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| NTRODUCTI ON

For those who | ove Indy-style racing, Newran-Haas Racing is
definitely a good gane. The graphics may not be as flashy
as for racing ganes on the PlayStation2, and there are
certainly not nearly as nmany tuning options as in the

wor | d-famous Gran Turisno series, but Newman-Haas Racing
does nonet hel ess have an appeal all its own :-) Al so, the
enphasis in this gane is NOT on oval -style racing; the oval
M | waukee Mle and Brazil's trapezoidal Emrerson Fittipald
Raceway (which is unfortunately no longer in use for either
CART or IRL racing events) are included in the gane, but
Newman- Haas Raci ng features four dedicated road courses

(M d-Chi o, Laguna Seca, Portland Raceway, and Road Anerica)
and four street circuits (Surfers Paradi se, Toronto, Long
Beach, and Houston Grand Prix).

Newman- Haas Raci ng al so provides nultiple |evels of
ganmepl ay along with plenty of custom zation options. This
gane can be as easy or as difficult as a player wi shes. To
that end, this is a great ganme for both young children AND
parents, and the difficulty | evel can be gradually

i ncreased as players hone their racing skills.

Interestingly, Qualifying and Race sessions can include
optional 'live' comentary by Danny Sullivan (who - VERY
poorly - headed ABC Sports' F1 pre-race coverage for the
2002 races at Mnaco, Canada, Italy, and United States) and
Bob Varsha (who in 2002 was the | eading conmentator for
CART coverage on Speed Channel, FOX, and CBS).

The body of this circuit instructions guide includes
detailed driving instructions for the road courses and
street courses in Newman-Haas Racing, including circuit
maps for those (like nmyself) who are nore visually-oriented
| earners. Some of these circuits have been included in

ot her racing ganes; for exanple, there is a version of
Houston Grand Prix in the PlayStation2 ganme CART Fury, and
Laguna Seca is included in both the PlayStati on/ PSOne gane
Gran Turisnmb 2 and its PlayStation2 sequel Gan Turisno 3.



DRI VI NG DETAILS: HOUSTON GRAND PRI X

Set in Houston, Texas, this venue features nostly

per pendi cul ar corners - not surprising for a circuit set
within a city. The back straight is the |ongest

strai ghtaway of the circuit, lasting for a full seven city
bl ocks. Most corners have runble strips and paved mni-
recovery areas, but sone apexes have only unforgiving
barriers, so make sure the first laps at this venue are
nice and slow to beconme famliar with where one can and
cannot clip the inside runble strips.

Turn 1: This is a left-hand perpendicul ar corner, wth
shortcutting possibilities by crossing the runble strips.

I mredi ately after the corner itself, the road fades to the
left.

Turn 2: Imrediately after the fade, the course turns
sharply to the right in a J-turn. Mderate braking is
needed here, although light braking can be used if
shortcutting the corner.



Turn 3: This | eft-hand perpendi cul ar corner does not have
shortcutting possibilities, so noderate or heavy braking

AND a solid racing line are required to safely clear this
cor ner.

Turn 4: Two city blocks beyond Turn 3, Turn 4 is a
shortcuttabl e | eft-hand perpendi cul ar corner. Light or
noder at e braki ng can be used here.

Strai ghtaway: This is the |ongest straightaway of the
Houston circuit, covering a total of seven city bl ocks.
Speeds approachi ng 200MPH are quite possible here, even
wi t hout drafting.

Turn 5: After the |ong back straightaway, noderate or even
heavy braking will be required here to keep from bangi ng
the barriers on this |eft-hand perpendicul ar corner.
Shortcutting is possible here.

Turn 6: Very quickly after Turn 5, this left-hand right-
angle turn requires light braking. Shortcutting is
possi bl e.

Turn 7: Moderate braking is needed for this right-angle
ri ght-hand corner; shortcutting is possible.

Turn 8: Imediately after Turn 7, the course nmakes a right-
hand bend. Braking should not be needed here.

