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WARNING: READ BEFORE USING YOUR

PLAYSTATION® GAME CONSOLE.

A very small percentage of individuals may experience epileptic seizures when exposed to

certain light patterns or flashing lights. Exposure to certain patterns or backgrounds on a

television screen or while playing video games, including games played on the PlayStation game

console, may induce an epileptic seizure in these individuals. Certain conditions may induce

previously undetected epileptic symptoms even in persons who have no history of prior seizures

or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your physician

prior to playing. If you experience any of the following symptoms while playing a video game—

dmmess altered vision, eye or muscle twitches, loss o( awareness, disorientation, any
y movement, of ¥: use and consult your physician

before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS:

Do not connect your PlayStation game console to a projection TV without first consulting the usef

manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanently

damage your TV screen.

USE OF UNOFFICIAL PRODUCT:

The use of software or peripherals not authorized by Sony Computer Entertainment America may

damage your console and/or invalidate your console warranty. Only official or licensed:

peripherals should be used in the controller parts or MEMORY CARD slots.

HANDLING YOUR PLAYSTATION DISC:

D his compact disc is intended for use only with the Playstation game console.

Do not bend it, crush it, or submerge it in liquids.

200 flot leave it in direct sunlight or near a radiator or other source of heat.

2 Be stire to take an occasional rest break during exlEndEd play.
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STARTING THE GAME

— disc cover

RESET button

POWER button
POWER indicator ——
MEMORY CARD slot 1
Controller port 1

— OPEN button

MEMORY CARD slot 2

controller port 2

1. Set up your PlayStation game console according to the instructions in its Instruction
Manual. Make sure the power is OFF before inserting or removing a compact
disc.

2. Insert the NASCAR Thunder™ 2002 disc and close the Disc Cover.

3. Ingert game controllers and turn on the PlayStation game console.

MOTE: When using the Multi-Tap, at least one controller must be
onnected to Controller Port 1-A.

> 10 skip the opening video, press the START button.
4. Al‘;!fl_ NASCAR Thunder 2002 title screen, press the START button to advance to the
i

COMMAND REFERENCE

DUALSHOCK™ analog controller

12 button ————f R2 button.
11 button R1 button
9 N sonv A button
directional buttons ——— 43| _C,Lﬁ > @ button
(0-Button) ,\ @ L g TN 7,/‘\ * button

left analog stick R0 ),
&  button

=/N\__ )

A
(13 button when U\_, B
pressed down) seecr| | >
button | sragy bution
ANALOG mode button

ight analog stick
(R3 button when
pressed down)

<4 For a more detailed list of commands, » Complete Controls on p.4




JGOMPLETE CONTROLS

Grab hold of these controls and race wheel-to-wheel against the top drivers of NASCAR

Thunder.

MENU SCREEN CONTROLS

Highlight menu items 0-Button §
Cycle choices/Move sliders D-Button +
Select/Go 1o next screen % button
Cancel/Return to previous screen A button

COMPLETE RACING CONTROLS

Steer

D-Button or left analog stick ++

Gas

% button or right analog stick

Brake

W button or right analog stick 4

Reverse (when already stopped)

A button

Chanige View @ button
Toggle Rear View Mirror ON/OFF L2 button
Look Back L1 button
Toggle Race Info/Car Gauge/ SELECT button
Damage Info ON/OFF
(manual only) R2 button
n (manual I only) R1 button

START button

INTRODUCTION

NASCAR Thunder 2002 roars onto your PlayStation game console with the

authentic and competitive racing experience ever. Race the tracks, cars, and !

from the exhilarating world of NASCAR™ and create your own legendary champig

FEATURES

4 Race the Original Daytona Beach Course—Launch your NASCAR racing dynasty.
from the original sand course that started it all. \

4 Every NASCAR® venue—23 tracks including the new Chicagoland and Kansas
speedways and 13 additional fantasy road courses.

4 Top NASCAR® Drivers—Over 30 drivers including Jeff Gordon, Tony Stewart,
Dale Jarrett, Bobby Labonte, Mark Martin, and Dale Earnhardt Jr.

