NR2003 Sandbox Track Editor Basic Information for Beginners

Check out these links:
Do-it-Yourself FAQ for NR2003
Track Making Tutorial Thread (wordy, but good info)
The Skinny on "track.ini"
Track Troubles, Possible fixes
Minimum Required Track Files
How to make a Billboard (short version)

Great Short Track website;
United Short-track Alliance [USA]
Best On-line Sandbox Tutorial I:have seen!

Q: I'have tried to open an.existing track with the “sandbox™editor,.but | keep getting errors.

A: it's the “trackmat” files that are causing that error. Make sure the files for the F and W sections are in a trackmat folder in the track
folder. There is no way to tell what the MIP’s are outside sandbox however.they should be in the original track .dat file. First you must
use winmip2 to unpack the “sharedsdat” in your C:\Papyrus\NASCAR Racing 2003 Season\tracks\shared folder.. Then“unpack the
“trackname:dat” file.in the track folder you want 1o edit. Note: Winmip2 will extract the files to an™unpack" folder..Don't forget to move
them out of this folder and into the main "shared".or“trackname" folder.

Q: Why won't all my tracks show up?
A: Make sure you have less than 128 tracks; because the game limits the tracks to 128. After 128 tracks, the tracks that come later in
the alphabet (Talladega, Texas, Watkins Glen...) will be bumped off the list.

| am not the Creator of tutorial that follows; | simply copied and redacted it so it will be saved in written form ....it is the same tutorial that
is from the link above.

There may be cases that the track.ini or a dat file is missing ... as | have seen in a few downloaded tracks.


http://www.tptcc.com/board/viewtopic.php?t=4875
http://www.tptcc.com/board/viewtopic.php?t=422
http://www.tptcc.com/board/viewtopic.php?t=995&postdays=0&postorder=asc&start=0
http://www.tptcc.com/board/viewtopic.php?t=831
http://www.tptcc.com/board/viewtopic.php?t=1797
http://www.tptcc.com/board/viewtopic.php?t=4363
http://skylane.kjsl.com/~jmckin12/usa/files.htm
http://members.fortunecity.com/havoline28/pageone.htm

Sandbox Tutorial

This is a tutorial for basic track construction.

PART 1: BASIC CONSTRUCTION.

I'm still in the learning process of building tracks. What I've learned so far in this tutorial. | am going to show you how to build a one mile oval. I'm going to make the
straights at 5 degrees banking and the turns at 15 degrees. | am going to go thru the-process step by step.-This'is a long and time consuming process: If you are
looking to just throw something together, then this is not for you.

Let's jump right in and get started. Before we do, let’s talk about some of the programs we will be using other than Sandbox.

Here are alist of programs and the place to find them. There are three major programs | use to build tracks.

1. Sandbox

2. MIP explorer

3. WinMip 2.

They can all be found at http://theuspits.com/sims/index.html."Under NASCAR Racing 4/2002/2003 click on editing and they are all right there. You will also need a
paint program. Paint Shop Pro or.Photoshop will do your choose.

Also to save you the trouble of looking for files. I've created a zip file of all the files to be used in this tutorial. You don't have to use these files, you could use
whatever files you want.

Please Note: For some reason every time | upload the zip file to my web site the host keeps deleting it. So if you want the files send me an.e-mail and I'll send
them to you. E-mail It's in ZIP-format and is 2.16K in size. | seem to do things a lot different then.in other tutorials. You will find yourself saying "why the hell is he
doing it this way". In the long run it will be better for you. Let's build.

STAGE 1: WORKSPACE

As I'm sure you know by now, we need our workspace setup. To do this we need to create some folders. In a place that's comfortable for you (I'm going to place
my folders in the Sandbox folder). Createra folder called (My_tracks), under that folder create a folder and call it shared. Then one and name it your track name.
For lack of a better name I'm going to call my track, American. Inside the American folder create another folder and callk.it (trackmat). After all that's done you basic

tree should look like this.
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Now copy. a copy of your of your shared data file (located in you tracks folder under shared) into your shared folder and then unpack it. | like to use the program
WinMip 2. It works really well. Open WinMip 2, and click extra and unpack. Find the shared.dat file and unpack it

i WinMip 2

File B&{{&EEN Settings  Abouk
= Unpack, |@

MR2003 Car File Editar

After the unpacking, move all the files for the unpack folder into the.shared folder and then delete the folder unpack.

them into the trackmat folder you-created. Now, let's start building our track.

