
Installation and Release Notes

CRHQ is a suite of applications for use with CART® Racing (formerly IndyCar® Racing 2). Please be aware that 
CART® Racing (CR) is copyright Sierra On-Line, Inc. & Papyrus Design Group, with licenses from Championship 
Auto Racing Teams (CART).    Sierra and its subsidiary, Papyrus, cannot help you with this suite of applications. As 
with most software of this type (freeware), its use is made at your own risk. Neither myself, nor CART® Racing's 
developers, assume any liability for problems you may experience.

Unzip the distribution package into a temporary directory and run SETUP.EXE.    Note that none of the external 
libraries required by the previous product (CRHQ) are required for CRHQ.

Periodic updates and bug fixes may be downloaded from the CRHQ & N2HQ website: http://www.vii.com/~danej

Main Control Panel

This is where it all begins.    Click a button to begin your journey.

The CRHQ Options panel is available by right-clicking with the mouse on the main panel.    From this panel several 
user-configuration options are available.

Also available from the    main panel pop-up menu is a smaller button toolbar version of the main panel, and the 
CRHQ text editor.

Sim Options Editor 

This set of tabbed pages encompasses settings editors for the main simulator functions involving race and track 
settings.    The race report generator and league file editor/loader are also available from this panel.    The saved race 
editor page appears when a track is selected which has a saved race available.    Race reports are located in the 
directory of the currently selected track.

Race options    

While CART Racing does not remember which track you are currently running, CRHQ will do so.    It is 
recommended that you choose a track from the main Sim Options page so that other pages will integrate properly.    
Additional data related to the track is also displayed for your convenience.

You may set and change the default car set using the drop-down near the upper left side of the window.    Here’s a 
list of other options and what they mean.

Opp Strength    refers to opponent strength.
Pct. Distance refers to the percentage of full race distance
Num Oppns refers to the number of opponents to race against.
Draw Front    refers to the number of cars seen in front of the driver.
Draw Behind    refers to the number of cars seen behind the driver.
Num Heard is the number of cars heard by the driver.
Player Damage Mode - Off, Arcade, or Realistic
Weather - Random or Constant.    

If Constant, setting the Wind direction and speed as well as Temperature is allowed
On/Off selection is available for the following:

Pace Lap
Player Breakdowns
Yellow Flags
Automatic Shifting



Braking Help
Spin Recovery

Race Reports

Double click on the files to move them into their boxes for processing.
Alternatively, files can be dragged and dropped in their boxes if you make a mistake.    The Arrow buttons can also 
be used to move a file into its container.
 
Note: you must enter both files in their appropriate boxes to get a successful report.

Hit OK and a report is sent to the clipboard as well as the CRHQ editor (if enabled).    

Please note that some of the information on the report is read directly from the CR configuration files (like Car 
Set/Driver name) so changing values in the Sim Options window may cause errors on the report. I recommend 
generating your report before changing any settings.    

Because CR does not keep a record of what actual “Calendar” event you have run, the report generates its 
information based on the track directory the report files were found in.

Track Settings

This editor encompasses the settings contained in the “<track>.txt” files as well as the “records.txt” files for each of 
the simulation tracks.    CRHQ will search out your directory structure below “\TRACKS” to determine the available
track directories and track names.    When this tab is activated, the initially selected track is set to whichever one you
have selected from Sim Options, or League Lettings .    

CRHQ will create backup copies of the existing track files automatically.    In the event that CRHQ cannot read the 
track file at any point, it will be restored automatically.    Users also have the choice of restoring the file by clicking 
the “Restore Track” button.    The records file is also backed up and may be restored by clicking on the “Restore 
Records” button.

Three fields near the upper portion of the form are not (directly) editable and reflect the track length in miles, and 
the number of cars pitting in the front and back pits (if applicable).    The pit numbers are adjusted as necessary to 
work with the number of cars selected for the track.    The other main editing fields are as follows.