Turn 9: This |eft-hand perpendicul ar corner required
noder ate braking and does not have the possibility of
shortcutting.

Turn 10: Light braking should be used for this final left-
hand corner, also a right-angle corner with shortcutting
possibilities.



DRI VI NG DETAI LS: LAGUNA SECA

This is the home of the world-fanous Corkscrew, the nasty
left-right chicane on a steep downhill slope. Plenty of
speed can be achieved at Laguna Seca, but severely high
downforce is really key to safely navigating the Corkscrew
(a solid racing line is also quite inportant).

Turn 1: This is actually just a slight "kink' to the |eft
just underneath the pedestrian bridge at the Start/Finish
Line. On exiting this '"corner,' Pit Exit rejoins the main
circuit fromthe left. Fromhere, the circuit slopes
gently downhill to Andretti Hairpin.

Turn 2 (Andretti Hairpin): This hairpin is actually a
l[ittle nore than the standard 180 degrees. Mbderate or
heavy braking will be required on approach. The best
racing line is to approach fromfar-right, roll the left-
side tires on the runble strip at the apex, then drift back
to the right on exit. The cones here block the old Pit
Exit, which used to rejoin the main circuit at the exit of
Andretti Hairpin. Cars which overshoot Andretti Hairpin
will find thensel ves beached in the vast expanse of kitty
litter to the outside of the hairpin.



Turn 3: This right-hand corner will require noderate
braking. Beware of sliding outward on exit, as the barrier
is not very far off the pavenent.

Turn 4: Another right-hand corner, this turn can be taken
with slight braking, dependent upon a solid racing |ine.
Agai n, beware of drifting off the pavenment on exit, as the
barrier is not very far off the pavenent.

Strai ghtaway: About two-thirds of the way along this

strai ghtaway (just past the end of the grandstands), the
circuit bends very gently to the right. This can be a good
pl ace to judge the braking zone for Turn 5.

Turn 5: Moderate braking will definitely be required here
for this left-hand corner, unless you really want to slide
out into the sand on the outside of the corner and into the
near by concrete and tires.

Turn 6: A bridge marks the entry of Turn 6, which is a good
reference point in case the distance-to-corner narkers are
knocked down or out of position during a race. The left-
hand Turn 6 can be taken flat out by experts by using the
runble strips at the apex and exit, IF a pristine racing
l'ine can be held at full throttle. On both sides of the
pavenent on exit, sand awaits those who slide off the
circuit or msjudge this corner. A long uphill clinb
begi ns here.

Turn 7: Literally a few meters fromthe hi ghest point of
the circuit, this extrenely gentle right-hand 'kink' could
be taken flat-out if not for the upcom ng Corkscrew. For
nost cars, braking nmust begin no |ater than Turn 7 to avoid
colliding with the barrier entering the Corkscrew.

Turns 8 and 8A (Corkscrew): This is the world-fanous
Corkscrew, one of the trickiest sections of racetrack on
the planet. There is little run-off roomthrough the
Corkscrew, which is a noderate |left-right chicane on a
steep downhill mni-nountain which takes cars fromthe

hi ghest to the | owest point on the circuit in very little



clock time. If the tires are worn, expect plenty of
troubl e here.

Turn 9 (Rainey Curve): This left-hand corner at first
appears to be only a perpendi cul ar corner, but continues on
beyond the pedestrian bridge, making this corner trickier

t han one m ght assume. A solid racing line is key here,

but nmay be hard to set up at high speeds com ng off the
Corkscrew. Those who overrun Rainey Curve will be in the
grass, but the barrier is not very far away.

Turn 10: After a brief straightaway, this right-hand turn

i s bounded by a barrier, obscuring a clear view of traffic
around the corner and bl ocking any shortcutting. Moderate
braking is required here, although plenty of sand-infested
recovery roomis available to the outside of the pavenent.
If heading to Pit Lane, it is possible to keep up a rather
fast speed to Pit Entry by purposely sw nging out into the
sand and passing slower cars keeping to the pavenent.