4 Earn Thunder Cards—Race through challenging scenarios to unlock tracks, and
offensive and defensive Power-Ups.

4 Race Multiple Seasons—See if you can triumph as Series Champion and defend
your title over multiple seasons.

4 Full or Custom Season Racing—Race a full or half NASCAR season or choose to
compete just on short tracks, road courses, fantasy tracks, or superspeedways.

For more info about this and other titles, check out EA SPORTS™ on the web
at www.easports.com.




SETTING UP THE GAME
MAIN MENU

From the Main menu, you can jump right into a race, initiate a single player race or season,

set-up a two player race, adjust your options, or preview upcoming EA SPORTS releases.

QUICK RACE

1 PLAYER

2 PLAYER

‘GAME OPTIONS

ABOUT EA SPORTS

Jump into a race with a randomly selected car at a randomly
selected track. When you select this option, you start in a
random position in the field

Run a Single Race against the field (» below), race in a Season
(> p. 7) with one player, access your Thunder Cards (» p. 13),
take a peek at the Hall of Fame, or view records by track.

Run a Single Race or race in a Season Mode with two players.
Set audio options, controller configuration seltings, and auto
track stat options, and view game credits (» p. 14)

Preview other new titles from EA SPORTS.

SINGLE RACE

Trade paint in a single race and see if you can take the checkered flag.
Sliﬁl! RACE SETUP MENU

(hoosg your car, select a track, and adjust race options,

%Iﬂ"’i Default menu items appear in bold throughout this manual.

Begin the Race Weekend.
Press the D-Button ++ to choose your car and driver.

D Press the % button to view driver and car photos and team
and driver information.

Press the D-Button «= to choose a track.
D Press the % button to view track diagrams and information.

NASCAR OPTIONS

D After you select your car and track, select GO RACIN'. The Race Weekens
menu appears.

Adjust your racing options (» NASCAR Option!
on p. 15).

RACE WEEKEND MENU \
Navigate between all your NASCAR weekend events.

D To get down to the track, select PRACTICE, QUALIFY, HAPPY HOUR, or START RACE
<4 For racing controls, » Complete Controls on p. 4.

GARAGE

PRACTICE

QUALIFY

HAPPY HOUR

START RACE
LEAVE WEEKEND

Get under the hood and tweak your car (» In the Garage:
on p. 15).

Take a few practice laps around the track to learn how

to handle your car.

To start near or at the front of the pack, you must record
a fast qualifying time. If you don't qualify before a race,
you automatically start from the back of the field.

Race and work out the kinks against real competition before
the race.

Go to the track for the start of the race

Return to the Single Race menu

SEASON MODE
Compete in a series of races in quest of a NASCAR championship.
D From the 1 or 2 Player menu, choose SEASON mode. The New Season screen appears.

LOAD SEASON
DRIVER

Load a season from your memory card.

Choose your car and driver. You can also create a driver
and car of your own
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NASCAR 2002 CHAMPIONSHIP POINTS SYSTEM
The winner of each race receives 175 points. For each subsequent finishing spot,
the driver earns a lower point total. Also, each driver who leads the race for at least

one lap receives five bonus points, and the driver who leads the most laps during
a race receives an additional five points. (Check the results screen after each race
for exact point totals).

To create a driver:

1. From the Season menu, highlight SELECT DRIVER and press the
* button.

2. Cycle through the drivers by pressing the D-Button += until
CREATE 1 is displayed and then press the % button.

3. Create a name, car number, select a car make, and go to the
paintshop to customize your car. When you're done, press DONE
from the Paintshop menu and your new driver appears in the
Select Driver window.

Select the type of season to compete in (> below).
Adjust options that affect the rules and realism of the race and
pick your race mode (» p. 15).

SEASON TYPE
NASCAR OPTIONS

SEASON TYPE

To select your Season Type:
1. Chopse SEASON TYPE from the Season menu and press the % button.
The Season Type window appears with a list of tracks on the circuit.

