
 

MOD 
The picture above is a screen grab from F12002.  That’s right, an EA game based on formula one racing. To most it is 
odd, it’s clearly not an F1 car.  To the die hard simulation racing community, who modify developers’ games beyond 
all recognition, it would be a common site.  The screen above is in fact from Sim Bin Development Team, a collection 
of skilled people devoting their spare time to the changing the physics, graphics and audio of, in this case, an F1 
game.  Their late 2002 mod—”GT Racing 2002” is a 246Mb download available for free, despite thousands of man-hours 
going into the project.  In fact, it is said that over 1200 hours of work went into the physics alone.  Read more 
about that mod and the Ferrari 360 mod on the Sim Bin page.  There was a also a mini-mod and that was great fun too.   
 
In the mid nineties it become common place for developers to offer a game where the files can easily be modified or 
changed entirely.  For racing games, modifying can mostly be traced back to the popular 1994 game, NASCAR racing 
from Papyrus.  This first NASCAR game allowed players to change the paint schemes.  In 1995, Geoff Crammonds GP2 was 
launched and the on-line community were quick to add new paint schemes and later, new tracks.  Modifying a game ex-
tends the lifespan of the game somewhat as individuals strive to improve and tweak the game. Unfortunately there was 
a bit of a backlash from developers in the mid Naughties (when publishers want products with shorter shelf lives). 
 
Adding new tracks is the hardest modification to do.  It’s okay adding new graphics, but you have to teach the com-
puter the racing lines, overtaking places etc.  One of the most heavily modded games is Grand Prix Legends, where 
over 200 tracks have been created, as well as fan-sites for new helmets, cockpits, wheels etc.  
 
Creating new cars and physics to go with them is the most popular past time. Soon after release, Rally Trophy had 
appropriate software released by the developers to allow their files to be easily toyed with...and with such a com-
plex physics system, and some interesting cars were released. 
 
 

Above: a car model from GT racing 2002 is taken into a 3D program, given some nice lighting                     
and rendered.  Very nice! Of course they look nothing like this in the game on an average 
machine. 
 
Left: More screens from SimBin Dev. Team and GT Racing 2002.   

 

Nascar Heat from Monster 
games Inc. came in 2000.  It 
is very well catered for in 
the modding department and 
oweing to a great physics 
package, ‘Team Players’ have 
created several mods: Ferrari 
360 Challenge, 1950 Truck 
heat, Spirit of heat, Porsche 
Vintage and even Formula Ford 
(not shown).  The bottom left 
picture is in fact the real 
Nascar Heat. 

GT Racing 2002 is 
much more than 
just a conversion; it 
represents a signifi-
cant development 
from the FIA GT 
MOD V3.  
 
GT Racing 2002 
features: 
 
* Thirty-seven 2002 
cars which have 
been re-designed 
in line with the 
2002 aerodynamics 
regulations 
 
* Extensively 
remodelled car 
dynamics which 
take account of 
revised aerody-
namics of the 2002 
cars 
 
* completely re-
vised tyre models, 
featuring 4 different 
tyre brands with 
individual slip 
curves, wear rates 
and temperature 
tolerances 
 
* A real-time, 
dynamic suspen-
sion model which 
takes advantage of 
the super-high-rate 
physics engine 
 
* A sophisticated 
brake modelling 
system, with warm-
up, optimum tem-
perature and fade 
characteristics 
 
* Completely 
reworked AI system 
for an unprece-
dented level of 
racing realism 
 
* A unique menu 
system and game 
mode control user 
interface 
 
* 7 brand new 
tracks: Brands 
Hatch, Donington 
Park, Oschersle-
ben, Sugo, Valen-
cia, Mugello and 
Misano 
 
* An all new 10 
round FIA GT 
championship 
mode 
 
* Brand new interior 
and exterior car 
sounds, menu 
soundtrack and 
Intro Video  

 