Turn 11: This 125-degree left-hand corner is bounded on the
inside by a concrete barrier. Those who overshoot this
tight turn will be in the sand to the outside of the
corner, then banging the barrier beyond. Strong
acceleration out of Turn 11 wll allow for good passing
opportunities along Pit Straight and dowmn to the entry of
Andretti Hairpin.

Pit Entry: This begins to the left just before the entry to
Turn 11. However, there is virtually no deceleration room
before Pit Entry has its own nasty tight |eft-hand corner
so adequate deceleration is a MIUST while still on the main
circuit or else the vehicle WLL ramthe barrier in Pit
Lane.



DRI VI NG DETAI LS: LONG BEACH

The Long Beach circuit has seen a facelift since the tine

t hat Newmran- Haas Raci ng was rel eased; specifically, the
front straightaway has been | engthened and cars nake a
large circle (nore or less) before returning to the "ol d
part of the circuit on the back side of the venue, As a
street circuit, thisis fairly wide, with three-w de racing
quite possible on the strai ghtaways (but really not
reconmended) .

Pit Straight: This is not straight at all. Roughly hal fway
along its length, there is a significant full-throttle bend
to the right, with the Start/Finish Line approximtely

| ocated wel|l before the apex of the bend.

Turns 1-2: On approach, look for the small pull-off area on
the left side of the track, and use this to judge your
braking zone. Turn 1 will require noderate or heavy
braking for this right-hand corner; this is foll owed

i medi ately by the left-hand Turn 2, which can be taken at
full acceleration if slowed enough from braking entering
Turn 1. This is a tricky chicane nonethel ess, especially
intraffic. The inside of Turn 2 is grassy, so



shortcutting the corner will likely result in [oss of car
control

Turn 3: Shortly after the initial chicane, this right-hand
per pendi cul ar corner can be shortcut somewhat, as the
barriers are set back fromthe actual corner itself. Light
or noderate braking is needed here to safely clear the
corner. Swing wide to the outside on corner exit to
prepare for Turn 4.

Turn 4: This is simlar to Turn 3, and shortcutting is
agai n possible (although the barriers are not set nearly as
far back here). Wth an approach fromthe very far left
side of the course on corner entry, it is possible to speed
t hrough Turn 4 wi thout braking, but this should probably
only be attenpted by experts.

Turn 5: Alnost imediately after Turn 4, the circuit bends
to the left. This can be taken at full accel eration,

al though the barrier to the left makes this a sem -blind
corner fromdriver view

Turn 6: Alnost imediately after Turn 5, the circuit bends
to the right. This can also be taken at full acceleration.

Strai ghtaway: This is the other |ong straightaway of the
circuit, running down Seaside Way. There are small pull-
off areas on the right and the left; use the one on the
left to judge the braking zone for Turn 7.

Turn 7 (Firestone Turn): This hard right-hand corner is
very difficult to see on approach. It can be shortcut
sonewhat, but noderate braking will still be required.
Even after clearing Firestone Turn, be prepared to brake
even nore. There is extrenely little recovery room for

t hose who mi ss the corner altogether, resulting in broken
front w ngs.

Turn 8: This long 130-degree |eft-hand decreasing-radius J-
turn is very tricky, which can fool newcomers to the Long
Beach venue. Carrying a |ot of speed in this narrow
section of the circuit will result in the car sliding into



a barrier or the back end spinning; either scenario can
qui ckly end any chances of placing high on the final roster
at the end of a race here.

Turn 9 (Auto Club Hairpin): This tight right-hand hairpin
requires noderate braking in addition to the constant

sl owi ng through the previous J-turn. There is sone sw ng-
out room but not nuch, so expect traffic to bunch up here,
especially if there are cars off the |ead |ap.

