Team Racing



Introduction

Team Racing allows multiple iRacing members to ‘team up’
and race together. Teammates can share driving duties, spot
for each other as well as be a crew chief. Team Racing is
free - both to join a team and to create one. You are allowed
to create and have up to five teams.

Team racing is available both in official series and in hosted
sessions. Look for the yellow stripe on races that indicates a
‘Team' series!

When participating in an official race session that allows
Team Racing be sure to note the participation requirements
are posted both in-sim and on the race overview page.
Requirements typically will include a minimum number of
drivers per team and also each driver on the team complete
a minimum number of laps. You can monitor the team’s
progress towards these requirements during the session in
the ‘Race Overview’ information window.



Member Site Teams Menu

Team Racing is accessible through the Teams Menu on
the main navigation bar on the member site. We'll cover
each of the tabs in the drop down menu on the following

page.
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For more information on Team Racing check out the Team Racing User Guide
document found here.

Frequently Asked Questions

» How many FREE iRacing Teams can I make?
» How do I create an iRacing Team?

» How do I invite someone to my team?

» How do I customize my Team's Car and Suit?

» How do I join a Team Racing session?



Member Site Teams Menu

My Teams: Teams that you are a part of will be
displayed here. You can manage your teams from this
page (again members are allowed to “own” up to five
teams at any one time). If you wish to create a sixth team
you Wwill nheed to delete one of your existing teams.
Creating or joining teams is free.

All Teams: All current teams in iRacing are displayed
here. You can use the search box to find a team that
interests you. If the team has ‘recruiting’ enabled you can
send an application to the team directly from this page.

Team Sessions: Team sessions that any of your teams
are currently participating in will be available to join from
this page. This is the page you will need to navigate to in
order to join a team race that is already in progress.

Additionally, team sessions that are ‘open’ and available
to join will be displayed here.

All Team Invites: Manage both invitations to join a team
as well as requests from other members to join your team
(s) here.

Invitations to join a team are sent from the Team detail
page by clicking the ‘Invite a Member’ button. The invited
member will receive a notification the next time they log
onto the iRacing member site. Invited members can
confirm or deny the invitation.

Team requests are also managed here. You can review
requests and accept or deny them.



Member Site Teams Menu

Custom Paint Schemes: Teams may have unique paint
schemes for both their cars and driver suits. Painting is
done in the same manner as normal car/suit painting but
can be assigned to a specific team instead.

You can also create fully custom liveries outside of
iRacing utilizing programs like Photoshop or Trading
Paints. In Team Racing sessions, everyone registers as part
of a team, and teams have their own TeamlIDs.

User-specific custom paint jobs include a user's
CustomerlD in the file name. In Team Racing sessions,
everyone registers as part of a team, and teams have their
own TeamlIDs. Team custom paint jobs are read from files
with similar names, but using “team_#" (where # is the
TeamlID) in place of the CustomerID.

For example, if your CustomerID is 10051, your custom
paint job file name would be: 10051.tga

If you have a team with a TeamID of 10943, the custom
paint file name for that team would be team_10943.tga



Driver Changes

Official Sessions: Certain official iRacing series will be
set up for Team Racing, and will be so designated. These
sessions will have a defined minimum number of drivers
that each team may field, and may also specify a
maximum number of drivers on a team.

Special Events: Certain Special events (for example 24
Hours of Le Mans) will be set up for Team Racing. These
sessions will have a defined minimum number of drivers
that each team may field, and may also specify a
maximum number of drivers on a team.

Hosted and Leagues: Hosted Team Driving sessions can
be created by enabling the “Team Driving” selection when
setting up the session. Once enabled, you can then
specify additional Team Driving related options. These
include the minimum and maximum number of drivers
that each team may field, which rules governing
requirements for driver changes are to be enforced (if
any), and whether or not only a team’s qualifier is allowed
to grid the car.

Driver-change rules mostly apply only during Race
sessions. If such rules are enabled, teams that do not
follow them during a Race session will receive a post-race
Disqualification (see the “Driver change requirements in
Race sessions” section).



Registering for Team Sessions

For Team Driving sessions, spectators may register
individually, but all session participants must register as
part of a team. When registering for the session, you can
choose to register as a member of an already-registered
team (you may need to know the password), or you can
register (one of) your own team(s) for the session. You wiill
have a default team, named “Team Your Username”, that
you may use if you have not yet created any teams. You
may also create a new team while registering.