Season menu, select DONE and the Season menu appears.
a race, select GO RACIN'

To create a custom season:
1. Choose Season TYPE from the Season menu and press the % button.
Press the D-Button += to change season type to CUSTOM SEASON,
2. Press the M button to edit your custom season. \
3. Press the D-Button + to choose your tracks. Press the D-Button $ to add t@(ks
to your season (at least five). Press the % button to return to the Season meq.
4. From the New Season Setup menu, select DONE and the New Season menu éppears.
SEASON RACING
You can access your next season race, keep tabs on the championship battle, and
save your progress from the Season menu.
SAVE SEASON Save and update your season to a memory card.
PLAYER STATS View your driver stats.
SEASON STANDINGS View the Standings for the current NASCAR season.
USER RECORDS View your personal records or access the NASCAR Hall of Fame.

GAME OPTIONS Set audio options, controller config. settings, toggle auto track
stats ON/OFF, and view game credits.
GO RACIN' Go to the next scheduled race in your season.

SEASON LOAD/SAVE MENU
Save or load a season in progress.

% INOTE: Never insert or remove a memory card when loading or saving files.

To save a season:
1. From the Season menu, select SAVE SEASON. The memory card screen appears

2. Highlight (in blue) the season in which you wish to save and press the % button.
The Edit Slot Name window appears.

3. Rename your season by using the D-Button (optional), then press the % button
4. Press the % button again to save.




To load a saved season:

1. From the New Season menu, select LOAD SEASON. The memory card screen appears.
2. Highlight the season you want to resume, and press the % button.

3. Press the % button again to exit and return to the Season menu.

ON THE TRACHK

This section gives you all the info you need to dominate a superspeedway, short track,
of r0ad course.

RACE SCREEN

—Gear

Stat Overlay.
_—Fuel Gauge

~Speed (MPH)

TIME

the race progresses. Each track is divided into segments or time traps. After the
ur best time through the present segment appears on the screen above your
le. When you complete the segment, the time difference appears.

FLAGS
GREEN The green flag indicates the start of the race.

When the green flag drops it’s time to step on

the gas. The green flag will also appear after

a yellow caution flag during the race. \
YELLOW The yellow flag cautions drivers to slow down and 3

hold their positions because an unsafe condition exists
on the race track. Cars may pit after first lap under
yellow after NASCAR officials open pit road.

MNOTE: When the yellow flag comes out, all the cars are computer
controlled. Get ready to resume control when the green flag appears.

WHITE The white flag indicates that the lead driver is in his final lap
of the race. This is your final chance to catch the leader or gain
valuable points. If youTe in front, hold the lead because the
pack will be making a last-ditch effort to hunt you down.

(CHECKERED The checkered flag indicates that the lead driver has crossed

the finish line and won the race.

4 following the race and the race highlights, the Race Results screen displays each drivers
finishing position and time/laps behind the leader.

4 After a championship race, the Season Standings screen appears. When you exit the
Season Standings, the Season menu appears.

PIT

STOPS

There are four situations that warrant a visit to pit road: low fuel, worn tires, poor handling,
and damage. Your crew chief notifies you audibly when you should enter the pits.



- Press the A button to
abort the pit stop

Press the M button

for a left fre change

Press the D-Button +

o increase or

decrease the wedge

Press the @ button—
for a fight tire
change

i Hold the L1 button

Press the % button—
for fu

10 repair damage

To make a successful pit stop:
1. Decide which services you want before entering the pits.
2. Enter pit road. The Pit Service menu appears.

3. Select services before your car comes to a stop.

4. When the pit services are complete, your car pulls out of its stall. Hit the gas as you
éxit pit road,

EA TIP: For a splash-and-go pit stop, select no services. In the pits, hold
¥ the L1 button until you think you have taken enough fuel. Release the L1
\bumm and press the % button button to get back on the track.

PAUSE MENU

To bfigig p the Pause menu, press the START button at any time during the race.
CONTI Return to the current race.

Start over with the same driver on the same track and the
same qualifying position.

INSTANT REPLAY View the last few seconds of action from the

RACE STATS Check all the cars’ current positions in the field
as they run
NASCAR TIMING Displays race and timing information for your car.