Pit Entry: Al nost imediately upon exiting Auto C ub
Hairpin, Pit Entry is to the right. Pit Entry itself is a
tight right-left chicane, so when exiting Turn 9, be
especially wary of VERY slow cars preparing to enter Pit
Lane.



DRI VI NG DETAILS: M D-CH O

Thi s worl d-famus racing venue hosts numerous forns of
not orsport, from CART to Speed Wrld Chal l enge to various
not orcycl e events. The track design is somewhat weird,
especially since Pit Straight is one of the shortest

strai ghtaways at M d-Chio. Many corners have off-col or
strips of pavenent, so these can help to mark corners on
appr oach.

Pit Straight: Pit Straight is actually rather brief;
however, strong acceleration out of the final corner and
drafting along Pit Straight can create great passing
opportunities entering and exiting Turn 1, especially if no
braki ng i s needed.

Turn 1: This sem -gentle |eft-hand corner can possibly be
taken at full speed, especially if making use of the Pit
Exit pavenent as Pit Lane rejoins the main circuit. |If at
all possible, remain heavy on the throttle throughout Turn
1, as this will create great speed (especially if conbined
with drafting tactics) along the ensuing straightaway.

Strai ghtaway: This is the second-|ongest straightaway at
Md-Chio. If no braking was required in Turn 1, then

sl ower cars can be passed with ease along this

strai ghtaway. Near its end, | ook for the chi cane pavenent
on the right; while it is not used, this cones directly at



the end of the straightaway, so this is an excellent nmeans
to mark the braking zone for Turn 2.

Turn 2: This second-gear right-hand hairpin can be trickier
than the standard hairpin in part due to the trenendous
speeds com ng off the previous straightaway. Simlarly, it
is also a very inportant corner because it enpties out onto
the single |ongest straightaway at Md-Chio; therefore, it
IS necessary to carry as nmuch speed as possible in the
hairpin wi thout sliding or spinning the car (and this is a
difficult feat to acconplish) conbined with powerfu
acceleration exiting the hairpin.

Strai ghtaway: This is the single | ongest straightaway at

M d-Onio, so powerful acceleration out of Turn 2 is
required to set up the best passing opportunities. This
strai ghtaway is about 1-2/5 tines as |long as the previous
straightaway, with a very gentle fade to the right roughly
hal fway along its |ength.

Turn 3: After the high speeds attained on the prior

strai ghtaway, this right-hand heavy-braking corner will be
even trickier due to the excessive speeds (upward of
200MPH) on the previous straightaway.

Turn 4: Alnost imediately after Turn 3, the |eft-hand Turn
4 wll require at least Iight braking to keep off the too-
near barrier. There is a brief straightaway between Turns
4 and 5 which can afford some passing opportunities, so
powerful acceleration out of Turn 4 is needed.

Turn 5: This right-hand corner needs noderate braking to
keep to the pavenent.

Turn 6: Alnost imrediately after Turn 5, this |eft-hand
corner requires at least light braking to keep out of the
kitty litter.

Turns 7-8: This fast right-hand doubl e-apex conpl ex
requires light braking to stay on the pavenent.



Strai ghtaway: Not really straight at all, the course takes
an uphill clinb on a long right-hand fade.

Turn 9: Continuing the uphill clinb, this |eft-hand corner
requi res noderate braking to keep to the pavenent. The
course crests on corner exit, making Turn 10 even trickier.

Turn 10: Just beyond the crest of the circuit, this
noderate right-hand hairpin requires noderate braking to
keep on the pavenent. Pit Entry is a straight run after
the first ninety degrees of the corner; the main course
makes a full 180-degree turn.

Turn 11: Just beyond Turn 10, this final |eft-hand corner
can be taken at full speed with enough slow ng through the
previous hairpin. Powerful acceleration is required com ng
out of Turn 11, as experts will not need to brake again
until Turn 2 (the tight hairpin).