When you register a team for a session, you may choose
whether or not you are also registering yourself for the
session (a team manager that does not intend to
participate in the session might use this). Until the
session is launched, you are allowed to withdraw your
entire team’s registration as long as no other team
member is also registered for the session (you can’t yank
your team’s registration out from under your teammates).

Once the session has launched, you are free to withdraw
yourself from the session, and you are free to register
yourself and/or your team for a different session, but you
may hot withdraw your team from the current session.



Registering for Team Sessions

(continued)

It is possible that you could be a member of more than
one team that is registered for a session. Prior to the
session being launched, you are free to register/withdraw/
re-register as a member of any team that is registered for
the session. Once the session launches, you will be locked
-in to the team for which you are registered - you may
not jump back and forth between teams during a session,
even as a spotter or crew member.

To join a Team Session that has already started and you
are eligible, click on the Team Section. You will see “My
Team Sessions” highlighted in Green. That is the main
way in which you can join a race in progress. You can also
click on Teams, then My Teams then Team Sessions to
join team races which you are eligible.

Team members may come and go during the session. You
may withdraw from a driver-change session, register for
and participate in some other session (including other
driver-change sessions), withdraw from that session, and
then come back later and re-register for the original
session. For example, you can participate in an endurance
Team race for an hour, withdraw from that race, drive in
some other session, log off and go to sleep for several
hours, then come back later for another stint in the
endurance race.



Registering for Team Sessions

(continued)

At most six members of a team may be connected to a
session at any one time, though many more than that
may connect and disconnect over the course of a session
(the current limit is 64 team members). If your team
currently has the maximum number of allowed members
connected to the session and you attempt to connect,
instead of launching the simulation the web site will
notify your currently connected team members that you
wish to join the session. If one or more of them exits the
session, there will then be space for you, and you will be
allowed to connect.

It is up to the team’s members to decide who should be
present at various times during the session, and what
roles they are to fulfill. All team members with a
sufficient license and/or iRating for the session are
eligible to drive the car. All team members are eligible to
put the car into the garage and make setup changes,
become the Crew Chief (and so make black-box changes
to be applied during pit stops), or to spot for the driver.
Team members may change roles during the session, and
could possibly play more than one role at the same time
(spot for the driver, and act as the crew chief, for
example).



Team Sessions Types

There will be no Time Trial sessions in any official iRacing
Team Driving series.

In Race sessions, only as many team members as the
maximum specified by the session will be allowed to get
into the car. In Lone Qualify sessions, only ohe team
member will be allowed to get into the car. In any other
type of session, all of the eligible team members are
allowed to drive the car.

In Lone Qualify sessions, the time put in by the one-and-
only driver will be used as the team’s Qualifying time in
any immediately-following Race session. In official
iRacing series that use separate Qualifying sessions, the
driver's Qualifying time will be used to adjust their race-
week Qualifying time.

In Open Qualify sessions that are scored as “best

lap” (currently this is all such sessions), the fastest lap put
in by any of the team’s drivers will be used as the team’s
Qualifying time in any immediatelyfollowing Race
session. In official iRacing series that use separate
Qualifying sessions, each individual driver's Qualifying
time will be used to adjust their own race-week
Qualifying time.
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Team Sessions Types

(continued)

It is not required that the same team members drive in
the Practice, Qualify, Warmup and Race portions of a
session. Each portion of the session is considered
individually.

In iRacing official series that use separate Qualifying
sessions, a team’s Qualifying time is used to establish the
starting grid position for the Race session, and it will be
computed as the best Qualifying time set by any of the
team’s members that are fully registered for the session
as the session is launched. The Qualifying time of team
members that are not fully registered are ignored.

It is not required that the team member whose Qualify
time established the team’s grid position drive in the
Race session. However, a session can optionally be set up
to allow only the team member that established a team’s
Qualify time to place the team’s car onto the starting
grid. If that team member does not place the car onto
the starting grid, then any team member will be allowed
to place the car onto pit road and wait for a missed-start
to join the race.
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Driver Change Requirements

For a team to be considered “Official” in a Race session,
and thus for any of its drivers to be eligible for
Championship Points, the team must adhere to the
“driver change rules” for the session. There are currently
two driver change rules options: No Rules, or “Drive Your
Fair Share”.

If the “No Rules” option is selected, then there are no
requirements placed on the team for how many drivers
must drive the car, or how much each driver must drive.

The “Drive Your Fair Share” rule operates as follows: at
least the minimum number of drivers specified by the
session must drive the car a “fair share” of the team’s laps,
or the team will receive a post-race Disqualification. A fair
share is currently defined as 25% of an “equal share” of
the laps.

