The contested pass then is all about what you can and
can't see.

@BCL@4005BB3E 07/04/2009 57 of 69



Grand Prix Legends' Blind Spots

GPL has got very large blind spots. In my opinion the largest of
the popular hardcore racing sims. ( Sometimes bigger is not
better ). Often, nearby cars are simply not visible to you. This is
a pity to be sure, but | suppose its due to limitations the program
writers themselves would love to improve on, if only current
technology would allow.

In any case, although there's nothing we can do to improve the
field of view we have, if we understand it thoroughly then
perhaps we can work with it to the best advantage - by applying
due caution and anticipation.

The extent of the blind spots are as follows ...

You can see down a narrow field of view extending out directly behind you via
your mirrors. Forward of this mirror area your blind spots begin, ( the
shadowed area in the illustration).

Your forward vision isn't 180 degrees as you might imagine but is also

restricted to an angled area that extends out in front of the car.
Perhaps one of the most significant things of which to be aware, is that
your blind spots extend out in front of your own car. I've seen several
exchanges where one driver says something like, " what were you
doing ? | was in front of you ! The corner was mine"! Etc. Obviously
unaware that you can be in front but still be unseen.

What's also noteworthy is how the blind spot areas can
effectively hide many nearby car positions. The big problem of
close racing in GPL.

Here we see the problem in a nutshell. How many of the near-by cars do you

think the driver of the Lotus in the middle will see ? The answer is none. They
are all in his blind spots. To him, it looks like he's alone on the track.
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Even the two cars shown here well in front of the Lotus will not be in his range
of vision.

To make maters worse, only the blue car, in this case, can see the Lotus. In
fact, apart from the blue car, none of the other cars in this scenario can see
one another. Not a pleasant prospect for wheel to wheel racing. A case of the
blind racing against the blind.

The answer to the problem of driving very close to other cars
you can't actually see is to drive with a lot of caution, care, and
respect for your fellow drivers. You have to use your wits and
anticipation. Most importantly, you must leave room for other
cars whenever you have reason to believe they might be beside
you. You can't wait to be sure they're beside you. By the time
you're sure, i.e. you can see them, it's too late. In my opinion,
you need to leave room simply if you have reason to believe
someone might be beside you.
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Leaving room for another car means you'll not be driving the
ideal racing line. It also means you'll be driving a line you
haven't practiced and which is unfamiliar to you. All this means
you'll be slower through the given section than usual. This also
means that not only will the action of leaving room provide the
opportunity for an opponent to pass you, but it also enhances
the likelihood of their success - while you're in a slower-than-
usual mode of driving. But that's tough. Its just the way it is, and
frankly it's not that much a departure from real life racing in
some of these respects. All things considered, you will still
experience the best of sim racing enjoyment by always leaving
room for your opponents wherever appropriate.
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Things You can do To Overcome The Blind Spots

There are a couple of things you can do to help get around the
blind spots problem. Each has its pros and cons.

The Look-Around Views

GPL has a built in look-around facility that can be assigned to
operate from the keyboard or game port device buttons. When
activated, the forward view slides around to the desired direction
to give you a view out the side of the car. These views are a
useful idea. No doubt they're included due to a perceived need
for some kind of enhancement to the visual range. They can be
useful but regrettably their implementation hasn't been ideal, in
my opinion.

Its best to assign the look-around facility to spare buttons on
your control device if you have some. The B buttons for
example, assuming you're using the A buttons for gear shifting.
If you have a wheel that doesn't have the B buttons on it you
might consider attaching them yourself, a relatively simple
procedure. You can also use the keyboard but | find it nowhere
near as comfortable or as easy to use as having such buttons
right under my thumbs when | want them.

A problem with the look-around views are that they turn from the
forward view so much that you can no longer see forward at all
when they're selected. As you might imagine, its rather difficult
to drive a car at the bitter limit while seeing nothing but a side
view line of sight. I'd rather the view was not turned to such an
extent. Alternatively, and better still, have the degree of the turn
driver adjustable so that it can be suited to everyone's individual
tastes and tolerances.

Another problem with the look-arounds are that they aren't
instantaneous. They slide from the forward view position to the
side view position, and visa versa when returning to the forward
view. | guess this sliding transition is to simulate the driver
turning his head. That may sound fine but it doesn't work. |
suggest that what's important here is not the aesthetic novelty of
simulating a turning head movement, but fast access to required
visual input. In my opinion, the look-around shouldn't be for
simulating a driver turning his head, but for making up for the
lack of peripheral vision that a real driver would have anyway
without turning his head. ( Most people have peripheral vision
approaching 180 degrees, a much greater visual range than
GPL provides). | note the speed of the sliding motion has been
greatly increased from the first GPL demo, where it was so slow
it was almost useless. But it would be improved again if it was
simply made an instant action thing rather than the way it is.
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The Arcade View

The arcade view is available at any time during real time driving
by pressing the F10 key on the keyboard. This gives you an
elevated driver view from somewhere behind the driver looking
forward. This view also includes a good portion of the side areas
that you can't see from the cockpit view. To regain the cockpit
view simply repress the F10 key.