DRI VI NG DETAI LS: PORTLAND RACEWAY

A look at a track map reveals a few slow corners and two

hi gh- speed runs at Portland Raceway. However, a typica
track map will NOT show the el evati on changes, which are
what nmake a given lap at Portland so tricky. The elevation
changes create many blind corners, especially those corners
just beyond the crest of a hill. Intimte know edge of
this venue is a requirenent for success... or else the
corner workers will be scraping the car off the barriers.

Pit Straight: Pit Straight is fairly |Iong, and has somewhat
of an uphill clinb, significant enough to make Turn 1
extrenely dangerous and unexpected. The Start/Finish Line
is approximately located at Pit Exit.

Turns 1-3 (Festival Curves): This nasty chicane is
practically unsighted on approach, with Turn 1 just beyond
the crest of Pit Straight. The chicane itself is |ocated
in a natural dip, which makes hard braki ng even nore of a
requirement to keep from banging the barrier blocking a
shortcut of Festival Curves. This right-left-right chicane
w Il require braking through Turns 1 and 2, but Turn 3 can



be taken at full throttle due to the slow speed required
for the first two corners. The course returns uphill
exiting Turn 2.

Turns 4-5: This is a long sweeping right-hand hairpin-plus
corner (at a little nmore than 180 degrees in total angle).
Wiile really just one corner, this is given two corner
nunbers in the same fashion as the banked turns of oval
tracks. Light braking should be used for Turn 4, but a
l[ittle beyond the first ninety degrees of the corner, the
radi us suddenly decreases, requiring noderate braking to
keep the car on the track and out of the kitty litter.

Turn 6: This left-hand 135-degree J-turn quickly follows
Turn 5 and renews the circuit's uphill clinb, making the
corner a little trickier than it appears. The hill crests
at the exit of Turn 6, but those who begin braking for Turn
7 AT the crest will likely overshoot the next corner

Turn 7: This right-hand corner inmediately follows the
crest at the exit of Turn 6. As such, this corner is truly
only seen (especially fromdriver view) when it is too late
to brake properly for the turn. Turn 7 is also the valley
between two hills.

Strai ghtaway/ Turns 8-9: Not straight at all, this |ong,
gentle uphill clinmb includes a fade to the |eft al nost

i mediately after Turn 7. There are two other gentle
fades, this time to the right, and both of these are
indicated as official corners on the course map. Al ong
much of this straightaway/ Turns 8-9, the right-side barrier
rests directly or alnost directly against the pavenent, so
it is inmportant to not get squeezed here on the right side
while trying to nmake passes, especially in the area of
Turns 8 and 9. This high-speed section of the circuit
crests around Turn 9 and di ps again, wth another uphil
segnent beginning at the |eft-hand fade before Turn 10.

Turn 10: The slope of the clinb lessens in this right-hand
corner, making |light or noderate braking very inportant.



Turn 11: Alnost imediately upon exiting Turn 10, the
course returns downhill for the final tinme, making |ight or
(rmore likely) noderate braking key to staying on the track
as the pavenment turns right again.

Turn 12: This is really non-existent, but the officia
course map indicates that there IS a right-hand corner

here. It is so slight that it is not even a fade. Pit
Entry is on the right on corner exit, with both Pit
Straight and Pit Lane heading up the long hill clinb toward
the Start/Finish Line.



DRI VI NG DETAI LS: ROAD AMVERI CA

Thi s popul ar racing venue is both insanely fast and
insanely tricky, making car set-ups rather difficult to
achi eve the right bal ance between speed and corneri ng.

Pit Straight: This is by far the | ongest straightaway of
the circuit, leading down into a TIGHT Turn 1. Drafting
tactics are extrenely beneficial here to achieving low | ap
times and gai ning valuable race positions. Pit Straight
crests about hal fway al ongside Pit Lane, with the
Start/Finish Line near the end of Pit Lane.

Turn 1: This right-hand near-perpendi cul ar corner wll
require noderate or (nmost |ikely) heavy braking after
reaching close to 200MPH on Pit Straight.