STAGE 2: BASIC LAYOUT

It's now time to get our hands dirty. First open up sandbox. Right click in the center of the screen. It will look like this.

Create Straight
Creake Curve
Wiew Grid

arid Scale
Mew Linear Guide

Unlock &ll Geometry

If you are using the files that | selected, put

After the right click, click on create a straight.



After you have you straight down we want to save it now. Click file and save as. Name it the name of you track. Make sure you save it to the folder you created
earlier. Now reopen it. Click file then new, then click file again and then open. Go to you track folder and'select you track.
Once the track opens, you-should have displayed the little straight you just created. Now outside the track, right click and then select unlock all. geometry.

Mew Linear Guide

Unlack All Geometey:




Now, Lets layout the track. You need to get the layout. Some people like to use meters, but'l prefer to use feet. | can better judge things that way. To change over
to feet from meters, Click at the top on view and displayed units and select feet. For reference the top line is the-inside of the track and the bottom is the outside of
the track. The purple line is. the main part of the track and the red lines are call x-sections. On the bottom red line pull it down one square. At the top line move it up

three squares. So it looks like this.
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Now weneed to lay down all the X, f, w; sections to texture the track. There are going to be a lot of lines. First let's set the line for the outside of the track.
Lay down two f-sections, one inside the bottom red line and onelinside the top red line, but don't let them touch.




Now by rule, NASCAR measures its tracks for length 15 feet from the outside wall or outer edge of the track. No matter how wide the track is. The purple line in.the
middle is the measuring line. So right click on the section that we laid out and insert and f-section to the bottom side of the purple line and move 15 feet off. | guess
it doesn't need to be perfect, but if you zoom in real close you could get it right.

Below that line we need to put two w-sections. Just place them for right now we'll position them later. Don't touch them with the f-section. We are going to make
our track 60 feet wide. So to the top of the purple line-place another f-section 45 feet for it. Just to the top of that line put another f-section-about .50 feet from it.
You may have to zoom in close 'to get it right. Above your last f-section put another f-section 12 feet away. Then add 0.50 feet more, for another F-section. Above
that line put two more  w-sections. Again we'll place it in a minute. For now that's all we need to start texturing..Here's a picture to show you what it should-look
like.
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Now we need to texture. But first we need to save it. When you save your work always use "save as" and add or change the‘ending. | always add a number to.the
end, (ex. American, American1, American2, American3.) After three | go back to the first one. Sometimes Sandbox will crash in the middle of saving. If you do it
this way and save often, you-won't loose all you work.

To texture, start at the very bottom and work up. On the bottom f-section, click on it and open the properties window. If you are using my selected files, everything
you will need is already there, if not you will need to.get.some.

Instead of telling you'everything, | going to use pictures for each step and “properties” window. Make sure you pay close attention to each part of the window. If
you select view and draw underneath. You, can see the textures as you make them.

The bottom'line is going to be grass. Select it and set the properties to these settings

F Section Properties

Ko Iﬁ T exture Sszignment Wwiall Properties
' - Physzizal Size [head, tail) YWizual Size [head. tail]
[ pron zl [ = statfo00 m pdd] Del] | |widtn] | M it | | m

; LOCK
Reload Mips | bd stenials Farcet | J Orientation | J Height | | i
Copy Properties | Layer |Elase Texture j Prifile | J ' |
kI F: |grass.mip j

Select Section W Overide Default Tex Params

Fised? Texel Size [cm]  Skew [m)

ur- | 15 | ooo | o000

i | 2.00 | 0.00

Left | |

Now move to the first w-section. This will be our outside fence. You can use these setting. Pay close attention to the wall properties. When texturing fences you
really only need to texture the right-and lefts (fence.mip). Top. Near and far aren’treally issues with'fences (note: near relates to the tail, far relates to the head).