You will not need to perform the calculations described
below yourself during the session. The Entries tab on the
Session screen within the simulation will show for each
driver individually a display of fair share along with
needed information about the calculations.
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Driver Change Requirements

(continued)

The display will be colored red if the team member has
not driven enough laps to be considered official at this
point in the race. It will be colored yellow if they have
driven enough laps as of this point in the race, and it will
be colored green if they have driven enough laps that
they would be considered official at the current estimate
of the number of laps that your team will complete in the
session.

Additionally, the driver's F1/Lap Info black-box will have
this same indicator, and the F3/Relative black box will
have a simple “DC” indicator that is colored red/yellow/
green as described above.

In time-limited sessions, the total number of laps in the
session is not known ahead of time. The estimated
number of laps required for each driver to be considered
to be official will be recomputed periodically during the
session. You should always be mindful that these are
estimates. If the race runs under caution through much of
the session, and runs under green-flag conditions late in
the session, the estimated number of laps required per
driver could grow. Don’t wait to put a driver into the car
for the final stint only to find that the number of laps
they need has become larger than the number of laps
remaining in the session!
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Driver Change Requirements

(continued)

Examples of how the “fair share” is computed.

In a 100 lap race with a minimum of 4 drivers per team,
an equal share for each team driver would be 25 laps.
Each driver's fair share would thus be 25% of 25 laps, or 7
laps (0.25 * 25 = 6.25 laps, but any fractional portion of a
lap always bumps the requirement up to the next full
lap). It would be unwise to create a race where the
Mminimum number of drivers exceeds the race’s lap limit,
as it would then be impossible for any team to meet the
requirements!

The determination of whether your team has met the
driver change rules in the session is computed against
the number of laps your whole team completes in the
session. For example, if in a 100 lap race with a minimum
of 4 drivers your team only finishes 50 laps, the “fair share”
for each of your drivers would be 50 / 4 * 0.25 = 3.125, or 4
laps. Keep this in mind when determining your strategy
for the race. If you divide the driving up into the
minimum number of roughly equal-length stints, and
your second to-the-last driver crashes your team out of
the race, your final driver will not be able to race any laps.
Since you then have had too few drivers finish a “fair
share” of the race, your team will be marked as Unofficial.
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Driver Change Requirements

(continued)

In addition to the “minimum number of drivers”, sessions
have a separate “maximum number of drivers” setting. In
this same example, say that a team wants 6 of its
members to drive. Then for all 6 drivers to be “Official”
and receive championship points, each would have to
drive their fair share of the laps. An equal share of 100
laps for 6 drivers would be 100/6 = 16.67, and a fair share
of that would be 0.25 * 16.67 = 4.17, “ceiling’'d” to 5 laps.
So once you go beyond the minimum number of
different drivers in the session, the number of laps
required for each driver can be smaller.

It is possible for a team to be Official for the session, even
though one or more of its members that drove is not
considered to be Official. Taking the prior example, say
that in a 100 lap session that requires a minimum of 4
drivers, a team has 6 of its members drive. Say those
drivers drove 30, 20, 20, 20, 6, and 4 laps. The driver that
drove only 4 laps would not be considered Official since
they didn’t drive enough laps, and they would receive 0
Championship Points for the session, while the remaining
5 team drivers would each receive the number of points
the team garnered.

In official iRacing sessions with driver changes,
championship points are computed per-car (team). Each
team member that drove a “fair share” during the Race
session will receive the full championship points given to
the team.
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Standings / iRating /
Safety Rating / Car

Team Standings

There is currently no notion of a “Team” championship
but we hope to add that element in the future including
standings for both official and hosted.

iRating
No iRating adjustments are made in Team Racing
sessions.

Safety Rating

Incident points and distance driven are tracked
separately for each driver. Each driver’'s Safety Rating wiill
be adjusted accordingly. The only way incident points
incurred by one driver on a team impacts the other
drivers on the same team is if the session has an incident-
point limit. If it does, the limit is applied to the sum of the
incident points accrued by all of the team’s drivers.

Car Number Assignments

As with open practices, the system cannot assign car
numbers based on iRating in any type of driver change
session. A car number needs to be assigned when the car
first joins the session. A team’s iRating is computed from
the iRating of the team members that drive, and since it
is hot immediately known which team members are
going to drive, there is no known team iRating.
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Changing Drivers

When in the simulation, the [Drive] button will be
displayed to all team members that are eligible to drive
in the session whenever the team’s car is “available”. The
car will be unavailable when one of the team members is
“in” the car (driving, stopped out on circuit, or stopped in
the pit stall), whenever someone has the car in the
garage, if the session is over or if the team has been DQ'd.