To cycle BEST LAP, 2ND BEST LAR, and 3RD BEST LAP,\
press the D-Button +. ¥

Adjust music, sound effects, commentary volume,
and other sound options.

Abort the race, practice run, or qualifying round.

THUNDER CARDS

Successfully complete challenges to earn Thunder Cards. Collect cheat cards and

unlock tracks.

D To access Thunder Cards, from the 1 PLAYER menu, choose THUNDER CARDS.
The Thunder Cards Main menu appears.

THUNDER CARDS MAIN MENU

LOAD P1/P2 CARD BOOK Access the card book for Player 1 or Player 2.

SAVE/CREATE P1/P2 Create a Card Book or save progress for Player 1 or Player 2

CARD BOOK

DONE Load a saved Card Book from your memory card.

EARNING THUNDER CARDS

Select from a list of challenges to compete in and earn Thunder Cards when you

successfully complete a selected challenge.

4 You are assigned a specific driver and track for each Challenge.

4 Accumulate earned Thunder Cards in your Card Book to use later in game.

[C]

AAUDIO CONFIGURATION

QUIT RACE




ACTIVATING THUNDER CARDS

To activ a Thunder Care

2 To activate a Thunder Card in a race, press D-Button ¥ to select the card you wish
to activate and then press the D-Button & twice.

4 Thunder Cards can only be used in a Single Race (One Player and Two Player), not
in Season mode.

4 You can load six Thunder Cards from your Card Book per race.

OPTIONS MENUS

Adjust the game settings to suit your racing style.
GAME OPTIONS
These options are available from the Main menu.
AUDIO OPTIONS Adjust music and sound effects volume, set the audio mode,
{ and spotter and crew chief commentary.
CONTROLLER 1 CONFIG  NASCAR Thunder 2002 features several controller setups, each
1 with a slightly different button configuration
From the Controller Config. screen, press the D-Button + to the
setup you want, then press the % button to accept and exit.
When a DUALSHOCK™ Analog Controller is detected, NASCAR
Thunder 2002 asks you whether or not you want to enable
the Dual Shock vibration.
Set controller configuration for controller 2.
Toggle the auto track stats setting and save or load settings
and stats.
AUTO TRACK STATS: When ON, stats are automatically saved to
your memory card after a race. Any records set are auto-
matically saved.

A >

CREDITS

NASCAR OPTIONS
These options are available from the Single Race and New Season menus.

RACE MODE

CAR DAMAGE

ENGINE BREAKDOWNS

YELLOW FLAGS

RACE LENGTH

PITS SCALING

See who is “in the game.”

Select the difficulty level and race as a ROOKIE, VQ‘WN
or LEGEND. \

Car damage plays a key role in the battle for positiorty

in NASCAR racing. A damaged car can affect driving
performance. Use this option to set the durability of

the cars on the track. When ON, cars that sustain enough
damage can be eliminated from the race. When LIMITED,

if your car gets damaged, press the gas to have it
auto-repaired. When OFF, cars do not sustain damage.

The uncertainty of mechanical performance is always

a factor in auto racing, especially when you're running

500 miles. If you have Damage ON, you can set Breakdowns
ON for the possibility of blown engines.

If you have Damage ON, whenever a hazardous situation
arises on the track, the yellow flag comes out, and the

field runs under caution. Set this option ON/OFF.

Set the length of your race based on the percentage of a
real-life NASCAR race at the same track. (See track diagram
for lap equivalents.)

Turn the Pit Scaling feature NORMAL/SHORT. When set to SHORT,

fuel and tires are consumed seven times faster than normal.




IN THE GARAGE

Set up your car to suit your driving style and the track on which you're racing.

4 When you choose GARAGE from the Race Weekend menu, the Garage menu appears.
An provides a smooth, no-hassle

race, but a MANUAL transmission lets you squeeze more out

of each gear.

Set the amount of pressure in your tires. Lower pressure increases
contact with the track, improving handling and increasing tire
wear. The higher the pressure, the faster the car travels.

TIRE PRESSURE

SHOCKS Try harder settings on faster tracks and softer settings on road
courses.
DOWN FORCE Increasing down force provides better grip to the rear tires, but

reduces top speed due to aerodynamic drag.