W Section Properties

T esture Azzignment

Materialz: |ERER = (el ~
|~<L|nn:|efined> ﬂ TEHSEQ|1 :l Start| m ﬁu:lu:l| |
Reload Mip$| MI;F:;:LQ

Facet |Left [wallz anly)

E
E

Copy FProperties
R iR | | Layer |Ease T exture

P |fence.mip j

Select Section

_Fomward |

Left | Right |

_Back |

v Override Default Tex Params
Fiwed? Texel Size [cm]  Skew [m)
im | ooo |

Vi | onis | nle

YWall Properties
Fhysical Size [head., tail Yizual Size [head., tail]
Wwidth | 030 | 030 m widh [ 010 [ 010 m
Drientatiun|F"er|:|enu:|in::ular j Height| 4.00 | 400 m
Profile |Euwed ﬂ F'u:uint3| 4
Ctrl Paint = ¥
1 | oooo | 0.000
2 | @z00 | 0zo0
3 | -0400 | 0500
4 | 0800 | 0600

Now go to the next w-section and select it. Use these settings. Use wall_01.mip for the left and right side, near and far, and walltop 01.mip for the top.

W Section Properties

T exture Azzighment

b aterials: |m -r|
|F|'5"3i”EI Surface j Tex SEQE Startl m MJ

Reload Mipz | Lock Materials|
=l

-

Facet | Top
Copy Properties

Layer | Baze Tedture

Back
| hd|P- |wal|t|:||:|_|]'| mip

Fonward |

5

Select Section

Forward
Lett |[ Pight ]

Back

v Override Default Tex Params
Fived? Texel Size [cm]  Skew [m)
ur- | 1oo0 | ooo |

2 B

Wall Properties
Phyzical Size [head, tail]

YWizual Size [head. tail)

width | 050 | 050

m width | 050 | 050 m

Drientati-:ln|F'erpendin:ular j Height| 1.22 | 1.22 m
Frafile |Straight j Faints lf
Ctrl Paint & ¥

1 | 0.000 | 0.000

2 | 0.000 | 0000

3| 0ooo | 0.000

4 | 0.000 | 0.000

For the next f-section we put down the asphalt. Use these setting and asphalt_dark.mip.



F Section Properties

j Texture Azzignment W' all Properties -
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Wistal Size [head, tail)

| m

| m

Now to the next line we add our paint line. If you want it to be yellow use paint3.mip or if you want:it.to be white, use paint.mip. Use these settings.
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W aterials: = Testure Aszignment Ww'all Properties
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| m

The. next line is for the apron of the track. Use asphalt.mip and these settings.



F Section Properties

M aterials: |EEEE]
|FHan::ing Surface j
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Copy Properties

Select Section
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Let | Right |
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Testure Azzignment

1 = Ste]

Wiall Properties
Fhyzical Size [head, tail)

Facet |

Layer | Baze Texture

I i
J Orientation |
| Prafie | ]

kP |asphalt.mip

v Overide Default Tex Params

Fined? Texel Size [cm]
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&l

ur | 100 | ooo |
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The next area is for more paint. You could use the same setting as before or you could use therother color. If you used yellow before, use white now or vice versa.

Or use the same color both times. It's up to you. | used these settings.

F Section Properties
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Copy Properties-
Select Section
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T exture Agzignment
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Facet |
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Wwhall Properties
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Almost home. The next line is forrmore grass. You could use the same as before, but | like to keep things different. | used grass2.mip-this time. Some settings

changed.




F Section Properties

j Texture Azzignment

= I T ]

: Facet | J
Eoi F'rnperTes | Layer |Base Testure j

I aterialz: | Grazs

|.-'3.|:|r|:|n ﬂ

ﬁﬁ'.':'au Lock M atenals |
14

kIP: |gra332.mip j
delplivec R v DOwenide Default Tex Params
Q Fixed? Texel Size [cm)  Skew [m]
Left | Pight | ur- [1s [oo0 [ oo
' v | 156 | 0.00

Wall Propertiesz
Physical Size [head, tai) Wizual Size [head., tail)
width | | M Width | | m
Drientatian| J Height| | m

Profile | ~] i

Two more to go. The inside wall is next. Use the.same settings as the outside wall.except change the visual Size height from 1.22 to 1.00. Like. so.