Turn 2: There really is not even a corner here, but nore of
a VERY slight bend to the right, but this is listed in Road
Anerica's official brochure as a corner. This actually
runs over Briggs & Stratton Tunnel, which allows teans to
get to and fromthe Paddock areas.

Turn 3: After a short straightaway, this right-hand J-turn
| eads onto anot her significant straightaway. Mderate



braking will likely be required for Turn 3, but powerful
acceleration on exit provides for good drafting/passing
opportunities along the ensuing straightaway.

Strai ghtaway (Turns 3A and 4): At approxi mately 85% of the
length of Pit Straight, this straightaway provides

i nval uabl e opportunities for drafting and passi ng nunerous
cars. There are extrenely gentle fades to the right and
the left, officially marked as Turn 3A and Turn 4,
respectively.

Turn 5: This nasty left-hand J-turn requires noderate or
(rmost |ikely) heavy braking after achieving close to 200MPH
on the previous straightaway. This is the entrance to the
techni cal portion of the circuit, where cars wth high-
downforce set-ups will likely benefit greatly.

Turn 6: After a brief straightaway, this |eft-hand
per pendi cul ar corner inmediately follows Toyota Bridge.
Moderate braking is needed to keep to the pavenent here.

Turn 7 (Hurry Downs): After another brief straightaway, the
course nmakes about a fifty-degree right-hand turn here.
Light braking - if any - is used here; the key is to keep
up as nuch speed as possible to pass slower cars on exit.

Turn 8: After a slightly longer straightaway, this left-
hand per pendi cul ar corner requires noderate braking. This
is a prine place to pass on braking, especially if using a
hi gh- downf orce set - up.

Turns 9-10 (The Carousel): This is essentially one |ong
seem ngl y- neverendi ng hairpin corner. Light braking is
alnost certainly required on entry, and |ikely throughout
The Carousel; however, a good anmobunt of speed can usually
be carried here. Take care in passing slower cars on the
racing line, as such passes require using the outside |ine,
and The Carousel is just long enough to trick drivers into
believing that they can carry nore speed here than the | aws
of physics are willing to allow. Carrying strong speed out
of The Carousel is key, as it is possible to power down to
Canada Corner w thout ever tapping the brakes. Especially



here in The Carousel, it is very inportant to remenber that
if the tires start squealing and produci ng whitish-grey
snoke, the car is cornering too quickly and |oss of control
is quite likely if speed is not quickly reduced.

Turn 11 (The Kink): This obtuse-angle right-hand corner can
generally be carried at full throttle, unless there are
several slower cars blocking the pavenent as they race each
other for position. Mnd the racing Iine here, however, so
as to not drop a wheel off the circuit.

Strai ghtaway (Kettle Bottoms, Turns 11A and 11B): This
strai ghtaway contains a few gentle fades, officially

| abel ed as Turn 11A and Turn 11B, respectively. This is a
good section of the course for drafting as the course
slowy rises in elevation.

Turn 12 (Canada Corner): This right-hand near- perpendi cul ar
turn requires noderate braking on entry. After the |ong

hi gh- speed run from The Carousel through The Ki nk and
Kettl e Bottons, Canada Corner can be a great place to pass
on braking on corner entry.

Turn 13: Just beyond Canada Corner, the circuit fades to
the right. Wile braking is not required here, the
official Road Anerica brochure lists this as a corner

Turn 13A: This IS a corner, a left-hand turn requiring
l'ight braking to keep to the optimumracing |ine.

Turn 14: The final corner of the circuit, this right-hand
J-turn |l eads onto the super-long Pit Straight. Strong
acceleration out of Turn 14 is required as cars clinb the
hill toward the Start/Finish Line to pass and keep from
bei ng passed.



DRI VI NG DETAI LS: SURFERS PARADI SE

This Australian race venue is very scenic, |located very
near the Pacific Ocean; television coverage always includes
pl enty of shots of people swimmng, surfing, or tanning on
t he beach. However, the circuit itself is by far the
trickiest on the CART circuit. A very interesting arcade-
styl e version of Surfers Paradi se appears in the

Pl ayStati on2 ganme CART Fury; however, the real venue and
nost other gane renditions are far less fun to drive.