          Total (race) laps for first and second races (if applicable)
          Min Pit and Max Pit
          BLAP 
          RELS
          Total number of cars
          Random wind speed and variance
          Random temperature and variance
          Qualifying Settings

Qualifying Format
Qualifying Length

          Wing Style

The final section on this page displays the track records.    The records are editable.    This is particularly useful when
the simulation has reported an unusually low time due to the HOG (Hand of God) bug which pitches cars around the
track at phenomenal speeds.    The other use is in updating the simulation to reflect new real-life records as they are 
set.    Enter the new driver name, and their time, and the record will be displayed the next time you access CR.    The 
edit controls for the time are just that, time only.    There is no interpretation of speed input vs. time input.    Once a 
time is entered, the corresponding speed is displayed to the right of the time.



League Settings

This is really a pair of tabs almost identical in appearance. The first is used to create binary settings files for off-line 
league racing, the second loads these files for use by competitors.

League administrators can use this page to create a settings file for league racing. CRHQ allows for up to five 
divisions. To use this feature, first set generic settings using the Sim Options editor and Track editors. These settings 
will be loaded into the Div. 3 slot, with alternate settings having increased and decreased OPPS. Once these are 
completed, load the League Setting editor window by clicking on the Make Settings button. Common settings for all
divisions need to be set manually. If your league uses different settings in what I have classified as "common" for 
your divisions, you will need to make multiple files. Simply save these as a different file name for your divisions. 
This procedure will also work for leagues having more than five divisions.

League Loading

Once the creation process is finished, league racers can be e-mailed, or download the settings files and use the Load  
Settings button to set up their races. Most of the information here is visible, but not enabled.    Select one of the five 
option buttons to choose a set of division settings.

Clicking “Apply” then modifies the Sim and track options.    These modifications are saved automatically by CRHQ.

Saved Race Editor

The saved race editor is used to edit the “RACESAVE.BIN” files created as a result of saving a race session.    The 
only settings modifiable are qualifying time, number of laps, temperature, and wind direction/speed.    
This tab is only visible when a track with a saved race is activated from the other pages. 

Once a saved race file is loaded, the larger list box at the left populates with the driver position, car number, name 
and qualifying time.    In order for this to work, the editor will utilize whatever car set is defined in the 
“gameopts.cfg” file.    If you want to see other drivers in the list.    Close the Saved Race Editor and open the Sim 
Options page.    Change the car set choice in the options window, and reopen the Saved Race Editor.

Clicking on a driver from the list populates the qualifying time in the edit box at the bottom of the window. On 
changing a value, tabbing to another location, or hitting the enter key, updates the list of qualified drivers.    Time can
also be entered in raw seconds and the edit control will convert the result to time format.

The race temperature and wind conditions can be changed by using the controls in the lower right of the form.    The 
weather settings are only valid for the current race session, then they revert to the simulation settings.    For example,
the saved race file dictates a temperature of 85 degrees, as does the game options area in CR.    You modify the saved
race file to a temperature of 75 degrees.    The saved race file was created in pre-race practice.    While you continue 
to drive in pre-race practice, the temperature is 75 degrees.    When you switch to race, the temperature will be 85 
degrees, because that’s what the simulation is set at.    If you want to race at 75 degrees as well, change the 
simulation options before entering the race session to whatever you set the saved race file to.

The number of race laps can also be changed.    Notice that changing the race laps, while it does work, will not 
display    correctly on the race introduction screen in CR, unless you also change the percent distance in game 
options.    Even then, the number of laps is precise, while percent distance is not as much so.    (Each 1% change of 
race distance on a 200 lap race results in a change of 2 race laps, for example.)

The name of the car setup that the player has selected may also be displayed.    I say “may” because display depends 
on whether or not the setup exists as defined in a .stg file.    The setup data is actually stored in the RaceSave file, 
and not the setup name.    CRHQ compares this data with all your setups and, if it finds a match, displays that car 
setup name.    I plan to add more to this in the future. (Like being able to load this data directly into a car setup 



editing window.)    All available setups are displayed in the list box, and changing the list selection and then saving 
the RaceSave file changes the setup to the newly selected one for the race session.    At this time, if the setup was not
recognized, the list box is disabled.