W Section Properties

Texture Aszignment

b aterialz: |m vl
|{U”d5“”‘3d} j Tex SEQG Start m ﬂJ

Felnad Mips | Lock Materials|

Facet |Left [wallz only) j
Layer |Ease T exture j

b IP: |waII_EI'I mip j

v Owerride Default Tex Params

Copy Properties
| |

Select Section

_Foed |

_ Fized? Texel Size [cm]  Skew [m)
Lett | Riaht | ur [ 1 [om |
_ Back | Vg | |

Wall Properties

Fhyzizal Size [head. tail] Yizual Size [head, tai)

width | 050 | 050 m width [ 050 [ 050 m
Orientation |Vertical | Height| 100 | 100 m
Profile | Straight | Paints| 1
Ctrl Paitt bt T
1 | 0000 | 0000
2 | oooo | 0000
3 | oooo | oooo
4 | 0000 | 0.000

Last but not least, the inside fence. Use these settings, but use fenceinf.mip.




W Section Properties

. - — Tewture Aszignment —Wall Properties
M aterials: |'wWire F left] -
l o Fores (bl Physical Size (head, tail Visual Size head, ta
dpron g | TexSeg[t = Stanf000 m f-‘u:ld| width | 030 | 030 m widh [ 010 [ 010 m
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b .;.3| ot E'E”E'S| Facet[Loft malls only) ] | Drientation |Vertical | Height| 400 [ 400 m
Copy Froperties
e = Layer |[Base Testue v Profile | Straight ~| Points| 1
k1P Ifer‘u:e_inf.mip LI il Pt 5 o

~ Select Section

i W Overide Default Tex Params 1 | 0,000 | 0.000

4 Fined? Texel Size [cm]  Skew [m] 2 | oooo | 0000
: I A | ur— | 100 | o000 | 3 | oooo | 0.000
Bk | Vi | | ¢ [oom [ ooo

Now let’s get our walls lined up. More the outside wall in to touch the track. Don’t touch blue line to green line just the outer edge of the wall touching the track.
Then pull the fence right up:next to it. Like so.

The inside fence and wall you can move out close to the edge of the inside. You don't have to touch these if you don't want'to. Now on the outside of.the wall pull
an x-section right next to it.-This will be used for the banking«If it shows'that you can't add the x-section, make sure you right click and hit unlock all geometry.
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We now need to add two more. One to the top of the inside track and one at the top of the apron. In the picture | show you where to put them but you want to move

them in to overlap the green line.

hit the space key to view youstrack.

click camera view

Now click view at the top and




Now save and remember to click save as and add the number. That's:it for the basic section. Next we will go through and'lay outthe whole track:






Append Segrent Straight
Prepend Segrment

You should make the segment the same length as the first. Move the end out until you have the length at 655 feet and 90 degrees. It's going to take a lot of work
to get it right. Zoom in as much as you need to get it.

Tail Position: (1872 .88ft, 416 .98t
Tail Angle: 98 .88 degreexs

Radius of Curvaturel
Segment Length: 6353

A

Bottom right Top left

Turn two is easy. Just do the same thing you did for turn. one and it will set up-right: The top rightsshould now be at 180 degrees and the bottom left should-be at
655.00 feet. If not you may need to adjust it.

For the back straight just right click again and it lays it out perfect just like before. The back straight needs to have two segments laid out. So right click again a put
another one down.

Turn three do the same thing but this time you'll have to go in and adjust it to 655 feet and this time to 270 degrees.
Turn four is done the same as turn two. You shouldn't have to adjust turn four.

Now go back to the first segment you laid out and right click on it and select prepend segment and put a straight behind it. Now just one-more thing and we are
done. On the segment you just laid, right click and select attach at head.



Prepend Segrment

Attach Segment Ak Head
Detach Segment [

Copy Features

Inserk

Now | laid my track out.in nice even lengths. You could change things to fit you needs. You could make the turns sweep more our make them egg shaped. What
ever makes you happy or what ever you want to do. If you have do it already, save now. Next part we are going to put in the pit road. My favorite part of track
building.