Pit Straight: Like the Long Beach venue, Pit Straight is a
| ong gentle curve to the right, this time running al ong
ol d Coast Hi ghway (which does not actually run along the
coast). Powerful acceleration out of Turn 11 is inportant
to set up passing opportunities along Pit Straight. Pit
Strai ght tw ce passes over Nerang River, with the actual
Paddock and Main G andstands | ocated on Maci ntosh |sland.

Turn 1 (Honda Chicane): This tight noderate-braking left-
right-left chicane is literally created in the m ddle of
Gol d Coast Hi ghway by runble strips surroundi ng patches of



grass. In other words, the width of the avail abl e pavenent
narrows significantly fromthree | anes to one here; single-
file is the ONLY way cars can pass through this area, so
extrenely care nust be taken here at the start of a race
and on restarts. Smart drivers WLL NOT attenpt to pass on
braki ng entering Honda Chi cane.

Turn 2: This is another chicane, simlar to Honda Chicane,
but only light braking is required. Also, the chicane
itself is two | anes w de, although two-w de racing through
this chicane will alnost certainly result in an accident.

Strai ghtaway: The circuit continues its long gentle right-
hand fade. This is a great passing zone for cars able to
keep up good speed through the Turn 2 chicane.

Turn 3 (Cellular One): This tight left-hand J-turn | eads
the cars toward the Pacific Ccean and Surfers Paradise
Beach. Mbderate braking is key here.

Turn 4: This | eft-hand perpendi cul ar corner can |ikely be
taken with Iight braking only. It is inportant to carry as
much speed as possible through Turn 4 and onto the back
straightaway to set up the best possible passing
opportunities.

Strai ghtaway: To the right is Surfers Paradi se Beach and
the Pacific Ccean... but the barriers block any views of
bi ki ni -cl ad sunbat hers : -( The straightaway is three

| anes wide, allowing for anple racing room

Turns 5-6 (Wbrl dcom Beach Esses): This left-right chicane
narrows to two lanes, and is nore or |ess constructed
within the straightaway wth inported grass and runbl e
strips. Cenerally, only light braking should be needed
here, unless encunbered by traffic.

Strai ghtaway: The circuit eases gently back to the right

(at an angle) toward Surfers Paradi se Beach again. Those
abl e to keep good speed through the Wrl dcom Beach Esses
can benefit in terns of passing opportunities.



Turn 7 (Fosters Chicane): This is a NASTY one-lane set of
consecutive chicanes built within the confines of the
straightaway with inported grass and runble strips.
Moderate or heavy braking will be required to enter this
segment, and only precision technical driving will allow
drivers to safely clear Fosters Chicane. It may be best to
treat Fosters Chicane like a slalom such as the slal om
license tests in Gan Turisno 2; in fact, the slalomtests
from GI2 can provide great benefits here for those able to
keep up enough speed to score a Gold Medal in one or both
of those slalomtests.

Strai ghtaway: The course returns to three |anes here, so
faster cars exiting Fosters Chicane should be able to

qui ckly nove around cars unable to keep up nuch speed in
the tricky slalomlike section. Prepare for Turn 8 (Fal ken
Tyres) when entering the area with the skyscrapers at the
end of the straightaway.

Turn 8 (Fal ken Tyres): This left-hand corner can be tricky,
requiring noderate braking. It is easy to mss seeing this
corner until it is too late to avoid the barriers due to
the color of the barriers all seemngly running together,
so take care on approach. The exit of Turn 8 enters a
section of two-lane racetrack, so passing wll be nore
difficult fromhere to Pit Straight.

Turn 9: This left-hand turn onto Serisier Avenue requires
noderate braking. Use the pedestrian bridge on approach to
j udge the braking zone.