'WEDGE Wedge lets you distribute weight to different corners of the

car. Increasing wedge adds weight to the left rear corner and
| tightens up the car. Decrease to transfer weight to the right
| front for a loose-running car.
When your car is running tight, the front of the car tends to lose
traction before the rear. A looser car (less wedge) has reduced
rear traction.
0On ovals, the car’s weight shifts to the right side through the
turns, causing the car to push. Increase left bias to add weight
to the left side and counteract the weight shift. The result is a
more balanced car.
Excessive acceleration on road courses constantly transfers
weight to the rear. Reduce rear bias to place more weight
on the front end, balancing the car.

+

WHEEL LOCK Set the maximum degree your tires can turn.
You want your tires to turn more on the road
courses, which have more pronounced turns
FUEL LOAD Set the amount of fuel you want in your tank at
the beginning of a race.
GEAR RATIO Set the height of your gear ratios. If you have a sho gear ratio,

you have faster acceleration, but top speed
is lower. Taller gears provide greater top speed, but it \
takes longer to get up to speed

DEFAULT Reset all options to their original settings.

WARRANTY

ELECTRONIC ARTS LIMITED WARRANTY

Electronic Arts warrants to the original purchaser of this product that the veccrdlng medium on which the
software program(s) are recorded (the “Recording Medium”) is m defects in materials and
workmanship for a period of 90 days from the date of purchase. If the Re(oldlng Medium is found to be
defective within the 90 days from the date of purchase, Electronic Arts agrees to repair or replace the
Recording Medium free of charge upon receipt of the Recording Medium at its service center, postage paid,
with proof of purchase. This warranty is limited to the Recording Medium containing the software pro-
gram(s) that was originally provided by Electronic Arts. This warranty shall not be applicable and shall be
void if, in the judgement of Electronic Arts, the defect has arisen through abuse, mistreatment or neglect.
This limited warranty is in lieu of all other warranties, whether oral or witten, express or implied, includ-
ing any warranties of merchantability and fitness for a particular purpose, are limited to the 90-day period
described above. In no event will Electronic Arts be liable for any special, incidental, or consequential dam-
ages resulting from possession, use, or malfunction of this Electronic Arts product, including damage to
property, and to the extent permitted by law, damages for personal injury, even if Electronic Arts has been
advised of the possibility of such damages. Some states do not allow limitation as to how long an implied
warranty lasts and/or exclusions o limitation of incidental or consequential damages so the above limita-
tions and/or exclusion of liability may not apply to you. In such jurisdictions, the Electronic Arts’ liability
shall be limited to the fullest extent permitted by law. This warranty gives you specific rights, and you may
also have other rights that vary from state to state.

|



RETURNS WITHIN THE 90-DAY WARRANTY PERIOD—Please return the product along with a copy of the orig-

inal sales receipt, showing the date of purchase, and a brief description of the difficulty you are experi-

encing, including your name, address, and phone number to the address below and Electronic Arts will mail

a replacement Recording Medium to you. If the product was damaged through abuse, mistreatment, or

neglect, this 90-day warranty is rendered void and you will need to follow the instructions for returns after

the 90-day warranty period.

We strongly recommend that you send your product using a traceable delivery method. Electronic Arts is

not responsible for products not in its possession.

RETURNS AFTER THE 90-DAY WARRANTY PERIOD—If the failure of the Recording Medium resulted from

abuse, mistreatment, or neglest, or if the Recording Medium fails after 90 days from the date of purchase,

please return the product along with a check or money order for $15.00 made payable to Electronic Arts,
a brief description of the difficulty you are experiencing, including your name, address, and phone

number to the address below and Electronic Arts will mail a replacement Recording Medium to you.

We strongly recommend that you send your product using a traceable delivery method. Electronic Arts is

ot responsible for products not in its possession.

EA WARRANTY MAILING ADDRESS

Electronic Arts Customer Warranty

0.