The arcade view can be very useful in a number of
circumstances, close quarter racing being one of them. Because
of the extended side views you can clearly see how close you
are to other nearby side-area cars and drive accordingly. | don't
suggest you dive in this mode on a continual basis, but for those
close moments when you're wondering where an invisible close-
by car exactly is at, a quick toggle to the arcade view to check
the scene can be very handy. You may even stay in this mode
for the duration of the close racing session. Its superior views
can be quiet tempting. Because the change to the arcade view
is instantaneous, as opposed to the sliding effect of the look-
around views, it's an easier view to transit to and from and
incurs a minimum amount of changing-view-mode disorientation.

Using the arcade view at the start of a race can also be a help.
l.e. To negotiate your way through the notorious start-line to first
turn chaos, or beyond.

The downside of using the arcade view is that it is not a realistic
view, and seems to mock the entire idea of trying to simulate the
experience of real life racing. If the whole idea of sim racing is to
perceive the moment as real racing drivers do, then driving in, or
even toggling to, an arcade view seems to blow the illusion.

A minor problem is having to find the right key on the keyboard
while trying to race in a break-neck situation that necessitated
the arcade view in the first place. This can be easily overcome
however by sticking something like a small ball of BlueTack onto
the F10 key. Then you can activate it quickly and readily by feel
alone.

Another problem is that arcade view driving requires some
practice to get it right all in itself. You probably won't be able to
jump straight from cockpit driving to arcade driving and expect
the same degree of proficiency. This can add to the amount of
overall time required to get proficient at the sim as a whole of
course, and for many time is precious.

Not sure if its right to call it a downside or not, but | suppose

within the defines of the concept of pure simulation | guess it
may be. The fact is that once you get practiced at arcade driving
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you may well find you can actually driver better than when in
cockpit view. You can see exactly how close your car is to the
edge of the track and use every fraction of it. From the elevated
viewpoint you can often perceive the best racing line through
corners better. You can see near-by cars much better and make
better more finely judged and executed passes and collision
avoidance maneuvers. Even when controlling slides, seeing
your whole car against a large area of road and surrounds can
convey to you a better feel for what's happening and
consequently you have more and/or better input to work with.
You may find that you can control some slides that would have
been a certain crash in cockpit mode. You don't have mirrors but
this isn't the loss you might think, especially with the increased
overall views.

Once you get arcade driving down pat, which admitably will take
some practice, you may find that you're faster, more consistent,
have less offs accidents and collisions, better starts and first
corner / first lap experiences, able to pass others easier with
less risk, able to fend off and defend against passes by others
better with less risk, finish more races without incident, and
control your slides more deftly. About the only thing against it is
that it's an unrealistic way to drive. ( In any case, | think it'd be
nice if GPL indicated to everyone if drivers are in arcade mode
or not, so at least we could compare apples with apples ).

Corner Rights

If you watch the odd few GPL drivers in action you might think
the rule for corner rights goes something like, " Whatever piece
of ground | can barge my way into | have the right to ". Well, ...
not so. There is actually an etiquette for corner rights. It's not
just for GPL, or racing sims, but is basically the same for every
level of real-world motor racing - from Formula Ford to Formula
1 and everything in between. " What ! ", you say. " You mean |
don't have the right to throw my car into any gap | see ? ".
Actually no, you don't - and if you raced in any real-world
competition the way you may race in GPL, instead of being
hailed as a motor racing genius you may find yourself banned
from even the lowest levels of the sport. Some of the everyday
things you see in GPL simply aren't tolerated where real cars
are damaged, real money is the cost of repair, and real lives are
at risk.

In brief, the concept is, you must establish substantial overlap
with the car ahead before a corner's turn-in point to have the
right for room to be left for you by the ahead driver. Substantial
overlap means at least that the front of your car is up to say the
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driver's position in the ahead car - and that's at the very least.
You probably should have more in many circumstances. The
ahead driver has ever right to be fully committed to the racing
line of his choice without any interference if there was no
overlap before he turned in.

If sufficient overlap is established before the turn-in point, then
the behind driver has the right to room. The ahead driver can
still battle for the place of course but must do so from a wider-
out position, leaving room for the behind driver.
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You may wonder how this reconciles with the above regarding
leaving room for cars that disappear up your inside from your
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mirrors. Well ... If a behind car doesn't have overlap before the
turn-in point then they shouldn't disappear up your inside line but
stay tucked in behind you. If they want to disappear up your
inside line then they should do so before you reach the turn-in
point. If they disappear up your inside line after the turn-in point,
then its really up to you how you play it. You may decide to
enforce your rights and risk a contact, or your may be willing (
reluctantly ) to leave room because you don't want to crash.

An exception to this is where an ahead driver has clearly made
a sufficient error to warrant a passing move. Eg - they brake too
late and wash out wide of the apex and have to reduce speed
etc. This would be a valid passing opportunity regardless of
whether there was pre-existing overlap. However, there is still
substantial reasonability on the overtaking driver to take all
necessary care.