Turn 10: Turning right onto H |l Pde, noderate braking wll
be needed. The circuit is still just two |anes wi de here,
yet high speeds can be attained, so take extrene care in
passi ng.

Turn 11 (Honda Hairpin and Hll): There is a nasty kink to
the right inmediately before entering this |eft-hand

doubl e-apex 'hairpin' corner. Mderate braking wll be
needed before the nasty kink, and full acceleration is best
del ayed until at the second apex. Powerful accelerationis
required to rocket out of Turn 11 and attain excell ent



passi ng opportunities all the way along Pit Straight to
Turn 1 (Honda Chi cane).



DRI VI NG DETAI LS: TORONTO

Toronto is a narrow street circuit - narrow enough that
two-wde racing is difficult, thus passing is generally
quite difficult. Ganted, passing here is far easier than
at Monaco, but it is still very inportant to qualify at the
front of the grid here and then have patience in passing
cars (especially slow backmarkers). The circuit is
generally three | anes wide, but the high speeds and ti ght
corners make passi ng tough nonet hel ess.

Pit Straight: A noderate strai ghtaway, those able to carry
good speed out of the final corner and NOT hit the outside
barrier protecting Pit Lane can create good passing
opportunities. Pit Exit is just beyond the Start/Finish
Li ne.

Turn 1. This right-hand right-angle corner requires
noderate braking on entry, then powerful acceleration on
exit, as the brakes should not be used again until Dodge
Cor ner .



Turn 2: Shortly after Turn 1, the course nmakes a w de

ri ght-hand sweep onto the back straightaway. Braking is
not needed here unless an accident occurs ahead. This
makes the area between Turn 1 and Turn 3 (Dodge Corner) the
fastest and | ongest sustained accel eration zone of the
Toronto venue.

Strai ghtaway: There is a quick fade to the right about
hal fway al ong the straightaway. Cars can reach close to
200MPH bef ore braking for Dodge Corner.

Turn 3 (Dodge Corner): This nasty right-hand 135-degree J-
turn requires noderate or even heavy braking after such a
| ong sustai ned accel erati on zone.

Turn 4. Shortly after Dodge Corner, the circuit curves
gently to the left. No braking should be needed here.

Turn 5: Moderate braking is needed for this tight |eft-hand
corner. The ensuing straightaway is just |ong enough to
pass ONE car if it is going really slow

Turn 6: Only experts conpletely clear of traffic can power
t hrough the doubl e-apex right-hand Turn 6 at full speed.

O herwi se, light braking will be needed to keep off the
barriers, as the turns here are just sharp enough to render
full-throttle driving quite dangerous.

Turn 7: This is really a high-speed right-hand kink; no
braki ng i s needed.

Turn 8: Entering the trickiest section of the circuit, this
ri ght-hand corner requires noderate braking and single-file
driving.

Turn 9: Alnpst imediately followng Turn 8, the course
makes a left-hand right-angle turn which again requires
single-file driving.

Turn 10: This is alnost a mirror inmage of Turn 8, with Pit
Entry to the right at the entry of Turn 10.



Turn 11: This is alnost a mrror image of Turn 9, but
slightly higher speeds can be carried here with little
trouble. Powerful acceleration out of Turn 11 can pay

di vidends in terns of passing opportunities along Pit
Straight.



CONTACT | NFORNMATI ON

For questions, rants, raves, coments of appreciation,
etc., or to be added to ny e-mail list for updates to this
driving guide, please contact ne at:
FEATHER7@ X. NETCOM COM al so, if you have enjoyed this
guide and feel that it has been hel pful to you, I would
certainly appreciate a snmall donation via PayPa
(http://ww. paypal . com) using the above e-nmail address.

To find the |atest version of this and all ny other
PSX/ PS2/ DC/ Mac gane gui des, visit FeatherCui des at
http://feathersites.angelcities.con


mailto:FEATHER7@IX.NETCOM.COM;
http://www.paypal.com/
http://feathersites.angelcities.com/