+~PART 3: PIT ROAD. i

Now we are going to put in our.pit road. Pit road is my favorite part to do. At the start finish line, 206_m in close to where the race-track and the apron meet. On the
inside"line for the paint (the one on top) right click on it 'and select delete selection. Go to the one below that and change the texture to the same thing as the
apron. This is to remove the painted line. It is no longer need because our inside pit wall will go there. After you do both sections of the front straight. It should look

like this now

Insert a w-section right above the red line in both segments for the wall and texture using. these settings. Also use wall-03.mip and.this time you will need to
texture the near texture because the ends are exposed.



W Section Properties

Wil !Wall ﬂ i~ Texture Azsignment % all Properties
' : Physical Size [head, tail] Wizual Size [head, tail]
[PiRoss <] | tecseolT =] [T m Ade] 2oi| | | wian 050 [ 050 m wian[ 0% | 0%
Feload Mipz | Lock Material l
e ngi 2 aenasi FaCEthear [aallz only) ‘ﬂ ;Drientatinnl"-.-"ertical __j Height | | 88 m
-Copy P e ————
[eeed RS LayeriEase Texture __"':j F'n:IfiIeIStraight _'r_i F"cuintsi 1
Farward l Back i| .
'MIF‘!waII 03.mip | ChlPoint v

[~ 3elect Section—— ¥ Owvenide Default Tex Params

Foward | Fixed? Texel Size [om]  Skew [m]

Lett | Hight l b I 1 I 0.00 i .00

_ Back i Vv | néa | riéa

1 | o000 | 0.oo00
2 | oooo | 0.000
3 | oooo | 0.000
4 | 0000 | 0.000

Now for pit road itself. Pit road is going to be 60 feet wide. Enough for two lanes of traffic and the pit stalls. On the palnted line we made for the apron, we want to
change and move it. The lines need to be moved out to 20 feet. Then we are going to change the paint texture. Change it to paint_01.mip. Leaving the setting as
is. Do the same thing to the other side. Savitllooks like this L

On to lane two. We nee to put two more f-sections.down for thenext lane. The first one at-20 feet and the second.one at 20.50 feet. Then texture it using the, "
paint3.mip. You will'also have to retexture the grass to asphalt.mip. Don't forget to change the material settings to pit road and racing surface. Above the paint line



Yizual Size [head., tai)

“Width | 0.50 050 m

HE:ight A0 I A0 m
Fuoints I 1

Ctrl Paint







If you don't like the concrete infield, you could add an f-section under the pit stall wall and texture it to asphalt. Like so.
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In the next chapter we are going to handle the banking on the track:



PART 4: BANKING.

Now comes the hardest part of track construction. The banking. | always seem to have a lot of trouble with the banking part..So with a little luck, we'll be able to get
through it together.

If I understand correctly. When you bank a track, the settings work forward on the segment. \Which ever way the track flows at the end of the segment is banking
marks. So lets start on the first segment which is gaing into turn one.

Right click where the first segment and the second segment connect. Make sure mode absolute is checked.

v Mode Absolute

Maode Inkerp Forveard /Back

Then open up the height window (View Height view). Select the white square that is on your outside wall. Move the square up till it's at 5 degrees. Then pull the
outside one up till its back at zero.




You can also bank the apron here if you want to, but | choose not to. Now move to the line that separates turns one and.two. Move the second square up.to. 15
degrees and the first one back to zero like before. Now move around to the exit of turn two and do the same thing but making the banking at 5 degrees.

Stop off in the middle of the back straight and bank it at 5 degrees. Now down to the entrance to turn three and bank it at 5 degrees also.

Now to the middle of 3 and 4 and bank to 15 degrees. Continue around to turn 4 and bank at 5 degrees. And finally the start/finish line, do it at 5 degrees also.

Barring any kind of uncontrollable things your banking.should be just about right. Check through it though to make sure it right. Sometimes;-bank a track and then
go back and it's all screwed up. | wish you lots of luck.

That completes the banking part of this tutorial. Next we will polish of some of the graphics. If you haven't save now.

PART 5: DETAILS.