Other than changing the weather, race laps, and player setup, the Saved Race Editor will have no effect on races 
having already entered the race session in which at least one lap has been completed and then the race saved.    Race 
positions, and car conditions, are stored in another area of the file that is not modified by this editor.    There are also 
no provisions in this editor for “turning back the clock,”    i.e. moving the session from race back to pre-race warm-
up.

Be sure to click on Save to save the file before exiting the editor.    The changes are not saved if you leave this tab 
and later return.

Car Setups

All of the simulators car setup options are available from this window.    (Boost can not be set by the editor as it is 
not stored from one session to the next by the simulation.)    Use the spin buttons or type in the values. The “Text” 
button creates a small text file of the setup and simultaneously copies the information to the clipboard for pasting 
into documents.

To create a new file, just “Copy” an existing file which acts as the new setup template.    A copy is automatically 
created with a new unique file name, which may be changed by selecting “Rename.”

Multiple Setup forms can be loaded. Double-click on the picture. Each double-click loads a new instance of the 
editor (up to some limit). Alternatively, the editor supports limited drag-and-drop capability.    When a car setup is 
dragged from the Win95 Explorer, and then dropped on the setup window, a new window is launched and the 
dropped setup is loaded into the window.    (The data validation for drag-and-drop operations is limited, so please 
don’t complain if you drop another type of file and don’t have success.)

Text files (CRHQ produced) may be imported from the clipboard.    When one is found to be present on the 
clipboard, the import button is enabled.    Text files and other STG files may also be loaded by using the Open file 
button.

The Delimited Dump button provides you the ability to send setup information to a comma delimited text file.    This
file can then be used with your favorite spreadsheet application for comparison and analysis.    A dialog of setup files
for the current track appears that allows selection of single or multiple setups for output.    Holding down the control 
key while clicking multiple files selects those files.    Holding down the shift key while clicking selects all files 
between two clicked files.

Car Set and Driver Editor

The Car Set and Driver Editor can be used to simultaneously edit the “drivers2.txt” and manipulate the car set data 
file.    By default, the car set designated in the Options window is loaded at editor startup.    A drop-down list is 
available for changing to another car set if you wish.    All the driver attributes, the skill settings of power, drag, 
traction, and aggression, as well as the driver information can be changed via this editor.    The attributes allowed 
ranges are 1 to 999.    

The entire list of drivers is displayed    in the list along the left side of the window.    Click a driver and the edit 
controls automatically populate with the appropriate information.

The order of drivers can also be changed by manipulating the list on the left.    Use the spin control near the upper 
right of the list to move a driver up, or down in order.    The “Move Options” area is also of importance in this 
operation.    If    “Move Attributes” is selected, then the power, traction, drag, and aggression, settings move with the 



driver information.    If “Move cars” is selected, then the actual car image in the data file is also moved with the 
driver information.    Unfortunately, there is no graphic display for this action. The “car” is associated with its 
graphic, so moving the cars also moves the car information associated with that car.    This includes team, chassis, 
tires, engine, and car number.    In other words, drivers can be made to “swap rides.”    In some cases it may not seem
realistic that the attributes move with the driver since three of them are mechanically related, but then again a good 
driver can make a mediocre car better, while a poor driver cannot always be helped by a better car.    Still don’t like 
it?    There is another way.    Create a SIF.

A SIF, or Settings Information File, is a tiny little data file created by CRHQ for use with car sets, or at least the text 
records associated with them.    The file stores the power, drag, traction, and aggression settings for a car set.    You 
can update a whole car set at once by loading a SIF.    The editor will also create the files.    This is an easy way to 
create and load settings for league use, without changing a users name, and other customizations, in their text files.    
NOTICE:    CRHQ SIF files are NOT compatible with N2HQ for NASCAR Racing 2.    The data representation is 
different, and the CRHQ SIF does not have the same 39 driver limitation that N2HQ does.    CRHQ SIFs will allow 
for any number of drivers.    Upon loading, only the settings for the included number will be modified.    This allows 
for compatibility between users having the default 32 car set, and those having a 40 car set.    For users having a 
smaller car set and loading a large SIF, the extra SIF values are discarded.    

For the convenience of league administrators a file called “league.sif” is distributed with CRHQ.    It is installed 
wherever CRHQ was installed and includes settings identical to the original CARS95 car set distributed with CR.