A team member will be ineligible if their license level
and/or iRating is insufficient for the session, or if the team
has reached its maximum driver limit in a Race or Lone
Qualify session and that member has not yet driven in
the session.

It is up to the team’s members to decide who should
drive the car at any given time. Pressing the [Drive]
button registers your request to get into the car. If your
request is the first one processed by the race server, you
will be put into the car.
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Changing Drivers
(continued)

Using ESC while out on track operates mostly as before
(either the car is reset to the pit stall and made “new”, or
it is towed to the pit stall in its current condition), and the
driver is removed from the car. Using the Car Reset
control does mostly the same thing, except that the
driver is left in the car. While sitting stopped in the pit
stall, using ESC or Car Reset (if it is allowed to do so) will
remove the driver from the car and leave the car in the
pit stall. If necessary, the pit crew will turn-off the car’s
motor so that it does not overheat.

A driver-change can only occur while the team'’s car is
sitting still in the team’s pit stall. Your current driver may
exit the car immediately upon coming to a stop in the pit
stall, and the substitute driver may click [Drive] and get
into the car right after that. But a substitute driver may
not drive away until a 30- second “driver-swap” timer has
expired. The “driver-swap” timer starts from the point in
time when the car came to a stop in the pit stall, so there
is no need to attempt to quickly get the current driver
out of the car, or the substitute driver into the car. The
timer will count down both while no pit service is being
performed and while pit service is being performed, but
it will not count down either while the car is being towed
to the pit stall, or while a penalty is being served.
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Changing Drivers

(continued)

If new cars are available for use, a [Request New Car]
button (located below the [Drive] button) can be used to
remove the current car from the pit stall and replace it
with a hew one.

If the team’s car comes to a stop out on track, the [Drive]
button for all the other team members will become a
[Return To Pit] or [Tow Car] button, and any teammate
can use the button to request the action (just as if the
driver hit ESC or Reset). If the team’s car is at a stop in the
pit stall with the driver in the car, the button will become
[Remove Driver], which will pull the driver from the car
(just as if the driver hit ESC or Reset). Generally, the driver
should be allowed to call for the tow or exit the car on
their own. The car must be stopped for at least 5 seconds
before these buttons become available for the
teammates to use. Their purpose is to allow the team to
recover the car if their current driver becomes distracted,
or walks away from their computer.

So long as it is allowed to make changes to the car in the
garage, any team member may remove the driverless car
from the pit stall and put it into the garage. Whether or
not any changes are made to the car in the garage, the
car is left off-track until the next team driver uses [Drive]
to put a “new” car back on-track
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Racing Radio (voice chat)

Transmission on the @drivers channel is now limited to
only people that are currently driving their team’s car.

To facilitate communication between teams, a new
@allteams channel has been added. Any team member
may transmit on this channel. This is the most “public”
channel on your radio.

Your racing radio now supports a scripting system. The
first time you run the simulation after updating to the
2014 Season 4 (or later) build, it will create within My
Documents\iRacing a folder named “scripts”, and within
that folder one named “radio”. Within that folder, it will
create a readme.txt that details how to customize the
system, as well as the default set of scripts.

Briefly, scripts will be executed when certain actions are
performed (starting the simulation, getting in/out of the
car, starting/stopping spotting). Within these scripts, you
can alter your radio’s configuration (add/remove channels,
turn scanning on/off, mute/unmute all channels, or
specific channels, and change the transmitter to a
particular channel). For example, when you start driving,
you might want to mute the @allteams channel, to
reduce the distractions.

In addition to the global set of scripts, you can add team-
specific scripts (hamed using the team’s numeric ID). If
both scripts for a particular action exist, the two scripts
are combined, with the global script first and the team-
specific script after it.
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Miscellaneous

When viewing a car in the simulation, the helmet of the
person that is driving the car is shown. Just as you could
see an all-white car if you have
LoadTexturesWhenDriving=0 in renderer.ini, you could see
an all-white driver helmet in a car if the driver's helmet
paint job has not yet been computed. All-white helmets
will become painted when you get out of your car.

It is now possible for a driver to get out of the car while
leaving the car in their pit stall. When viewing a driverless
car (Live or in the Replay), the car will have no driver in it.

The Event Results pages on the web site now display
certain events that occurred during the session. Drivers
getting in/out of car are recorded during Qualify and
Race sessions. Penalties applied/served are recorded
during all session types. Caution periods are recorded
during Race sessions. You can highlight particular types
of events, and events associated with particular teams.

21