Sometimes I've notice that some of the details laid out when you start change as you lay out the track. So we need'to run around the track and check the walls and
the fences to make sure the numbers haven't changed.

You can do this in one of two ways. First by looking at the camera view and seeing if the walls and fences look fuzzy. Or you could just click on each and every
wall and fence to see if all'are as you set them. | like to use the camera view and if you see something wrong then click on.it.

Now that you've been all around the track both inside and outsideslet's move on to more fun things. So save now.
Notice at the ‘entrance to pit road how the inside wall is exposed.

We can have that. Someone could get hurt. So we are going to add a tire barrier for safety. To do this we need to first:split the segment. Right click on the turn four
side just anywhere-about 20 to 30 feet. Like this.



It doesn't need to be all that long. And this is going to serve another purpose in'a minute. In that little segment, put-a:w-section in therereven with the pit wall:

"



W Section Properties

i~ Texture Aazignment - | Wwall Properties - —
Phuzical Size [head, tail] Wizual Size [head. tail)

M aterials: WFES

]PitHDad ;j Te:-:Segi1 ::_j Start;"j oo mfﬂ‘dj

Del widh | 020 | 050 m widh| 080 | 1.00 m
HelnadMips].ank Materialﬁi FaCEtiTnp | Orientation |Vertical | Height| 1.00 | 1.00 m|
Enl:l;pn'l::;dpertiles-?ii LayeriEase Texture __:J F'rnfiIEJStraight j F'Dintsi_{_‘
= = |MIP: | Tyretp.mip = Chrl Point i
[~ Select Section - v Overide Default Tex Params 1 | 0.000 | 0.000
[ Fiked? Texel Size (om]  Skew [m) 2 | o000 | 0000
_Leht | Right | ulrr [ # [ooo [ooo 3 [oooo [ oooo
Back _| | vig [wia [wia 4 |ooo [ oo

If you didn't use the files that | uses you will not find the wall textures like | have:I'made them myself.



. Now see how good this looks.

Okay, now on to something else. Let's do some lines. Click at-the top on view.and. "track surface decal properties". First let’s do the line heading into the pits.
Right click and select add-track surface decal. When the window pops up scroll all the way to the bottom and select paint.mip. A little white line shows up. We need

to move this line into place and resize it. Open the properties window and change the length to 16.5 meters and set width to .229 meters and move it into place at
the end of pit road, like'so
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. This line runs from the pit wall to the pit stalls. Now do the same thing at the other end of pit road. That puts lines at each.end of pit road. Now we want to do.the
start finish line. Switch back over to the geometry editing view. Laying down the lines it's hard to see where the-two segments meet. So we need to make a visual
line to see. Take the track surface a change it to where it's fuzzy. So we can see the line. Do the same thing in the pits. We'll change them back in a minute.

Switch -back to the track decal surface. Right click and add. This time we want tsd_startfinish.mip for the start/finish line. We need to'set the properties to_this:
Make note that you will have to rotate it 90.degrees.

Track Surface Decal Properties

tip: Ets';:i_start'f'i-r'iisl-ﬁ.n'iip
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It should look like this when finished. Make sure you set the far left side of the line where the start finish line goes.



Now for the pits start finish line. Right-click again and add tsd_yellow.mip for the line in the pits. Use the settings 16.5 meters long and .229 meters wide. Line up
the left side to the start finish line and you're done. Just don't forget to change the tracks back out of fuzzy. And there are your start/finish lines.



It's time for another save.
Now:| think thatit's time for a trail run. Let's prepare it for its first laps. We need-to.copy not move our track folder over to our NASCAR tracks directory.

Do that now. We also need a few files. We need a tracks.ini file. So select one from a track similar to'the one you made. If you: followed my files use New
Hampshire.

Also you are going to need a arcade:cup.acd file from the same directory and one set up. That is really all you need. Go in.and change the tracks.ini file to,match
the track you created.

Give it a city and state. Change the length and the banking.
Also change the location of your'car.

Change it to this:

;special stalls

stall_qual_exit=000

;regular stalls

stal_0=000

You're all set. Go tryiit out and I'll see you back herefor some more work.