Pace Car values are not modified by any portion of this editor. (Nor are they important to simulator operation)

Season Editor

The Season Editor is primarily used to review and make minor changes to the settings for your CR seasons.    In the 
DOS version of CR, only two settings are modifiable, the number of opponents and the race length percentage.    In 
the Windows 95 version of CR, many more items become available for modification within the season file. All 
settings changes are automatically saved when you exit the editor, or change to a new season.    Race results and 
drivers may not be modified by the CRHQ season Editor.

The Season Editor can also produce text reports for each of the four primary views available.    If you have the 
CRHQ editor enabled, the reports will be sent to the editor when requested.    If the editor is not enabled, reports are 
sent to the clipboard.    Reports can only be requested for views that contain information.    To get a report, right click
on the view you want the report for and click the menu item “Active Grid Report”

Calendar Editor

    The CRHQ calendar editor allows for modification of the season schedule.    Because the calendar setings are quite
simple, not too much may be modified.    The dates, and venues for races may be changed by selecting a race and 
editing the settings in the right hand panel.    The order of races can be changed by using the spin button just to the 
upper-right corner of the race selector view.    While the selector for enabling or disabling night races is available, 
the real effect is the availability of night races for the venue in question.    (N2 converted tracks may provide these.)   
Races may also be added, or removed, by using the available menu items. 

CRHQ provides the ability to maintain multiple schedules with “load from file” and “save to file” menu items.    
Please note that there is but one actual calendar file for CART Racing.    When the calendar is changed, it affects all 
saved seasons as well, so don’t be surprised if a season’s results seem strange after a calendar is changed.

Like almost all other CRHQ editors, saving is automatic.    Undo is provided to reverse undesired changes.    If you 
load a file after changing things on the current file, undo items can apply to the new file, so be careful.



Application Launcher

The Launch Control Panel while not very sophisticated, is functional.    Use the Add button to add an executable file 
to list.    A File Open dialog will be presented for use in choosing the application.      The delete button removes a 
selected item from the list.    Settings are stored in the system registry.

The launcher is not sophisticated and assumes that the application is not running when the launch button is clicked.   
I can’t promise this thing will work every time, but it should be useful if you have other utilities you often use when 
working on CR related issues.

Set CR Path

Anytime CRHQ does not know where CR is this window will appear.    CRHQ will search for CART Racing, or you 
may locate it yourself by selecting the manual option.    If using the automatic find, all valid paths are shown in the 
List at the top.    Click on one and choose the save button.    These locations are saved from session to session.    If 
you have multiple installations of CR, all locations are saved allowing for quick switching between versions after 
the initial search.    If you install a new instance of CART Racing, simply search again to refresh the list.

For manual selection, choose the CR drive and directory and click OK.    CRHQ will reinitialize to the path    just set.

The currently selected CR path is displayed along the top of the main window for your convenience.

About CRHQ

The about screen displays general copyright and version information about CRHQ and CR.    If you need to report a 
bug, please do so.    Click here to learn how to contact me.    Please include specific information about the problem 
(what, when, where) and the version of CRHQ as displayed on this screen.

The about screen is dismissed by clicking on it, or by keystroke when in about mode.    It disappears automatically 
when in splash screen mode.

CRHQ is copyright 1998 by Dane Johnson.

Re-Distribution

I really don't care where this goes. I only require two things.

1. Keep the package together. The package includes a Read-me/Help file and this is it.

2. If you want to distribute this application for purposes of profit, I may want a cut. It depends on who you 
are. If you do wish to distribute this application in a commercial venture my express permission is required.
On-line services that I upload to (CompuServe) already have my permission to distribute via their service    
while I retain all copyright privileges.

Contact and Copyright

CRHQ is copyright 1998 by Dane Johnson
Compuserve: 102444,2577



Website: http://www.vii.com/~danej
Internet mail: danej@vii.com
Please send all questions or comments to one of the above e-mail addresses.

CART Racing is copyright Sierra On-Line, Inc. and Papyrus Design Group.

If you are on CompuServe, why not join ICRA? Visit us in Section 14 (Racing Circuits) of the Sports Simulation 
Forum.