Small errors by the ahead driver may not be sufficient to allow a
safe passing move however. Just because the ahead drivers
gets a bit out of shape at times it doesn't give you an automatic
right to room. You still have to judge if their error provides
sufficient opportunity for a safe pass to take place.

As long as there is genuine overlap, in general , while going
through a corner beside another car ...

The car on the outside has the right to the outer half of the track
all the way around - right up to the exit point. They should not
be squeezed against the outside towards the exit point.

The car on the inside has the right to the inside half of the track
all the way around - right up to the exit point. They should not
be squeezed against the inside towards the apex area.

Having said all this, one would have to add that corner rights is
not an exact science. There are some variables. Presented here
is just the basic concept of the accepted etiquette. Even in real
life, with full vision, full sensory feedback, infinite fps and
resolution, its not uncommon for real drivers to come to grief
with this - usually saying it was the other guy's fault. With GPLSs'
huge blind spots its even more hit and miss, often literally. ( You
can however simulate real life to the letter by saying it was the
other guy's fault ).

Other General Sim Racing Rules
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Here's some race rules that have proved to be helpful in running
sim racing competitions online.

Tips
Nothing much. Just a couple of points.

If in doubt, lift. If in a loss of control situation or a near loss of
control one, lift your foot off the accelerator, usually with gentle
haste. In nine out of ten situations this is the right thing to do
anyway. The odd situation where you'd keep your foot planted
requires such a fine skilled touch you probably wouldn't be
successful at it anyway. Lifting to get out of trouble is very often
a safe bet. You'll be surprised at how many 'certain crash’
situations you can actually drive away from if you would only lift
your foot off the accelerator. Some people are very reluctant to
lift their foot off for any reason. They're the ones up-side-down in
the sand all too often.

Drive, then Race. Aircraft pilots at times have a number of
matters happening simultaneously, competing for their attention.
They have a saying to help them set their priorities. Aviate,
navigate, communicate. The idea being that the first priority is to
stay in control of the plane, i.e., fly the plane. The second is to
know where you are in relation to the world. The third and last
priority is to attend to radio communications.

In our racing perhaps just two priorities are required. Drive your
car, then race it. Meaning, ... The first priority is to stay in control
of your car. Only after that is done do you worry about racing it
with any near-by competitors. You often see people who left
alone can drive well enough. But once they start racing they are
going into corners so deep etc they have no chance. The
obvious reality is - if you could only take a certain corner at say
80mph when alone, you can't take it at 1220mph just because
you're racing someone. Don't let the sprit and thrill of the racing
moment take your attention away from your number one priority.
Drive your car, stay in control of it. Then worry about racing.

Survive. | used to race small 2-man sailing boats. These were
great fun. The class | raced had mainsails, jibs, spinnakers, and
2 man crews.

The crew had the job, among other things, of hanging off the
side of the boat, when required, via a thin wire secured to the
upper mast. In a brisk breeze, say 30 knots, on a spinnaker
reach the crew would be stretching at full extension, tip toes on
the gunwale, while grasping the leeward spinnaker sheet to
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keep the spinnaker in trim. Only the last couple of feet of the aft
hull would be touching the water as the small boat planned at
considerable speed across the top of the water surface. Kind of
like skipping stones across the top of water.

The whole boat would shake and vibrate at these times. The
crew's head was at maybe a few inches above the water
surface, while spray, often rather cold, drenched them to the
bone. The skipper would at these times try to keep the boat
facing the optimum angle towards the next marker, as well as
trying to catch and surf down waves if there were any as to do
so would add a good deal to the boats overall speed - if you
caught them right. The skipper also tried not to turn the boat too
much or too suddenly so that wind would spill from the sails,
upsetting the trapezessing crew's counterbalancing which would
capsize the boat and throw everyone into the water in a great
splash.

| can't write this without smiling - such fun | used to have at this.
If I let my memories take control the next few thousand words
will be tall tales of true about sailboat racing stories.

| remember attending a sailing technique clinic once where the
sailing instructor said, " it does you very little good if you win a
protest but your boat is at the bottom of the ocean ". In a similar
vein, it doesn't do your sim racing fun a lot of good if you keep
getting crashed out of races when in the right. More often than
not, the most fun is had by actually racing the whole race and
finishing it. It's up to you how you play it when you're in the right,
but often it pays to not force issues on the track. I've found that
people who wrongly force passes etc often end up in the ditch
after a while in any case. You can then cruise past them with a
big grin on your face.

There's a saying they have in sailing. " Sailing is like standing
under a cold shower tearing up $100 bills". | wonder what the
sim racing equivalent of this is :-)

Drive the outside wheel. When cornering, or whenever your in
a turning moment, if you hit a bump or curb and the car 's going
all over the place and you're panic steering, settle your focus on
the outside wheel and drive that. Nine times out of ten you'll get
control back and save yourself. Forget about driving the car and
drive the outside wheel - the one you can see that is, the front
one. Its just a concentration focus trick but it can work, more for
some than for others.
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Dreaming
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