Redwood City, California 94063-9025

Web page: techsupport.ea.com
Phone: (650) 628-1900

il: Warranty@ea.com
Fax: (650) 628-5999

NoOTICE
Electronic Arts reserves the right to make improvements in the product described in this manual at any time
‘and without notice. This manual and the software described in this manual are copyrighted. All rights are
feserved. No part of this manual or the described software may be copied, reproduced, translated, or
reduced to any electronic medium or machine-readable form without the prior written consent of Electronic Arts.
L SUPPORT—If you need technical assistance with this product, call us at (650) 628-4322 Monday
through Friday between 8:30-11:45 AM or 1:00-4:30 PM, Pacific Standard Time. No hints, tips, or codes
are ':'q‘ilable from (650) 628-4322. You must call the EA HINTS & INFORMATION HOTLINE for hints,
tips, or codes.

EA Tech Support Fax: (650) 628-5999

o

EED A HINT? Call the EA HINTS & INFORMATION HOTLINE for recorded hints,
, and passwords 24 hours a day, 7 days a week!

0 the US, dial 900-268-HINT (4463). 95 per minute.

NADA, dial 900-451-4873. $1.15 (Canadian) per minute.

are under 18, be sure to get a parent’s permission before calling. Hotline requires
-tone telephone. Call length detemminca by user; average length is four minutes.

ges subject to change without notice.

HOW T0 REACH US ONLINE
Internet E-mail: support@ea.com
World Wide Web: techsupport.ea.com
FIP: ftp.ea.com
If you live outside of the United States, you can contact one of our other offices.
In Australia, contact; In the United Kingdom, contact:
Electronic Arts Pty. Ltd, Electronic Arts Ltd.

4 0. Box 181

0. Box 432

Southport Qld 4215, Australia Chertsey, KT16 OYL, UK
Phone (0870) 2432435. \

In Australia: For Technical Support and Game Hints and Tips, phone the EA HOTLINE: 1 902 261 600 (95
cents per min.) CTS 7 days a week 10 AM-8 PM. If you are under 18 years of age parental consent fequired.
For custorner service in New Zealand, phone (09) 479 7459 For hints and tips, phone our Games Hotline at 0900 58885
Software and documentation © 2001 Electronic Arts Inc.

EA SPORTS and the EA SPORTS logo are trademarks or registered trademarks of Electronic Arts Inc, in the

U.S. and/or other countries. Al rights reserved.

NASCAR is a registered trademark and NASCAR
Thunder is a trademark of the National Association
for Stock Car Auto Racing, Inc.

John Andretti name and /or likeness used under license by
petty Markeing Compan, LLC. “The General Mils trade:
marks used under license.”

© 2001 Evernham Motorsports, LLC. Dodge® s a regis-
tered trademark of Daimlerchrysler Corporation.

The “Valvoline’ trademarks, and johnny Benson's name
and/or likeness used by authority of MBY Motorspors,
LLC, Mooresville, NC. © 2001 MBY Motorsports/Johnny
Benson Enterprises, Inc.

The ‘CITGO" trademarks, Roush Racing and Jeff Burton's
name and/or likeness used by authority of Roush Racing,
Livonia, M.

Ward Burton and Bill Davis Racing trademarks and lke-
nesses are used under license from Caterpillr, Inc. CAT,

CATERPILLAR and their design marks are registered trade=
marks of Caterpilar Inc. © 2001 Caterpilla.
The Papermate, Rubbermaid, and Sharpie trademarks are
trademarks of Newell Rubbermaid, Inc. or its subsidiaries
and are used by permission. Roush Racing and Kuft
Buschs name andy/or keness sed by authorty o Roush
Racing, Livonia, Michigan.
The name, signature and likeness of Dale Earnhardt, Jr. are:
licensed under the administration of Dale Earnhard, inc.
© 2001 Evernham Motorsports, LLC. Bill Elliott trademarks
licensed by (MG Worldwide. Dodge® s a registered
trademark of DaimlerChrysler Corporation.
©2001 JG Motorsports, Inc. The name and fikeness of Jeff
Gordon and the likeness of the #24 DuPont Cheviolet is
used under license granted'by JG Motorsports, Inc. ©2001
G, Motorsports, Inc. Jeff Gordon name, fikeness and
signature and likeness of the 6. Motorsports Inc. # 24
Pepsi Racing Monte Carlo are used under license by J.G.
Motorsports, Inc. PEPSI, PEPSI-COLA, and the Pepsi Globe
desiqn are trademarks of Pepsi Co.inc.
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Bobby Hamilton and AndJ petree Radng are Ikensed
under the authority of A Licensing. Flat Rock,
NG, 2001, 92001 squate b Al fighs tcscwed. 0 and
Square D are vegrmred {ademarks of quate D Company
ficensed by T
UPS®, UPS. (DM@ uvs Raung 1ogo®, and the UPS Logo®
are egistered tiademarks of the United Parcel Service of
Ametica Inc. and used under license. Dale Jarrett and
Robert Yates Racing trademarks are used under license.
The ‘OEWALT" trademarks, Roush Racing and Mat
Kenseth's name and/or likeness used by authority o
Roush Racing, Livonia, M. The yellow and black color
scheme Is trademark for DEWALT ® Power Tools and
Accessories.
“Bobby Labonte ®, #18® and “Interstate® Batteries”
Jicensed under authority ofjoe Gibbs Racing, Huntersville, NC
Terry Labonte - License Granted By Kellogg Company and
Hendick Motorspors, T4, @Kellogg Canada nc. I/ dans
. T# ®Kellogg Company Inc. elsewhere /partout
ilcut/on s pares. © 3001 Ko llogg Company. Used
under ficense/utiize sous license/bajo licencia. ® #5
design ® Hendrick Motorsports. Used under license/uti-
lize sous license/bajo licencia.
© 2001 Chip Ganassi Racing with Felix Sabates. Al rights
feserted. Trademark usage by License of Cingular
Wireless
Kevin 'levage name and likeness and KODAK, MAX and
Trade Dress are trademarks licensed to Electronic Arts by
esign 4 s a trademark of
rgan-McClure Motorsports, Inc.
{siging arin) chip Grass Racng with Pl sabates.
k Usage by License of COORS BREWING COMPA-
N, COLORADO

6, Used under license. Roush Racing’s and Mark
e and/or ikenes sed by authory o Roush
nia,

5 e , including the #12 and the
e facecar, and Jeremy Mayfield’s name
55 are granted by license from penske
obil 1%, Mobil “Pegasus” and the Flying
gistered trademarks of Mobil Oil Corp.
Motorsports / UAW / Delphi.

Andy Petree Racing, Joe Nemechek, and Oakwood Homes
are licensed under the authority of Andy Petree Licensing,
Inc. Flat Rock, NC 2001.
Penske Racing South, Inc. trademarks. Including the 402
and the likeness of the racecar, and Ryan Newiman’s name
and/or likeness are_granted by license from Penske
Racing South Inc. ALLTEL marks are registered trademarks
of ALLTEL Corporation.
The name, signature and fikeness of Steve Park are
licensed under the administration of Dale Earnhardt, Inc.
Licensed by Steve Park Motorsports, LL.C. The stylized #1,
Tienes of the #1 race car and the Dale Eornhadl, Ine
crest or scrpt logo are under the administrtion of Dale
Eamhardt, inc. Penmzoil® is registered trademark. of
Pennzoil-Quaker State Co.
Kyle Petty name and/or likeness are used under license
by Petty Marketing Company, LLC. Sprint and the diamond
logo are trademarks of Sprint Communications Company,
L. Paint and decal design copyright © 1999 Sprin.
Fichndpety emskensed by Pety Marketng Compony,
L. the Richard Petty name, signature and silhovette
are exclusive trademarks of Petty Marketing Company, LLC.
Texaco, Robert Yates Racing and Ricky Rudd Trademarks
are used under ficense:
The ‘Motorcraft’ trademarks, Wood Brothers Racing and
lliot Sadler’s name and/or likeness used by authority of
Roush Racing, Livonia, M|
2001 HGZ Noorsparts/KS, nc. ©'MENS” " and
“MEMS” ers are the trademarks of Mars, Inc.
and it's affiliates. ©Mars, Inc. 2001.
5 of #31 race car, the “RR” Richard Childress
Racing chediered flog Iogo. and the stylzed “31" are
tiademarks of Richard Childress Racing Enterprises, Inc.
and along with the likeness and signature of Mike Skinner
(trademarks of Mike Skinner) and the Team Lowe's and
Lowe’s Home Improvement Warehouse trademarks
(tademarks o Lowe's Companies) te used under lense
o ichard Chidess Racing Enteprises, n.Team Lows
and Lowe’s Home Improvement Warehouse are tiade-
marks of LF Corporation.
“Kmart” trademarks; “Route 66" trademark; “Jimmy
spencer” name, signature and likeness; and likeness of
Haas-Carter Motorsports face team are_used
under license granted by Haas-Carter Motorsports, LLC

“Tony Stewart®’, “420® and “The Home Depot ®°
licensed under authority of Joe Gibbs Racing , Huntersvile, NC
“Kenny Wallace” name, signature and likeness are used
under licensed granted through TMOG, Charlotte,

Licensed by Rusy Wallce, nc and enske Racing South,

The name, signature and likeness of Michael Waltrip are
licensed under the administration of Dale Earnhardt, Inc.
The Michael Waltrip trademark and the name signature
and likeness of Michael Waltrip are owned by, and used
under cense fom Mihae! Wal, Inc and/nr Michael
Waltrip. The slylued #15, likeness of the #15 race car and
the Dule Earnha dt, Inc. crest of sulpl Iego are under the
administration of Dale Earnhardt, Inc.

Tracks

Chicagoland Speedway™ used under license.

Dover Downs Interational Speedway™ used under
ficense

Indianapolis Motor Speedway™ used under license.
Martinsville Speedway™ used under license.

w Hampshire Intemational Speedway® and its image
and related logos are the proprietary property of New
Hampshire Speedway, Inc, used under license by
Electionic Arts, Inc. Hampshire Speedway,
Increserves allrights therein.
Pocono Raceway is a registered trademark of Pocono
International Raceway, fnc.

Alanta Motor Speedway ®, Bristol Motor Speedway ®,

Las Vegas Motor Speedway ®, Lowe's Motor Speedway ®;

Sears Point Raceway ® and Texas Molor Speedway ®

including name, likeness, logos, event names and event
are registered trademarks of Speedway

Motorsports, Inc. Officiall licensed product of Speedway

Motorsports, Inc. © 2001

California Speedway®

Darlington Raceway®, Darlington®, Too Tough to Tame,

Darlington International Raceway™

Daylona Intemational Speedway®, Daytona®, Daylona

Specdeels®, speedwecks®, Dajtona USKS; Oaylona

5000, The Great American Rac

Homestead - Miarmi Speedwav“‘

Kansas Speedway™

Michigan S’zeedwxy"‘ Michig:
intemational s
Notth, caroline speedway®, The

nmu-mx International Raceway®,
The Phoenix Mile™, PIR™, World's
fstat One-Mile-paved el coppe
i

Richmond Intenational Raceway™, Rich
Tlaiege Stpenoeedinyo, Talodegse The worlgs
Fastest Superspeedwa)

tkins len, Wotkins len interotiona

Thunder Road™

hevnolel, Monte Pt Gnd s m, Cheviolet
“Bow Tie" pontiac “Atowhead
TR Gesins ar Cenarh Mooy
{rademarks and used under cense o HeconiCATS, Inc
Dodge is a trademark of DaimlerChrysler Corporation,
Ford, Taurus and vehicle model body designs are tradex
marks of Ford Motor Company and used under license to
lectronic Arts. InC.

All other car, team, and driver images, track names, trade=
maks, and the nellectal property e the progertyof
their respective owners and used with permission;
Playstation and the Playstation logos are_registered
trademarks and DUALSHOCK is a trademark of Sony.
Computer Enertainment Inc.

EA SPORTS™ s an Electronic Arts™ brand.

Photo Credit: Dave Durochik/SportsPics; Cameras in Action
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